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Thank you f or purchasing DX7 V!

This manual co vers the features and operation of ArturiaÕs DX7 V, the latest in a long line of
po w er ful virtual instruments.

Be sure to register your softw are as soon as possib le! When you purchased DX7 V you w ere
sent a serial number and an unlock code by e-mail. These are required during the online
registration process.

Special Messag es

Specifications Subject to Chang e:

The inf ormation contained in th is manual is beli eved to be correct at the time of printing.
How ever, Arturia reserv es the right to chang e or modify any of the specifications w ithout
notice or ob ligation to u pdate the hard w are that has been purchased.

IMPO RTANT:

The softw are , when used in combination w ith an amplifi er , headphones or speak ers, may
be ab le to produce sound levels that could cause permanent hearing loss. DO NOT operate
for long periods of time at a h igh le vel or at a le vel that is uncomf ortab le.

I f you encounter any hearing loss or ringing in the ears, you should consult an audiologist.



I ntroduction

Congratulations on your purchase of A rturia's DX7 V!

W eÕdlik e to thank you for purchasing DX7 V, our latest resurrection of a belo ved synthesizer.
Based on the sales numbers alone , the Yamaha DX-7 holds the title of the most po pular
synthesizer ever produced. I ts impact on m usic w orld w ide cannot be overstated. I n fact,
had the internet existed in 1983, the phrase "it w ent viral" w ould hav e fit the DX-7 per fectly.

Arturia has a passion for excellence , and DX7 V is no exce ption. W e hav e not only em ulated
the sound and behavior of the original instrument; w e hav e tak en it far beyond the w ildest
imaginings of the engineers and m usicians who helped introduce it to the w orld. W e
are confident that DX7 V w ill re volutionize your creativ e process the same w ay the DX-7
re volutionized the w orld of m usic.

Be sure to visit the www .arturia.com w ebsite for inf ormation about all of our other great
hard w are and softw are instruments. They hav e become indispensab le, inspiring tools for
m usicians around the w orld.

Musically yours,

The A rturia team

http://www.arturia.com
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1. WEL COME TO DX7 V!

DX7 V is the ne w est addition to our extensiv e fam ily of virtual instruments. Not only hav e
w e faithfully modeled the sound of th is ground-breaking instrument, w e hav e incorporated
features from generations of FM synthesizers that had yet to be born in the m id-1980s. W e
hav e also added many features that w ere originally add-on items, and others that w ere only
fantasi es at the time! DX7 V tak es FM synthesis beyond ground-breaking to breath-taking.

DX7 V runs both as a standalone instrument on W indo ws and Mac OS X and as a plug-in in
all maj or formats inside your DAW . I t has easy MID I learn functionality for hands-on control
of most parameters, and as a plug-in also allo ws parameter automation for greater creativ e
control.

1.1.A Bri ef H istory of FM

FM synthesis has its origins in the w ork of Dr. John Cho wning at Stanf ord Univ ersity in the
late 1960s. The first FM synthesizer w as a mainframe computer! Think of a room full of
refrig erators and you'll hav e an idea of what that w as lik e.

Dr. Cho wning's theory w as that an entire rang e of acoustic instrument em ulations w ould be
possib le by modulating a w av ef orm w ith others that w ere tuned to the harmonic seri es. I t
w as also disco vered that de viations from the harmonic seri es (i.e., inharmonic relationsh ips)
resulted in bell-lik e tones and other complex sounds. I n fact, many of the timbres that came
easily to FM synthesis had pro ven difficult for the reigning generation of analog synthesizers
to re produce .

This radical ne w approach to synthesis w as licensed to Yamaha by Stanf ord in 1973, and
patented by Stanf ord in 197 5.

Yamaha made its own patentab le modifications to the w ork of Dr. Cho wning and released
its first FM synthesizer in 1980: the venerab le GS1. At a cost of rough ly $16,000 and
w eigh ing almost 200 pounds, it w as intended mainly for use in recording studios. Only 16
w ere made , and many of those w ound up in the hands of famous artists such as Stevie
W onder , Ch ick C orea, H erbi e Hancock, and the band T oto .

The unique sound of the GS1 w as w ell-receiv ed, and Yamaha decided to mak e a more
aff ordab le version that w as also far more portab le (the GS2). Smaller instruments w ere
eventually added to the line-u p (the CE20 and CE25 C ombo Ensemb les).

Yamaha also licensed an FM synthesis algorithm to a company called New England Digital
(NED) for inclusion in their high ly co veted Synclavi er I. NED appli ed its own inno vations to
th is form of synthesis, w ith the use of selectab le w av ef orms and the ability to cause a sound
to evolv e in ne w w ays through Time Slices. The re volutionary sound of the Synclavi er is
per fectly recreated in A rturia's Synclavi er V .

When other compani es w ant to license a product you hav e de velo ped, it's a sign that you'v e
done someth ing right. Even computer game compani es lik e Sega began to use Yamaha's FM
technology as the sound source for their game cards, a role they fulfilled for many years.
But Y amaha struck gold when they released the DX7 in 1983.
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1.2. Enter the DX7

The engineers at Yamaha w ork ed for years to harness the po w er of FM synthesis through
such inno vations as keyscaling, wh ich made it easi er to produce a m usically useful sound
across a k eyboard. Their eff orts paid off handsomely w ith the release of the DX7.

The response to th is iconic instrument w as so enth usiastic that many Yamaha dealers had
long w aiting lists. The units sold as quickly as Yamaha w as ab le to produce them for many
months.

The demand for keyboardless expansion modules began to rise , wh ich Yamaha met w ith
its TX seri es of synthesizers.

The DX/ TX fam ily eventually gre w to include almost a dozen stand-alone instruments such
as the DX1, DX5, DX9, and DX7 II seri es keyboards, plus various expansion modules such
as the TX7, TX216, TX816, TX81Z, and TX802. Yamaha even produced its own computer , the
CX5M, w ith an FM synthesizer built in.

Eventually the mark et for purely FM synthesizers became saturated, and Yamaha began to
incorporate FM technology into products containing sampled instruments and other forms
of synthesis. And so a long line of hybrid instruments stretch ing from the SY99, through the
FS1R module , to the modern-day M ontag e w ere born.

The DX7 w as manuf actured from 1983 until 1989, and by the time the dust settled, about
200,000 units had been sold. To th is day the DX7 holds the honor of being the most po pular
synthesizer e ver made .

And though they are no long er being produced in their original configurations, the DX clan
surviv es and thriv es in the f orm of A rturia's DX7 V .

1.3. The sound of ubiquity

When it burst upon the m usic scene in the 1980s, the DX7 sw ept everyth ing from its
path. I ts crystal-clear "electric piano" and punchy bass sounds dom inated po p, dance , and
jazz records almost overnight. I ts brass, sax ophone , and harmonica em ulations made
increasingly frequent appearances on record albums, and its glassy, haunting pads sent
ch ills u p our collectiv e spine .

The list of artists who used the DX7 on their albums in the first fe w years is practically
identical to the list of e very to p-10 h it from the m id- to late 1980s:

¥ Berlin: "T ak e M y Breath A w ay"

¥ Celine Dion & P eabo Bryson: "Beauty and the Beast"

¥ Chicago: "H ard H abit to Break"

¥ Phil C ollins: "One M ore N ight"

¥ Commodores: "N ight Sh ift"

¥ Hall & Oates: "O ut Of T ouch"

¥ Kenny Loggins: "D ang er Z one"

¥ Bette M idler: "W ind Beneath M y W ings"

¥ Tears F or F ears: "Shout"

¥ Tina T urner: "What's Lo ve Got to Do W ith I t"

¥ Wh itney H ouston: "I G et So Emotional"

¥ W ilson P hilli ps: "Hold On"

The entire catalog of songs graced by the many generations of the DX fam ily w ould fill a
library!
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1.4. Features of DX7 V

I f FM synthesizers had a w ish list, they couldn't as k for more than the array of features and
controls w e hav e included w ith DX7 V :

¥ 6 o perators, w ith all original tuning and scaling o ptions

¥ 32 algorithms lik e the original

¥ 25 selectab le w av ef orms per o perator

¥ Operator w av ef orm in version sw itch

¥ Oscillator sync per o perator (w av ef orm phase reset)

¥ I nde pendent feedback loo ps per o perator

¥ Unison mode (mon phonic and poly phonic) w ith detune

¥ Portamento (glide) and glissando

¥ Tw o inde pendent, m ulti-w av ef orm LFOs (syncab le)

¥ Three resonant filter o ptions, selectab le per o perator

¥ Three ty pes of output en velo pes per operator: DX7 (original), DADSR, and m ulti-
segment (MSEG)

¥ MSEG en velo pes can be loo ped and synchronized to a master clock

¥ Three additional en velo pes per program (P itch, M od 1, Mod 2)

¥ Copy/paste settings of one or more o perators

¥ An oscillosco pe f or vi ew ing the master output w av ef orm

¥ 12-bit and 24-bit output resolution o ptions

¥ Hundreds of built-in presets (the original had only 64, counting the cartridg e)

¥ Patch compatibility: import original DX7 SysEx banks into DX7 V

But w e didn't sto p there! DX7 V also offers:

¥ An astounding modulation matrix

¥ Assignab le macro controls f or complex, sim ultaneous modulations

¥ Pow er ful sequencer and arpeggiator features

¥ An array of FX: chorus/flang e/phaser , re verb , delay, EQ, distortion, filter , etc.

¥ Up to f our FX may be used at once

¥ FX may be routed in seri es or in tw o parallel pairs

¥ User-selectab le v elocity response (original or full-rang e)

¥ MID I-assignab le parameter control

¥ Preset categori es

The pre vious lists are not exhaustiv e! There are too many features to list them all here . But
it's easy to see why w e're so excited about making th is synthesizer av ailab le to you.

And no w w e are pleased to introduce the tw o of you: Esteemed and belo ved customer , w e
giv e you an FM synthesizer you w ill alw ays w ant near you: A rturia's DX7 V .
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2. ACTI VATI ON & FIR ST START

DX7 V w orks on computers equi pped w ith W indo ws 7 or later and macOS 10.10 or later.
You can use the stand-alone version or use DX7 V as an Audio Units, AAX, VST2 or VST3
instrument.

2.1. Activ ate the DX7 V license

Once DX7 V has been installed, the next ste p is to activ ate your license f or the softw are .

This is a simple process that in volv es a different softw are program: the Arturia Softw are
Center.

2.1.1. The A rturia Softw are C enter (A SC)

I f you hav e not already installed the A SC, please go to th is w eb pag e:

Arturia U pdates & Manuals

Loo k for the Arturia Softw are Center at the to p of the pag e, and then do wnload the version
of the installer that you need f or your system (macOS or W indo ws).

Follo w the installation instructions and then:

¥ Launch the A rturia Softw are C enter (A SC)

¥ Log into your A rturia account

¥ Scroll do wn to the M y P roducts section of the A SC

¥ Click the A ctiv ate button

That's all there is to it!
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2.2. I nitial setu p

2.2.1. Audio and MID I settings: W ind ows

At the to p left of the DX7 V application is a pull-do wn menu. I t contains various setu p options.
I nitially you w ill need to go to th is menu and choose the Audio Settings option to get MID I
flo w ing in and sound flo w ing out.

You w ill then see the Audio MID I settings w indo w . This w orks in the same w ay on both
W indo ws and macOS, although the names of the de vices av ailab le to you w ill de pend on
the hard w are you are using.

Starting from the to p you hav e the f ollo w ing o ptions:

The A udio MID I Settings
w indo w (PC)
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¥ Device lets you choose wh ich audio driv er you w ant to use to route sound out of
the instrument. This m ight be your computerÕs own driv er lik e W indo ws Audio , or
an A SI O driv er. The name of your hard w are inter face may appear in th is fi eld.

¥ Output Channels lets you select wh ich of the av ailab le outputs w ill be used to
route audio out. I f you only hav e tw o outputs, only tw o w ill appear as options. I f
you hav e more than tw o you can select a specific pair of outputs.

¥ The Buffer Size menu lets you select the size of the audio buffer your computer
uses to calculate sound. A smaller buffer means low er latency betw een pressing
a key and hearing the note . A larg er buffer means a low er CPU load as the
computer has more time to th ink, but can result in a small latency. Find the
optim um buffer size for your system. A fast, modern computer should easily be
ab le to operate at 256 or 128 sample buffer size w ithout creating po ps or clicks
in the sound. I f you are getting clicks, try raising the buffer a little . The latency is
displayed on the right hand side of th is menu.

¥ The Sample Rate menu lets you set the sample rate at wh ich audio is sent out
of the instrument. The options here w ill de pend on the capability of your audio
inter face hard w are though even most computersÕ own hard w are can operate at
up to 48kH z wh ich is per fectly fine . Higher sample rates use more CPU po w er so
unless you hav e a good reason to go up to 96kH z, then 44.1k or 48k is usually
fine .

¥ The Sho w Control Panel button w ill jump to the system control panel for
whate ver audio de vice is selected.

¥ Play Test Tone helps you to troub leshoot audio issues by confirm ing whether
sound can be heard through the correct de vice .

¥ Your connected MID I de vices w ill appear in the MID I Devices area. Click the
check bo x to acce pt MID I from the de vice you w ant to use to trigg er the
instrument. I n standalone mode , DX7 V listens for all MID I channels so thereÕs no
need to specify a channel. Y ou can specify more than one MID I de vice at once .

2.2.2. Audio and MID I settings: macOS

The process is very sim ilar to initial setu p for W indo ws and the menu is accessed in the
same w ay. The difference is that OS X uses CoreA udio to handle audio routing and the audio
de vice selection is made in the second dro pdo wn menu. Apart from that, the options w ork
the same w ay as described in the W indo ws section.

The A udio MID I Settings
w indo w (macOS)
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2.2.3. DX7 V as a plug-in

DX7 V comes in VST, AU and AAX plug-in formats for use in all maj or DAW softw are such as
Cubase , Logic, Pro Tools and so on. You can load it as a plug-in instrument and its inter face
and settings w ork the same w ay as in standalone mode , w ith a cou ple of differences.

¥ You can automate numerous parameters using your D AWÕs automation system.

¥ You can use more than one instance of DX7 V in a DAW project. I n standalone
mode you can only use one at once .

¥ Any additional audio effects your DAW has av ailab le may be used to process the
sound, including delay, chorus, filters, etc.

¥ You can route DX7 VÕsaudio outputs freely inside your DAW using the DAWÕs
own audio routing system.
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3. USER IN TERFACE

DX7 V is pack ed w ith great features, and in th is chapter w eÕllmak e sure you kno w what
each one does. W e th ink youÕll be amazed by the po w er and v ersatility of th is instrument.

And wh ile DX7 V is very flexib le, thereÕs noth ing complicated about it. That w ill alw ays be
the main focus of every Arturia product: to maxim ize your creativity wh ile remaining easy
to use .

3.1. The basic vi ew

3.1.1. Virtual k eyboard

The virtual keyboard allo ws you to play a sound w ithout the need for an external MID I
de vice . Simply click on a virtual key to hear the currently selected sound. You can also drag
the cursor across the k eys to hear a glissando .

Clicking near the front edg e of the key results in a higher velocity note; clicking near the
back of the k ey produces a soft v elocity.

3.1.2. Pitch and M od wheels

These wheels may be dragg ed up and do wn w ith your mouse . As you do they w ill per form
the functions they hav e been assigned else where in the user inter face . They w ill also
respond to the appro priate MID I controller in put.

The pitch wheel w ill return to zero when it is released; the modulation wheel w ill stay at its
current location until mo ved.

The DX7 V virtual k eyboard
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3.1.3. The to p panel

The to p panel sho ws the most basic controls. I t can be opened to re veal the complete set of
parameters. See the Adv anced chapters [p.48] for a detailed descri ption of each one .

3.1.3.1. Volume

This is the master volume control for DX7 V. Click and drag the slider to mak e a chang e. I t
w ill also respond to incom ing MID I CC #7 messag es. The volume rang e is +24 to -80 dB.
Doub le-click the slider to reset the v alue to 0 dB.

3.1.3.2. Data entry / Macro controls

These sliders pro vide a quick w ay to alter the sound of a preset. The parameters they control
are assigned on the Mods pag e [p.88].

New names can be entered under each control, so their labels may be different from one
preset to the next.
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3.1.3.3. Global controls

The fiv e knobs located at the v ery to p of the panel affect all 6 o perators sim ultaneously.

¥ Transpose

Offers chromatic transposition of the preset w ith in a 4 octav e rang e.

¥ Tuning

This is a fine-tune control that can adjust the o verall pitch. R ang e: -64 / +63

¥ AMD

Controls the de pth of the global A mplitude M odulation.

¥ PMD

Controls the de pth of the global P itch M odulation.

¥ Pitch M od Sensitivity

W orks w ith the PMD parameter to introduce pitch modulation to the o verall sound.

� 2: The G lobal settings are stored w ith each preset.

�+-.+%�����,!+���(.�&����������,!+��(-!+"��! ��



3.1.3.4. Algorithm w ind ow

This pro vides a visual re presentation of the relationsh ip betw een the carri ers and
modulators in a preset. There are 32 algorithms, and selecting a ne w one can hav e a
significant impact on the sound.

I f you're feeling adv enturous, try selecting a ne w one by clicking the left / right arro ws at
the to p of the w indo w , or by clicking the number at the to p and dragging it u p and do wn.

To learn more about FM algorithms and FM synthesis in general, see the FM synthesis basics
[p.42] chapter.

� 2: You can m ute or unm ute an operator w ith in the Algorithm w indo w w ith a right-click on the

operator icon.
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3.1.3.5. Quick edit controls

¥ Feedback

Each algorithm has a feedback loo p that affects one or more operators. This control
pro vides a quick w ay to increase or decrease the feedback amount for the selected preset.
For the definition of feedback as it pertains to FM synthesis, see the Feedback [p.44] section
of the next chapter.

¥ Pitch EG

A single Pitch en velo pe generator (EG) is shared by all 6 operators, though each operator
has a Pitch EG on/ off button. This knob w ill control the Pitch EG de pth for any operator that
has P itch EG activ e.

¥ Poly

DX7 V can pro vide up to 32 voice poly phony, tw ice as many as the original synth. This button
pro vides a quick w ay to sw itch betw een poly phonic and mono phonic per formance .

� 2: DX7 V ignores any notes beyond the poly phony v alue , as did the original DX7.

3.1.3.6. Portamento

Portamento is also kno wn as "glide". I t w ill chang e the pitch gradually betw een tw o played
notes.

¥ On

Toggles the P ortamento effect on and off .

¥ Gliss

When th is button is enab led the pitch w ill chang e chromatically betw een tw o played notes.
When the G liss button is off the pitch w ill chang e smooth ly betw een the tw o notes.

¥ Time

This knob controls the amount of time it tak es to chang e the pitch from one note to another.
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3.1.3.7. Arpeggiator

An arpeggiator allo ws you to hold do wn one or more notes and hear those notes played
back automatically. When a single note is held it w ill be re peated; when tw o or more notes
are held the arpeggiator w ill alternate betw een the notes.

¥ On

This button turns the arpeggiator on and off .

¥ Hold

When the Hold button is enab led, the arpeggiator w ill kee p running after your fing ers are
lifted from the k eys.

¥ Sync

Enab ling the Sync button w ill lock the arpeggiator to an external clock, after wh ich the Rate
knob is used to select a rhythm ic subdivision. The synced Rate options are betw een 1/1
(whole notes) to 1/64th notes.

The arpeggiator w ill run "freef orm" when the Sync button is disab led, w ith a rang e betw een
0.010 Ð 50 H z.

¥ Rate

This knob allo ws you to set the speed of the arpeggiator. The rang e of values is either 1/1 to
1/64 (Sync enab led) or 0.010 Ð 50 H z (Sync disab led).

¥ Pattern

Click on the w indo w and a pull-do wn menu w ill pro vide six different response patterns for
the arpeggiator.
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From to p to bottom, the o ptions are:

1. Note Order : Held notes w ill be arpeggiated in the same order they w ere played.

2. Up: Notes are played back in ascending order. New notes are inserted into the
arpeggio as they are played.

3. Down : Notes are played back in descending order. New notes are inserted into
the arpeggio as they are played.

4. Up & Down (inclusiv e): Held notes are played back in ascending order and then
descending order. The highest and low est notes are retrigg ered one time when
the direction is re versed.

5. Up & Down (exclusiv e): Held notes are played back in ascending order and then
descending order. The highest and low est notes are not retrigg ered when the
direction is re versed.

6. Rand om : Held notes are played back in random order.

7. Octav e: This knob sets the rang e of the arpeggiator betw een 1 and 5 octav es.

Arp P attern menu

�+-.+%�����,!+���(.�&����������,!+��(-!+"��! ��



3.2. The u pper tool bar

The toolbar that runs along the to p edg e of the instrument both in standalone and plug-in
mode pro vides access to many useful features. LetÕs loo k at them in detail.

The first grou p of options can be found by clicking on the DX7 V section at the to p left hand
corner of the instrument w indo w .

W eÕll go through each of these functions in the f ollo w ing sections.

3.2.1. Sav e Preset

� !: This option w ill overwrite the activ e preset w ith any chang es you hav e made , so if you w ant to

kee p the source preset also , use the Sav e As option instead. See the next section for inf ormation about

th is.

Sav e Preset
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3.2.2. Sav e Preset A sÉ

I f you select th is option you are presented w ith a w indo w where you can enter inf ormation
about the preset. I n addition to nam ing it you can enter the Author name , select a Bank
and Ty pe, select tags that describe the sound, and even create your own Bank, Ty pe,
and Characteristics. This inf ormation can be read by the preset bro wser and is useful for
search ing the preset banks later.

You can also enter freef orm text comments in the Comments fi eld, wh ich is handy for
pro viding a more detailed descri ption.

The Sav e As w indo w
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3.2.3. I mport...

This command lets you import a file that w as originally exported by DX7 V. I t can be either a
single preset, an entire bank of presets, or a playlist. Presets are stored in the .dx7x format,
wh ile playlists are giv en the extension .playlist .

After selecting th is option the def ault path to these files w ill appear in the w indo w , but you
can navigate to wh iche ver f older you prefer to use .

You can also use the I mport function to import banks of sounds from the original DX7! The
banks m ust be in the sys-ex format (.syx) and m ust be from a DX7, not from one of its
hybrid relativ es lik e the TX802 or TX81Z.

The I mport P reset
w indo w
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3.2.4. Export menu

The Export menu has several options for exporting files from DX7 V, wh ich enab les you
to share your sounds and playlists w ith other users. You could also use these options to
transfer files to another computer.

3.2.4.1. Export P reset

You can export a single preset using th is command. The def ault path to these files w ill
appear in the w indo w , but you can create a f older at another location if you lik e.

3.2.4.2. Export A ll P laylists

Playlists allo w you to select wh ich sounds to use for a particular gig or session. W ith th is
command you can export all of your playlists and import them into another computer that
also has DX7 V installed.
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3.2.4.3. Export Bank

This option can be used to export an entire bank of sounds from the instrument, wh ich is
useful f or backing u p or sharing presets.

3.2.5. Resize W ind ow o ptions

The DX7 V w indo w can be resized from 60% to 200% of its original size w ithout any visual
artif acts. On a smaller screen such as a lapto p you may w ant to reduce the inter face size
so it doesnÕt dom inate the display. On a larg er screen or a second monitor you can increase
the size to get a better view of the controls. The controls w ork the same at any zoom level
but the smaller ones can be harder to see at the smaller magnification v alues.

Selecting a Bank to export

The R esize W indo w menu
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3.2.6. Audio Settings

Here you manag e the w ay the instrument transm its sound and receiv es MID I. See the
section Audio and MID I settings [p.8] for full details on th is.

3.2.7. About

I n th is w indo w you can view the DX7 V softw are version and de velo per credits. Click on the
About w indo w to close it.
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3.2.8. Preset bro wser o vervi ew

The Preset bro wser can be opened by clicking the toolbar button that has four vertical lines.
The Filter , name fi eld and left / right arro ws located in the upper toolbar can assist w ith
preset selection.

More details about th is w indo w are f ound in the Preset Bro wser [p.33] section.

3.2.8.1. Bro wse w ith MID I controller

At the bottom of the Preset bro wser w indo w on the left side is a fi eld labeled Bro wse w ith
MID I Controller. I t w ill configure DX7 V to w ork w ith an Arturia controller so you can bro wse
the preset search results w ithout having to map any controllers to those functions.

DX7 V w ill detect wh ich Arturia controller you are using and w ill be configured automatically
to enhance the preset bro wsing experi ence . Refer to the documentation for your controller
to learn more .

I f you w ant to defeat th is feature , click the menu w indo w and select None .

The P reset Bro wser
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3.2.9. Adv anced features

The front panel loo ks simple , but it hides an extremely po w er ful set of features. To access
Adv anced mode , click the tw o do wn w ard arro ws:

You can also click the blank area on the right side of the to p panel to enter Adv anced mode .
Either w ay the to p panel w ill o pen, as w ill a whole w orld of ne w o ptions f or sound design.

To exit Adv anced mode and close the lid, click the same spot on the lid or click the tw o
upw ard arro ws, wh ich are no w inside a green square .

Click the button to exit A dv anced mode

When you're ready to learn more about these features, w e sugg est starting w ith the
I ntroduction to A dv anced mode [p.48].

The A dv anced mode button
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3.2.10. MID I Learn assignment

The MID I plug icon at the far right side of the toolbar places the instrument into MID I learn
mode . MID I-assignab le parameters w ill be sho wn in purple , wh ich means you can map
physical controls to those destinations inside the instrument. A ty pical example m ight be
to map a physical expression pedal to the Volume control, or buttons on a controller to the
Preset selection arro ws so you can chang e the preset from your hard w are k eyboard.

I n the imag e abo ve one of the sliders is red. That means it has already been assigned to an
external MID I control. I t can be reassigned [p.26], though.

Note that there are some MID I-assignab le parameters in the low er tool bar [p.29] also .

There are many more assignab le parameters that are re vealed when the to p panel is
opened. W e'll describe them all in the Adv anced [p.48] chapters.

3.2.10.1. Assigning / unassigning controls

I f you click on a purple area youÕll put that control into learning mode . Move a physical knob ,
fader , or button and the targ et goes red, indicating that a link has been made betw een the
hard w are control and the softw are parameter. ThereÕsa po pu p w indo w that displays wh ich
tw o th ings are being link ed and an U nassign button that w ill disconnect the tw o.

MID I Learn mode (to p section)

MID I Learn mode (lo w er tool bar)

Portamento T ime control selected and assigned
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You can also right-click on a control to unassign it.

3.2.10.2. Min / Max v alue sliders

There are also m inim um and maxim um value sliders ("Min" and "Max") that you can use to
restrict the rang e of the parameter response to someth ing other than 0Ð100%. For example
you m ight w ant the master volume slider to mo ve w ith in the rang e of 30Ð90%. I f you made
th is setting (Min set to 0.30 and Max set to 0.90) your physical knob w ould be unab le to
alter the volume low er than 30% or higher than 90%, no matter ho w far you turned it. This
is very useful for making sure you canÕt accidentally mak e the sound too qui et or too loud
when per form ing.

I n the case of sw itches wh ich only hav e tw o positions (on or off), those w ould normally
be assigned to buttons on your controller. But it is possib le to toggle those w ith a fader or
another control if you lik e.

3.2.10.3. Relativ e control o ption

The final option in th is w indo w is a check bo x labelled ÒIs Relativ eÓ.I t is intended for use w ith
a specific ty pe of control: one wh ich sends only a fe w values to indicate the direction and
speed at wh ich a knob is turning, as opposed to sending a full rang e of values in a linear
fash ion (0-127, f or ex ample).

To be specific, a ÒrelativeÓknob w ill send values 61-63 when turned in a negativ e direction
and values 65-67 when turned in a positiv e direction. The turn speed determ ines the
parameter response . Refer to the documentation of your hard w are controller to see if it
has th is capability. I f so, be sure to sw itch th is parameter on when setting up its MID I
assignments.

When configured th is w ay, mo vements of the physical control (usually a knob) w ill chang e
the softw are parameter by starting at its current setting, rather than being an ÒabsoluteÓ
control and snapping it to some other v alue as soon as you start to mo ve it.

This can be a great feature when controlling th ings lik e volume , filter , or effect controls, since
you w onÕtusually w ant them to jump noticeab ly from their current setting when they are
modifi ed.

3.2.10.4. Reserv ed MID I CC numbers

Certain MID I Continuous Controller (MID I CC) numbers are reserv ed and cannot be
reassigned to other controls. These are:

¥ Pitch bend

¥ Modulation wheel (CC #01)

¥ Breath controller (CC #02)

¥ Expression controller (CC #11)

¥ Sustain (CC #64)

¥ All Notes Off (CC #123)

All other MID I CC numbers may be used to control any assignab le parameter in DX7 V .
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3.2.11. MID I controller configuration

ThereÕs a small arro w at the far right hand side of the toolbar that opens the MID I controller
configurations menu. This allo ws you to manag e the different sets of MID I maps you may
hav e set up for controlling the instrumentÕs parameters from MID I hard w are . You can co py
the current MID I assignment setu p or delete it, import a configuration file , or export the
currently activ e one .

This is a quick w ay to set up different hard w are MID I keyboards or controllers w ith DX7 V
w ithout having to build all the assignments from scratch each time you sw ap hard w are .

Note the check mark next to one of the controller names: that indicates that the MiniLab mk
II configuration is currently activ e.
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3.3. The lo w er toolbar

At the left hand side of the low er toolbar you w ill see a readout sho w ing the value or state
of whate ver control you are modifying. I t w ill also display the current value of a parameter
w ithout editing it: just ho ver the cursor over the related control and the value w ill appear as
pictured belo w .

3.3.1. Utility o ptions

At the right hand side of the low er toolbar are several small w indo ws and buttons. These
are v ery important features, so letÕs tak e a closer loo k at them.

3.3.1.1. Velocity

The original DX7 keyboard did not transm it the entire rang e of MID I velocity values (0-127).
I nstead it transm itted a lim ited rang e (16-109), and a lim ited number of values w ith in that
rang e (only 30). Arturia's DX7 V giv es you the choice betw een the full MID I velocity rang e
or the rang e of the original DX7.

Since DX7 V can import banks of original DX7 presets, Arturia w anted to mak e sure you
are ab le to hear those sounds as they w ere originally designed. But again, if you're feeling
adv enturous, w iden the velocity rang e when you audition those presets and see what
happens!

Displaying the current controlÕs v alue

The V elocity R ang e o ptions
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3.3.1.2. Unison

DX7 V allo ws you to specify ho w many voices w ill be used when a note is played. Many
great sounds can be made even better by selecting a Unison value >1and then detuning the
unison v oices.

The to p-panel Poly button toggles DX7 V betw een poly phonic and mono phonic per formance .
The Unison Detune [p.66] parameter is located "under the hood" inside the Adv anced mode
Overvi ew tab [p.50] .

The check mark indicates the currently selected Unison Voices value . I t is possib le to stack
as many as 32 v oices onto a single note .

� !: The Unison Voices value is alw ays activ e in both unison and poly phonic modes. I f the Unison

Detune parameter w ill not be used for a preset, you may prefer the sound when the Unison Voices

value is set to 1. Th is also w ill reduce CP U load.

The U nison V oices menu
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3.3.1.3. Poly

DX7 V allo ws a maxim um poly phony of 32 voices, tw ice the number of the original synth.
A higher voice count is also more CPU-intensiv e, so DX7 V giv es you the option to lim it the
number of v oices it w ill use .

Options include 1-8 voices, 16 voices lik e the original synth, or 32 voices. The check mark
indicates the currently selected P oly phony lim it.

� 2: When the Unison Voices value is set to a number >1,the Poly choices w ill be lim ited automatically

so the o verall poly phony w ill not exceed 32 v oices.

3.3.1.4. MID I Channel setting

This w indo w indicates the current MID I Channel setting. Click on it and it w ill expand to
sho w the full rang e of v alues you can select (A ll, 1-16).

The check mark indicates the currently selected MID I channel number.

3.3.1.5. Panic button

The Panic button can be pressed to reset all MID I signals in the event of stuck notes or other
issues.
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3.3.1.6. CPU meter

The CPU meter is used to monitor ho w m uch of your computerÕs CPU is being used by the
instrument.
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3.4. The P reset bro wser

The preset bro wser is ho w you search, load and manag e sounds in DX7 V. I t has a cou ple
of different vi ews but they all access the same banks of presets.

To access the search view , click the bro wser button (the icon loo ks a bit lik e boo ks on a
library shelf).

3.4.1. Search ing presets

The Search screen has a number of sections. By clicking on the Search fi eld at the to p left
you can quickly enter any search term to filter the preset list by patch name . The Results
column is updated to sho w the results of your search. Press the Clear Filters button in the
Search fi eld to clear the search.

I n the example abo ve the letters "a" and "r" w ere ty ped into the Search fi eld. This selects all
presets that hav e those tw o letters next to eachother in the preset name .

The P reset Bro wser button

Filter by ty ping text in the Search fi eld
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3.4.2. Using tags as a filter

You can also search using different tags. So for example by clicking on the W ood w inds
option in the Ty pes fi eld you can sho w only presets that match that tag. The tag fi elds can be
sho wn or hidden by using the small do wn arro w buttons in their title fi elds. Results columns
can be sorted by clicking the same arro w button in their o wn section.

You can use m ulti ple search fi elds to per form narro w er searches. So by entering a text
search and also specifying the Ty pe, Bank, and Characteristics options you w ill see only the
presets that match those exact criteria. Deselect any tag in any area to remo ve that criteria
and w iden the search w ithout having to go back and start again.
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3.4.3. Tag category w ind ows

The Tag category w indo ws may be collapsed and expanded using the arro ws near their
names.

Tag category w indo ws closed

Characteristics w indo w o pen
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3.4.4. Search R esults w ind ow

Click the options menu button in the first Results column to specify whether you w ant to
view the presets by Featured or by Name . Click the sort arro w to re verse the alphabetical
order.

Sim ilarly, click the options menu button in the second Results column to order its display
results by Ty pe, Sound Designer , or Bank tags. Click the sort arro w to re verse the
alphabetical order.
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3.4.5. The P reset I nf o section

The I nf o column on the right side of the search fi eld sho ws specific inf ormation about each
preset. The inf ormation f or U ser presets may be chang ed here: Name , Ty pe, Fav orite , etc.

Click Edit and then mak e the desired chang es, either by ty ping in one of the fi elds or by
using a pull-do wn menu to chang e the Bank or Ty pe. You can even add ne w Characteristics
by clicking the + sign at the end of that list. Click Sav e when you are done .

� 2: I f you w ant to alter the inf ormation for a Factory preset you m ust first use the Sav e As command

to re-sav e it as a User preset. After th is the I nf o section w ill gain Edit and Delete buttons at the bottom

of the w indo w .

Select a ne w Bank f or the preset Add a ne w Characteristic and C omments
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3.4.6. Preset selection: other methods

The pull-do wn menu to the right of the Search menu pro vides a different w ay to select
presets. The first option in th is menu is called Filter , and it w ill display the presets that fit the
search terms you used in the Search fi eld. So if you searched for the w ord Crystal in the
main search area, the results of that search w ill appear here .

Sim ilarly, if you pre viously selected Ty pe: Keys and Characteristics: Ambi ent in the Search
fi eld you w ould see the results of that search in th is area instead.

Selecting the All Ty pes option in the pull-do wn menu w ill by pass the Search criteria and
sho w the entire list of presets.

The Categori es belo w the line also ignore the Search criteria and display the presets based
on their T y pe: Bass, Brass, K eys, and so on.

Filter results may differ based on Search criteria

Filter results may differ based on Search criteria

�
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Clicking on the name fi eld in the center of the toolbar w ill sho w you a list of all av ailab le
presets. The list w ill also tak e into account any selections you hav e made in the Search fi eld.
So if you hav e pre-selected a Characteristic such as ÒFunk yÓ th is shortcut menu w ill only
sho w you presets that match that tag.

The left and right arro ws in the toolbar cycle up and do wn through the preset list: either the
full list, or the filtered list that resulted from the use of one or more search terms.

Selecting a preset by its T y pe
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3.4.7. Playlists

I n the low er left corner of the Preset Bro wser w indo w is a feature titled Playlists. This is
used to collect presets into different grou ps for different purposes, such as a set list for a
particular per formance or a batch of presets related to a particular studio project.

3.4.7.1. Add a playlist

To create a playlist, click the fi eld at the bottom:

Give the playlist a name and it w ill appear in the Playlists menu. You can rename the playlist
at any time; just click the pencil icon at the end of its ro w .

3.4.7.2. Add a preset

You can use all of the options in the Search w indo w to locate the presets you w ant to hav e in
your playlist. Once you hav e f ound the right preset, click and drag it onto the playlist name .

To vi ew the contents of a playlist, click on the playlist name .

Click and drag from the Search R esults list onto one of the
playlists
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3.4.7.3. Re-order the presets

Presets may be reorganized w ith in a playlist. For example , to mo ve a preset from slot 1 to
slot 3, drag and dro p the preset to the desired location.

This w ill cause the other presets to be bumped up in the list to accommodate the ne w
location of the preset being mo ved.

3.4.7.4. Remo ve a preset

To delete a preset from a playlist, click the x at the end of the preset ro w .

3.4.7.5. Delete a playlist

To delete an entire playlist, click the x at the end of the playlist ro w . This w ill only delete the
playlist; it w ill not delete any of the presets inside the playlist.

Click the X to remo ve a preset from a playlist

Click the X to delete a playlist
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4. FM SYNTHESIS B ASI CS

4.1. FM synthesis: a definition

Frequency Modulation (FM) is a method of synthesis that uses the frequency of one
w av ef orm to modulate the frequency of another. I n FM synthesis, these w av ef orm
generators are called "o perators."

Operators are arrang ed in different relationsh ips to one another; these arrang ements are
kno wn as algorithms. Depending on the algorithm, one or more operators is usually routed
directly to the audio output. For example , w ith algorithm 32 all six of the DX7 V operators are
tied directly to the output.

I n many algorithms there are several operators that are not tied directly to the output, as is
the case w ith algorithm 5 and algorithm 17:

Algorithm 32

Algorithm 5
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The primary operator in th is case is kno wn as the carri er , and the other operators are kno wn
as modulators. When a modulator does not hav e a direct link to the output it is being used
to alter the sound of the carri er.

A seri es of pictures may help to illustrate what the operators are doing. (The follo w ing
graph ics are courtesy of Sch w a's schOP E plug-in, wh ich is av ailab le through Stillw ell Audio .)

Here's the output of a single o perator g enerating a sine w av e:

Here's the output of a sine w av e at doub le the frequency of the first sine w av e:

When both of those sine w av es are tied directly to the output it loo ks lik e th is. This is additiv e
synthesis:

Algorithm 17

One o perator g enerating a sine w av e

One o perator g enerating a sine w av e an octav e h igher
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Here's ho w it loo ks when the higher sine w av e (the modulator) is used to modulate the
frequency of the lo w er sine w av e (the carri er). Th is is FM synthesis:

As you can see , there is a big difference betw een the additiv e and FM synthesis methods!

And someth ing even more fascinating than ho w they loo k is ho w they sound . The 2:1
modulator-to-carri er tuning ratio introduces even-numbered harmonics into the carri er's
sine w av e, and as the level of the modulator is increased from zero a square w av e begins
to be heard. As the tuning of the modulator is raised incrementally through the harmonic
seri es, the square w av e becomes th inner-sounding; th is is because the pulse w idth of the
square w av e has been narro w ed and fe w er harmonics are being g enerated.

More than one modulator can be link ed to a carri er , wh ich allo ws the introduction of even
more complex harmonics into the output of the carri er. The w av eshapes can become very
complex.

4.1.1. Feedback

The graph ics for each algorithm hav e a loo p drawn around one or more operators. This
indicates that there is a feedback loo p attached to that operator or stack of operators. This
is the feedback loo p that is controlled by the front panel F eedback knob .

A feedback loo p is a w ay for an operator to modulate itself , or to pro vide additional
modulation f or an entire stack of o perators.

� 2: Unlik e the original synth, DX7 V pro vides an individual feedback loo p for each operator. These

feedback loo ps are not controlled by the front panel Feedback knob; their levels are set in the Out

w indo w of each o perator.

The simplest ex ample of feedback is A lgorithm 32:

The combined output of both o perators (additiv e
synthesis)

The output of o perator 1 modulated by the output of
operator 2 (FM synthesis)
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I n th is case , operator 6 has a feedback loo p. When the feedback is set to 0 its output is a
normal sine w av e:

W ith maxim um feedback, the operator modulates itself into a rounded sawtooth w av ef orm:

Here's another example . Algorithm 5 has operators 5 and 6 in a single stack, and operator 6
has a feedback loo p:

Algorithm 32

Algorithm 32, o perator 6, zero feedback

Algorithm 32, o perator 6, maxim um feedback
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When both the carri er and modulator are set to the same frequency and level, and the
feedback amount is 0, the output loo ks lik e th is:

How ever, w ith tw o operators under identical conditions and 100% feedback on the
modulator , the output loo ks lik e th is:

These are radically different w av ef orms! And w e hav e sho wn only a fe w examples using
sine w av es. But DX7 V offers 25 different w av ef orms per operator . The combination of those
w av ef orms and the judicious use of feedback prom ises a lim itless number of potential
sounds.

� 2: Feedback loo ps exist in every DX7 V algorithm; some affect only one operator , and some affect

an entire stack of operators. As you experiment w ith feedback, remember that it is possib le to add only

a small amount. A little bit of feedback can mak e a significant difference to the o verall sound.

Algorithm 5

2-o perator stack; modulator feedback = 0%

2-o perator stack; modulator feedback = 100%
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The original DX7 had many other features such as output en velo pes, level scaling w ith break
points, and a pitch en velo pe. Arturia has pro vided all of those features and many more in
DX7 V. These w ill be described in the next fe w chapters.
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5. IN TRODUCTI ON TO AD VANCED MODE

As w ith all of our virtual modeling instruments, w ith DX7 V w e hav e gone to great lengths
to recreate the original sound of the leg endary DX-7. But w e are ne ver content to sto p there!
W e en visioned many ne w and w onder ful features, and then set about bringing them to life .
I n doing so w e hav e m ulti pli ed the capabiliti es of the original instrument tenf old, and hav e
hidden th is ne w monster of a synthesizer under the lid of the original design. To disco ver
them is lik e unco vering a forgotten chamber , one that is piled to the ceiling w ith gold and
other treasures.

5.1. Opening A dv anced mode

There are tw o w ays to access the Adv anced editing mode: either click the to p panel of DX7
V or click the tw o arro ws on the right side of the upper tool bar. Either action w ill open the
DX7 V lid, re vealing all of the original DX-7 parameters and a dazzling array of ne w ones.

To close the lid, use the same procedure you used to open it: either click the upper inside
edg e of the w ooden to p panel, or click the tw o arro ws in the T ool bar.

The A dv anced features button: click to o pen

The A dv anced features button: click to close
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5.2. Adv anced mode: tabs

The Adv anced mode w indo w contains four tabs, each of wh ich contains its own set of
parameters.

Each tab has its o wn chapter , but here's a quick descri ption:

5.2.1. Overvi ew tab

The Overvi ew tab [p.50] contains many parameters from the original DX-7: Operator
Frequency, Envelo pe, Level Scaling, Pitch Bend Rang e, etc. There are also some features
added by Arturia, such as Oscillator W av ef orm, Filters, Pan, Unison Detune , and the output
w av ef orm display.

5.2.2. Envelo pes tab

The Envelo pes tab [p.69] du plicates the en velo pes from the Overvi ew tab , but also displays
the Pitch en velo pe and the tw o Modulation en velo pes. Each en velo pe offers a choice of three
ty pes: DX7, DADSR, and MSEG. The MSEG en velo pes can be loo ped (full-length or partial
sections), and also can synchronized to a master clock.

5.2.3. Mods tab

The Mods tab [p.88] pro vides a po w er ful modulation matrix w ith up to 24 sets of routings.
There are also tw o sub-tabs that access LFO settings, a ste p sequencer , and the modulation
en velo pes from the En velo pes tab .

5.2.4. FX tab

The effects reside on the FX tab [p.107]. This is where the pitch effects such as chorus,
flang er, and phaser are found, plus tw o ty pes of delays and a re verb . There is also a handful
of other useful (and sometimes crazy) FX such as compressor , distortion, and bit-reducer.

The A dv anced mode tabs
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6. ADVANCED MODE: O VERVI EW TAB

6.1. Operator selection w ind ow

The foundations of an FM sound are the relativ e frequenci es and levels of each operator.
This w indo w is where you select each o perator and adjust its frequency and le vel.

Click one of the OP buttons on the left to select an operator for editing. To edit a parameter ,
click w ith in its fi eld and drag it to the desired value . To reset the parameter to its def ault,
doub le-click the parameter fi eld.

6.1.1.Muting an o perator

To m ute or unm ute an operator , right-click its OP button. You w ill see that operator's color
chang e in the A lgorithm w indo w too .

There are a cou ple of th ings to kee p in m ind about th is, because it has a different impact
than disab ling an oscillator [p.54]:

¥ I f an o perator is a carri er , m uting it w ill also m ute its modulators.

¥ I f a modulator is m uted, its carri er w ill still be heard. The effect of the modulator
on the carri er w ill be remo ved.

The o perator selection w indo w
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� 2: The operators are color-coded: OP1 is bright green, OP2 is light blue , etc. This color scheme is

follo w ed throughout DX7 V whene ver individual operator selection is possib le. The same colors are used

in the Algorithm w indo w [p.14].

6.1.2. Multi-edit o perator selection

To select m ulti ple operators for sim ultaneous editing, use [Command/ Control] + click the
desired operators. To select a rang e of operators click the first operator , hold [Shift], and click
the last o perator in the grou p.

When m ulti ple operators are link ed for editing, the first operator you select becomes the
master control for all the chosen operators. But you can still mak e inde pendent edits to all
of the other o perators.

6.1.3. Freq/R atio

Operators may be tuned using one of tw o methods: Frequency Ratio or Fixed Frequency.
The tuning method is selected in the Oscillator w indo w [p.54].

6.1.3.1. Frequency R atio

The Frequency Ratio selection causes the frequency of the operator to follo w the keyboard.
I n other w ords, h igher notes produce h igher frequenci es.

Tw o fi elds are av ailab le: Coarse and Fine . The coarse tuning follo ws the harmonic seri es
w ith in a rang e of 0.25 to the 64th harmonic. 1.00 is the fundamental pitch, so the values
0.25 and 0.50 are considered sub-harmonic.

As w ith the notes on a piano , doub ling the coarse tuning value raises the frequency by an
octav e, and low ering the value by half produces a frequency that is an octav e low er. For
example , a value of 2.00 is an octav e higher than a value of 1.00, and a value of 0.50 is an
octav e lo w er than a v alue of 1.00.

6.1.3.2. Fix ed F requency

The Fixed Frequency selection causes the frequency of the operator to be the same no
matter wh ich note is played on the keyboard. This is useful, for example , when you w ant to
create a mechanical noise that is consistent throughout the rang e of a preset.

Only one fi eld is av ailab le in th is case . The fix ed frequency rang e is 0.37 0 H z to 20 kH z.

6.1.4. Level

Click and drag one of the horizontal sliders to adjust the le vel of an o perator.

� 2: The color intensity of the selected operator w ill increase in the algorithm w indo w as its output

signal increases, and vice-v ersa. Th is can help you identify wh ich o perator is contributing to the sound.
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6.1.5. Copy/paste functions

I f you w ould lik e to hav e tw o operators set to the same frequency and level, there's an easy
w ay to do that.

¥ 1. Click the co py/paste icon on the right side of the o perator w indo w .

¥ 2. Click the do wn arro w icon in the destination o perator's w indo w .

To cancel, click the X in the source o perator's w indo w .

¥ 3. The settings for Frequency and Level w ill be pasted onto the destination
operator , as w ill all the other settings (oscillator , filter , en velo pe, level scaling, and
other output parameters).

Copy/paste , ste p 1

Copy/paste , ste p 2

Copy/paste result
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6.2. Operators vs. Oscillators

Bef ore w e proceed it is important to understand the difference betw een an Operator and an
Oscillator.

¥ An Operator is composed of several parts: an oscillator , an en velo pe generator ,
and a V CA (v oltag e controlled amplifi er; i.e ., its final output stag e).

¥ An Oscillator is a component of an Operator: it defines the most basic
characteristics of the operator such as the w av ef orm and the tuning parameters.

Remembering th is basic fact w ill help in understanding the difference betw een m uting an
operator [p.50] and disab ling an oscillator [p.54].
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6.3. Oscillator w ind ow

The Oscillator w indo w is where the operator w av ef orm is selected. I t also pro vides the first
set of modification parameters for the operator: the tuning settings. There are also four
buttons that enab le and disab le certain features.

6.3.1. Disab ling an oscillator

To disab le an oscillator , click its on/off button.

This has a different impact than m uting the entire operator [p.50] . Disab ling the oscillator of
a carri er w ill still allo w its modulators to be heard at the output. For example , if operators
3-6 are stack ed, as in algorithm 1, and the oscillator of operator 3 is disab led, operators 4-6
w ill still be heard. But no w o perator 4 serv es as the carri er f or o perators 5 and 6.

I nterestingly, you can still use the filter of an operator even when its oscillator is disab led.
So using the same example , if operators 3-6 are stack ed, as in algorithm 1,and the oscillator
of o perator 3 is disab led, o perators 4-6 w ill still be affected by the filter of o perator 3.

The pan position of a carri er w ith a disab led oscillator w ill also be appli ed to the modulators.

The Oscillator w indo w
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6.3.2. Wav e menu

There are 25 w av ef orms av ailab le per operator. The arro ws immediately to the left and right
of the w av ef orm icon w ill select the next w av ef orm.

To select a particular w av ef orm, click on the W av e fi eld to o pen the selection menu:

The lit menu button sho ws the current w av ef orm selection. As the cursor ho vers over each
button its w av ef orm w ill be sho wn in the smaller w indo w . Doub le-click a w av ef orm to select
it, or select a w av ef orm and then the click the X in the upper right side; either action w ill
close the W av ef orm Selector w indo w .

6.3.2.1. I nvert button

The polarity of a w av ef orm may be in verted by clicking the I nvert button.

When the button is lit, the phase of the w av ef orm has been in verted.

6.3.3. Detune

An operator may be detuned from its center pitch w ith th is parameter. Click in the fi eld to
drag the v alue u p and do wn. R ang e: +/- 15

The W av ef orm Selector w indo w

The I nvert button
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6.3.4. Frequency: R atio or F ix ed

The tuning method for an operator is selected in th is w indo w . Click on the button to select
either R atio or F ixed.

The tuning value may be altered here as w ell. Click and drag either fi eld to chang e its value .

I f Fixed is selected, you can doub le-click in the value fi eld and enter a number manually.
This may be the preferred method if you are loo king for a particular frequency; some values
m ight be s ki pped when click/dragging the v alue .

� 2: When a chang e is made in th is w indo w it also w ill be made in the Operator Selection w indo w ,

and vice v ersa.

6.3.5. Osc Sync

An operator can run freely or force its w av ef orm to start from the beginning when it is used
by a ne w v oice .

Click the button to toggle Osc Sync on and off . When th is button is lit, Osc Sync is activ ate
for th is o perator.

6.3.6. Pitch EG

This button determ ines whether the o perator w ill f ollo w the P itch En velo pe or not.

The Pitch en velo pe itself is located on the Envelo pes tab [p.69]. When th is button is lit, the
Pitch en velo pe is activ ated f or the current o perator.

� 2: The Pitch EG button is only av ailab le when the operator tuning mode is set to Ratio [p.56]. The

button w ill be dark ened when the tuning mode is set to Fixed [p.56],

Ratio is selected

The Osc Sync button

The P itch EG button
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6.3.7. Envelo pe

This w indo w displays the output en velo pe f or the current o perator.

The round circles are called "points". They may be click ed and dragg ed to mak e chang es.
For more precise edits, click and drag the appro priate v alue fi eld on the right side .

6.3.7.1. Point

Click and drag th is number to select a specific point in the en velo pe.

6.3.7.2. Time

This fi eld controls the amount of time it tak es for the operator to reach th is point from the
pre vious point. Changing th is value w ill also affect the Time value of the next point in the
en velo pe.

6.3.7.3. Level

This fi eld controls the output level of the operator at th is point. Changing th is value w ill not
affect any v alues of the adj acent points in the en velo pe.

6.3.7.4. Slo pe

Adjusting th is value w ill chang e the shape of the en velo pe betw een the current point and
the next one . A value of 0 slo pe w ill produce a linear stag e; positiv e values w ill result in an
exponential shape , and negativ e v alues w ill result in a logarithm ic shape .

6.3.7.5. The ruler

Envelo pes can be very long: click and drag the ruler to mo ve the en velo pe left and right. This
w ill re veal stag es in the en velo pe that may be currently out of vi ew .

Click the ruler and drag the cursor up and do wn to zoom in and out. A doub le-click on the
ruler w ill rescale the vi ew to include all stag es.

� 2: The ruler is not av ailab le for all en velo pe ty pes [p.72]: it has no markings for DX7-style en velo pes,

but w orks as described abo ve; ho w ever, it is unav ailab le for the DADSR en velo pe ty pe because it is not

needed.

The En velo pe w indo w
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6.3.7.6. Adding/remo ving points

An en velo pe may contain up to 16 points. Click anywhere in the en velo pe fi eld to add another
point. R ight-click a point to remo ve it from the en velo pe.

� 2: Edits to the en velo pe can be made here , but the en velo pe ty pe can only be chang ed on the

Envelo pes tab [p.69].

For more details on editing an en velo pe, see Editing en velo pes [p.72] in the Envelo pes [p.69]
chapter.

6.3.8. Level Scaling: Selecting the curv e style

The output level of an operator can be increased or decreased across the note rang e
using the Level Scaling w indo w . Tw o ty pes of scaling are av ailab le: DX7 style (original) and
Modern style .

To sw itch from one curv e style to another , open the pull-do wn menu:

A check mark indicates the current selection.

� 2: I f an Operator has its output level set to maxim um, a choice of +Exp or +Lin may not seem lik e it is

doing anyth ing because it doesn't hav e anywhere to go: there is no headroom f or an increase in le vel.

The Le vel Scaling curv e style menu
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6.3.9. Level Scaling: DX7 curv es

The green line indicates the current Curv e selection. Edits are made using the value fi elds on
the right side . Click/drag the fi eld to chang e a v alue .

6.3.9.1. Breakpoint

This re presents the MID I note at wh ich the left curv e w ill transition into the right curv e.
Middle C = C3.

6.3.9.2. Curv e

There are tw o curv es: one to the left of the breakpoint and one to the right. Each curv e has
four shape o ptions: +/-Linear and +/- Exponential.

6.3.9.3. Depth

The intensity of the selected curv e is set using th is parameter. The graph ic w ill not chang e
to indicate the strength of the curv e.

The Le vel Scaling w indo w: DX7 curv es
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6.3.10. Level Scaling: M odern curv es

The Modern level scaling curv e can contain up to 32 definab le points, w ith inde pendent slo pe
and le vel adjustments f or each one .

6.3.10.1. Point

Click and drag the number fi eld up and do wn to select the point to be edited. To add another
point, click anywhere in the le vel scaling fi eld. R ight-click a point to remo ve it.

To zoom in and out, drag the ruler in the upper part of the w indo w up and do wn. Drag the
ruler left and right to access points outside the vi ew ing area.

6.3.10.2. Level

The intensity of the selected curv e is set using th is parameter. The graph ic w ill chang e to
indicate the strength of the curv e.

6.3.10.3. Note

This re presents the MID I note at wh ich the selected curv e w ill transition into the next curv e.

6.3.10.4. Slo pe

Each point has an adjustab le slo pe that go verns the shape of the transition into the next
point. P ositiv e v alues are exponential; negativ e v alues are logarithm ic.

An ex ample of a M odern le vel scaling curv e

This is a crazy M odern le vel scale , simply because w e can
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6.4. Filter w ind ow

Each o perator has an inde pendent filter setting. Three resonant filter ty pes are av ailab le.

6.4.1. Filter by pass

To disab le the o perator's filter click its on/off button.

When the button is lit the filter is activ e. When the button is dark, the filter is inactiv e. I ts
imag e w ill become grey and the filter menu w ill not o pen.

The F ilter w indo w
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6.4.2. Filter menu

To select a different filter , click the imag e of the filter curv e.

The filters can also be selected by clicking on the left/right arro ws inside the w indo w .

Three F ilter modes are av ailab le: Lo w-P ass, Band-P ass, and H igh-P ass.

6.4.3. Keyboard f ollo w button

When th is button is lit the filter frequency w ill increase as the MID I note number increases.
Con versely, as the MID I note number decreases, so w ill the filter frequency.

When the button is lit, the filter w ill track the keyboard. When the button is not lit the filter
frequency w ill not track the k eyboard.

The F ilter M ode menu
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6.4.4. Cutoff & R esonance

These tw o knobs w ill control the cutoff frequency of the filter and the filter resonance ,
respectiv ely.

When the Band-P ass filter is selected, the cutoff knob mo ves the center frequency.

Filter cutoff and resonance controls
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6.5. Output w ind ow

The Output w indo w has four controls that affect the output of each operator differently
de pending on whether the o perator is a carri er or a modulator.

6.5.1. Operator F eedback

This knob controls the feedback level for the selected operator; i.e, the amount of self-
modulation an o perator w ill apply to itself . I t is only av ailab le when the oscillator is on.

� 2: The Feedback control in the Output w indo w is inde pendent of the front-panel Feedback knob:

when you turn one the value of the other w ill not chang e. How ever, their effects are cum ulativ e: a little

feedback here plus a little feedback there could equal a lot of feedback.

6.5.2. AM Sensitivity

This knob allo ws you to set the Amplitude Modulation Sensitivity for the selected operator. I t
is av ailab le f or all six o perators, and each can be set to a different v alue .

This parameter is related to the AMD knob on the to p panel, so it is possib le you w on't hear
the AM effect of the selected o perator until the AMD knob is turned u p.

Only f our v alues are av ailab le: 0, 1, 2, and 3.

6.5.3. Velocity Sensitivity

This parameter go verns the v elocity response of the selected o perator.

6.5.4. Pan

Use th is parameter to set the stereo position of the operators. The Pan knob is only av ailab le
when one of the carri ers is selected.
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6.6. Global settings

The f ollo w ing settings affect the entire preset.

6.6.1. Pitch Bend R ang e / Ste p

6.6.1.1. Rang e

The Rang e knob determ ines ho w far the pitch can be bent up or do wn. The maxim um rang e
is +/- 24 sem itones (tw o octav es).

6.6.1.2. Ste p

The Step knob lets you choose whether the pitch w ill bend smooth ly (rang e = 0),
chromatically (rang e = 1), or in larg er interv als (u p to 24 ste ps).

One ste p equals one sem itone , so if the Step value = 4 then the smallest possib le response
to pitch bend activity w ill be 4 sem itones.

6.6.1.3. I nteraction of the R ang e and Ste p parameters

Here's an ex ample of ho w these tw o parameters interact.

¥ Set the R ang e v alue to 18 and the Ste p v alue = 5.

¥ Play a note and mo ve the pitch bend control from maxim um to m inim um.

¥ You should hear the pitch jump (i.e ., ste p) only 3 times in each direction.

¥ The h ighest and lo w est pitches produced w ill be +/- 15 sem itones (5+5+5 = 15).

¥ A 4th ste p w ill not be produced in either direction unless the Rang e value is
increased to 20 (5+5+5+5 = 20).

� 2: When the Rang e value is smaller than the Step value , pitch bend w ill conf orm to the Rang e value .

I n other w ords, if the Rang e value is 10 and the Step value is 24, pitch bend w ill only jump +/- 10

sem itones, not +/- 24 sem itones.

�+-.+%�����,!+���(.�&���������� /�(�! �') !���/!+/%!0�-�� �




6.6.2. Poly phony

W e'll describe the next tw o parameters first because the Portamento Mode section w ill refer
to th is inf ormation.

DX7 V has tw o modes that determ ine whether it is possib le to play a chord on the keyboard
or not: M ono and P oly.

¥ Mono turns DX7 V into a mono phonic synthesizer , wh ich means only one note
may be played at one time .

¥ Poly allo ws DX7 V to play chords.

� 2: Some mono phonic synthesizers are "low-note priority", wh ich means they ignore notes that are

played higher on the keyboard than the current note being held. Other synths are "high-note priority",

wh ich means the opposite: they w ill ignore notes that are played low er on the keyboard than the current

note . DX7 V is "auto-priority" in Mono mode (as w as the original DX7): it w ill respond to notes that are

played on either side of the current note .

The buttons you see in the imag e belo w are link ed to the Poly button on the front panel, so
when one is chang ed the other w ill chang e at the same time .

� 2: Remember , DX7 V w ill ignore any notes beyond the poly phony v alue , as did the original DX7.

6.6.3. Unison Detune

� !: The Unison setting in the low er tool bar m ust be set to a value >1for the Unison Detune feature to

be heard.

The Unison Detune knob w ill detune any voices that are stack ed from one another. For
example , if the Unison value is set to 2, increasing the Unison Detune value w ill tak e the
pitch of one v oice do wn (flat) and tak e the pitch of the other note u p (sharp).

I f the Unison value is set to 3, the m iddle voice w ill split the difference betw een the tw o
detuned notes and stay at the original pitch.

The higher the Unison value becomes, each increase in the Unison Detune value w ill spread
the pitch of the added notes e venly across the detuning rang e.

� 2: The U nison Detune feature w orks f or poly phonic presets, too!
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6.6.4. Portamento M ode

� !: The front-panel Portamento On button m ust be activ e in order for the Portamento feature to be

heard.

This dro p-do wn menu contains tw o portamento modes at any giv en time , but the menu
options w ill chang e de pending on the P oly phony mode .

6.6.4.1. Poly phonic o ptions

The tw o Poly P orta M ode o ptions are R etain and F ollo w .

A check mark indicates the current selection. H ere's a descri ption of each:

¥ Retain: I f you play a note w ith a sustain pedal pressed and then play a second
note , the pitch of the first note w ill stay where it is and the portamento w ill affect
the second note .

¥ Follo w: I f you play a note w ith a sustain pedal pressed and then play a second
note , the first note you played w ill glide to the second note .

6.6.4.2. Mono phonic o ptions

The tw o M ono P orta M ode o ptions are F ing ered and F ull-T ime .

A check mark indicates the current selection. H ere's ho w they behav e:

¥ Fing ered: Portamento w ill only be trigg ered when notes are played in a legato
fash ion. No portamento w ill occur betw een disconnected or staccato notes.

¥ Full-T ime: P ortamento w ill alw ays be activ e.

� 2: When F ing ered is the selected P orta M ode , it is activ e whether the P ortamento button is on or off .
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6.7. Wav ef orm output display

This small w indo w is both beautiful and functional. I t displays a w av ef orm of the combined
output of all operators and voices being played. A single note from a single operator w ill
display a basic w av ef orm, and the visual complexity of the w av ef orm w ill increase as more
operators and/or v oices are added.

6.8. DAC Resolution

The earli est version of the DX-7 used a 12-bit DAC (digital-to-analog con verter) and analog
companding circuitry in its final output stag e. This is very low-resolution audio by today's
standards, but ne vertheless has a certain appeal. So in the interest of recreating the exact
experi ence of owning one of the original DX-7 synthesizers w e hav e included Vintag e and
Modern o ptions f or the final output stag e.

Here's a basic descri ption of the tw o o ptions:

¥ I n Vintag e mode w e em ulate the original 12-bit DAC and analog companding
circuitry, including m ulti plexing noise .

¥ I n Modern mode each v oice has its o wn dedicated 16-bit D AC, so there is no

m ulti plexing noise .

A simple sine w av ef orm

A complex w av ef orm
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7. ADVANCED MODE: ENVEL OPES

7.1. Operator /en velo pe selection

The w indo w on the left side of th is pag e is used to select an operator or one of the dedicated
en velo pes for editing. As w ith the Overvi ew w indo w and the Algorithm w indo w , a right-click
on the OP button w ill m ute or unm ute an operator. You w ill see that operator's color chang e
in the A lgorithm w indo w too .

7.1.1.Operator en velo pes

These en velo pes are the same as those seen on the Overvi ew tab . Use the sliders to control
the output level of the selected operator. An adjustment to the operator output basically acts
as a scaling f actor f or the en velo pe.

From th is w indo w it is possib le to adjust the output levels of the operators one at a time .
How ever, the Multi-edit [p.51] capability of the Overvi ew tab is not av ailab le on the Envelo pes
tab .

Note that on th is tab the en velo pes are color-coded in the center w indo w to match the colors
of the o perators themselv es. The selected en velo pe is outlined brightly.

Operator selection
w indo w , Envelo pes tab

Envelo pes hav e a bright outline when selected
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How ever, as the cursor ho vers over another match ing en velo pe ty pe its shado w w ill be
su perimposed upon the selected en velo pe. The en velo pes pictured belo w are all MSEG
en velo pes [p.76]:

The ho vering technique can be used to compare the shape of the selected en velo pe to that
of other en velo pes.

� 2: When selecting or ho vering over an en velo pe, only match ing en velo pe ty pes w ill be visib le in the

center w indo w sim ultaneously. I n other w ords, DX7 en velo pes w ill be visib le w ith DX7 en velo pes, DADSR

w ith D ADSR, and MSEG w ith MSEG.

7.1.2. Pitch / M od en velo pe selection

The three en velo pes on the bottom of the selection w indo w are global en velo pes, wh ich
means they are av ailab le on other editing tabs. But the Envelo pes tab is where the most
detailed editing occurs.

Click on the name fi eld to select one of the global en velo pes f or editing.

Hover o ver an en velo pe to see its shape

The global en velo pes
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7.1.3. Copy/paste en velo pe settings

To du plicate the en velo pe settings, click the co py/ paste icon of the source en velo pe and
paste it to the destination en velo pe as described in the pre vious chapter [p.52].

�+-.+%�����,!+���(.�&���������� /�(�! �') !���(/!&)*!, ��



7.2. Editing en velo pes

The larg est portion of the Envelo pes tab w indo w is dedicated to editing the en velo pes
themselv es. There are many o ptions!

7.2.1. Select the en velo pe ty pe

There's a pull-do wn menu wh ich can be used to select one of the three en velo pe ty pes: DX7,
DADSR, or MSEG.

Each ty pe has its o wn capabiliti es:

¥ DX7: The original en velo pe, w ith f our sets of R ates and Le vels

¥ DADSR: A 6-stag e en velo pe (Delay, Attack, P eak, Decay, Sustain, R elease)

¥ MSEG: A m ulti-segment en velo pe w ith up to 16 points, adjustab le slo pes, and
templates, plus loo ping and synchronization features

Each operator and each of the three global en velo pes can use any one of the three en velo pe
ty pes.

The EG M ode menu

�� �+-.+%�����,!+���(.�&���������� /�(�! �') !���(/!&)*!,



7.2.2. Envelo pe ty pes: C ommon features

No matter wh ich en velo pe ty pe has been selected, these tw o features are alw ays av ailab le.

7.2.2.1. Keyboard R ate Scaling

This parameter affects the overall duration of the en velo pe. When the value is abo ve zero
the en velo pe duration w ill decrease as higher notes are played. The higher the value of th is
number , the greater the difference w ill be betw een the lo w er notes and the h igher notes.

The maxim um value is 7, w ith a value of 0 having no effect. Doub le-click the fi eld to reset to
0.

� 2: The Keyboard R ate Scaling parameter has no effect on a synced MSEG en velo pe.

7.2.2.2. Rate M ulti pli er

The Rate Multi pli er can be used to speed up or slo w do wn the entire en velo pe. A value of
1.000 has no effect, wh ile values low er than 1.000 slo w do wn the en velo pe and values
higher than 1.000 w ill speed u p the en velo pe.

The m inim um value is 0.100, or ten times slo w er. The maxim um value is 10.0, or ten times
faster. Doub le-click the fi eld to reset the v alue to 1.000.

� 2: Few er values are av ailab le for the Rate Multi pli er parameter when an MSEG en velo pe is synced.

These are rhythm ic m ulti ples of the tempo: 0.125, 0.25, 0.5, 0.7 5, 1, 2, 4, and 8.

7.2.2.3. Zoom and Drag

As described w ith the Envelo pe and Level Scaling w indo ws on the Overvi ew tab , it is possib le
to zoom in/ out and mo ve left/ right on long er en velo pes [p.57]. The exce ption is the DADSR
en velo pe ty pe, wh ich fits inside the w indo w completely.

Each en velo pe ty pe has these features
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7.3. DX7 en velo pes

The original DX-7 had en velo pes that w ere unusual when introduced to the w orld. I n
retrospect they are quite simple , having only four points. But they pro ved to be surprisingly
flexib le, especially considering that each operator had an inde pendent output level en velo pe.

Each of the four points has a value for Level and Rate . Values may be chang ed in one of tw o
w ays:

¥ Click a point and drag it to the desired v alue .

¥ Click a v alue fi eld and drag it u p/do wn to the desired v alue .

Doub le-click the fi eld to restore a parameter to its def ault v alue .

� 2: Inverted en velo pes are easy to mak e. Simply drag Le vel 4 to a h igher v alue than Le vel 1.

The DX7 en velo pe
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7.4. DADSR en velo pes

The DADSR en velo pe pro vides another simple sound-shaping tool. I t is common on analog
synthesizers.

Here's what each component of the DADSR en velo pe does, as listed from to p to bottom on
the right side:

¥ D = Delay the attack stag e of the en velo pe for up to 30 seconds from the moment
the note is trigg ered.

¥ A = Attack time . This is the amount of time it tak es for the en velo pe to reach the
Peak le vel.

¥ P = Peak le vel. Hundreds of v alues betw een 0 and 1.000 are av ailab le.

¥ D = Decay time . This is the amount of time it tak es for the en velo pe to reach the
Sustain le vel.

¥ S = Sustain level. Hundreds of values betw een 0 and 1.000 are av ailab le. S can
be h igher than P .

¥ R = Release time . This is ho w long it w ill tak e for the en velo pe to decay to 0 after
the note is released.

As w ith the DX7 en velo pe, parameter v alues may be chang ed in one of tw o w ays:

¥ Click a point and drag it to the desired v alue .

¥ Click a v alue fi eld and drag it u p/do wn to the desired v alue .

Doub le-click the fi eld to restore a parameter to its def ault v alue .

The D ADSR en velo pe
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7.5. MSEG en velo pes

The MSEG (Multi-segment) en velo pes are the most flexib le en velo pes of all. They can contain
up to 16 points, w ith inde pendent time , level, and slo pe values for each stag e. They also can
be loo ped and synchronized to a master clock.

7.5.1. Templates

A quick w ay to learn about the po w er of the MSEG en velo pe ty pe is to experiment w ith the
preset MSEG templates included w ith DX7 V. These presets are also great starting points for
creating your o wn presets.

Templates are located inside the Envelo pes tab , at the to p of the inner w indo w . Tw o sets
of templates are av ailab le: one for unsynced en velo pes, and one for synced en velo pes.
(Synced en velo pes are explained here [p.84].)

Click the left/right arro ws to scroll through the o ptions.

7.5.1.1. Unsynced MSEG templates

There are eight templates av ailab le when the MSEG en velo pes are not synced:

These pro vide basic en velo pe shapes as w ell as some other useful shapes that w ould tak e
long er to create .

MSEG template selection arro ws

Unsynced MSEG templates 1-4

Unsynced MSEG templates 5-8
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7.5.1.2. Synced MSEG templates

There are seven templates av ailab le when the MSEG en velo pes are synced. Click the Sync
button to re veal the preset o ptions:

These en velo pes could be used as part of a rhythm track. They also are great starting points
for your o wn rhythm ic explorations.

� 2: The synced MSEG templates are fully adjustab le, but the tim ing of any relocated points w ill be

forced to a location w ith in the grid resolution.

Synced MSEG templates 1-4

MSEG templates 5-7
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7.5.2. Edit the en velo pe

The round circles are called "points". They may be click ed and dragg ed to mak e chang es.
For more precise edits, click and drag the appro priate v alue fi eld on the right side .

7.5.2.1. Points

Click a point to select it, or click the Point number fi eld and drag it up and do wn to select the
point to be edited. To add another point, click anywhere in the en velo pe fi eld. Up to 16 points
are possib le.

Right-click a point to remo ve it. I f you doub le-click a point, it w ill become the Sustain point.

To zoom in and out, drag the ruler in the upper part of the w indo w up and do wn. Drag the
ruler left and right to access points outside the vi ew ing area.

7.5.2.2. Adjust the T ime

This sets the length of time it w ill tak e to reach th is point from the pre vious point in the
en velo pe. Changing th is value w ill also affect the length of time it w ill tak e to reach the next
point in the en velo pe from the current point.

� 2: A synced en velo pe only allo ws choices that f all w ith in the grid resolution.

When mo ving an MSEG point, or changing the value in the Time fi eld on the right, the
position of other points is not altered.

How ever, if you press the sh ift button on your computer keyboard and click the desired point
in the editing w indo w , you w ill be ab le to offset the position of all the points that are located
to the right of the point being modifi ed.

� 2: The sh ift + click adjustment technique w orks only in the editing w indo w . I t is not allo w ed in the

Time fi eld w indo w on the right side .

Doub le-click the numeric T ime fi eld to reset it to the def ault v alue .

7.5.2.3. Levels

The relativ e strength of the selected point is set using th is parameter. The graph ic w ill
chang e as the le vel is mo ved.

Doub le-click the numeric Le vel fi eld to reset it to the def ault v alue .
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7.5.2.4. Slo pes

Each point has an adjustab le slo pe that go verns the shape of the transition into the next
point. P ositiv e v alues are exponential; negativ e v alues are logarithm ic.

Click and drag the small arro ws to chang e the slo pe:

Doub le-click the numeric Slo pe fi eld to reset it to a linear slo pe.

The slo pe adjustment arro ws
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7.5.2.5. Bipolar (P itch and M od en velo pes only)

The Bipolar button sets a center point for an en velo pe. Values abo ve that point are positiv e,
and v alues belo w that point are negativ e.

For ex ample , here's a P itch en velo pe wh ich is not bi polar:

The level of each point in a non-bi polar en velo pe w ill alw ays be a value betw een 0.00 and
1.00.

I n contrast, here is the same P itch en velo pe w ith the Bi polar button pressed:

Now the same Pitch en velo pe has points that are both abo ve and belo w the center point.
Values can be anywhere from -1.00 to +1.00.

� 2: The Bi polar button is not av ailab le f or o perator en velo pes.

A non-bi polar pitch en velo pe

A bi polar pitch en velo pe
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7.5.3. Segment C ounts

This bo x displays the total number of points w ith in an MSEG en velo pe.
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7.5.4. Loo ping en velo pes

� 2: Loo ping en velo pes are only av ailab le f or MSEG en velo pes.

An en velo pe can be loo ped betw een any tw o points. When the Loo p button is pressed the
Sustain point of the non-loo ping en velo pe w ill become the end point of the loo p. I f the end
point of the loo p is mo ved, it w ill become the ne w Sustain point after Loo p is disab led.

� 2: Points outside the loo p w ill not be reached until after the note is released.

A non-loo ping en velo pe, sustain point indicated

A loo ping en velo pe. The start and end points hav e
mo vab le flags.
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Click the Loo p button, press a key, and then w atch the progress indicator. The en velo pe w ill
start from the beginning, progress to the end point of the loo p, return to the start point of the
loo p, and re peat that cycle until the key is lifted. After th is the en velo pe w ill continue beyond
the sustain stag e and through the release stag e.

The start and end points of the loo p may be chang ed by mo ving the flags or by clicking the
value fi eld and dragging it u p or do wn.

I n the abo ve picture the en velo pe w ill start at point 1, progress to point 5 (the second flag),
return to point 3 (the first flag), and then loo p betw een points 3 and 5 until the key is
released.

� 2: I t is not possib le to use the same point for both the start and end points of a loo ping en velo pe. I t

is also not possib le to place the start point beyond the end point.

The loo p start point has been mo ved.
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7.5.5. Sync

� 2: The Sync button is only av ailab le f or MSEG en velo pes.

When the Sync button is click ed se veral chang es happen to the en velo pe editing w indo w:

¥ The time ruler sho ws tempo divisions instead of durations.

¥ A grid appears in the en velo pe editing area.

¥ A different en velo pe w ill appear. The unsynced en velo pe parameters are
preserv ed, but h idden.

This is what you w ill see the first time the Sync button is pressed. W e hav e mas ked the
parameters w e w ill not discuss in th is section:

The def ault en velo pe w ill become very interesting when more points are added! The same
procedures are used to add points [p.78] and adjust their times [p.78], levels [p.78], and slo pes
[p.79] as w ere used w ith the other en velo pe ty pes.

How ever, a synced en velo pe is different in one w ay: the placement of ne w points is affected
by the G rid Length and R esolution settings.

7.5.5.1. Grid Length

The Grid Length determ ines ho w m uch of the synced en velo pe is activ e. The easi est w ay to
see what th is parameter does is to grab the time ruler and zoom out until an entire measure
of 4/4 time is visib le, lik e so:

The shaded area on the left is the grid length, and the unshaded area is not activ e.

The def ault sync en velo pe

The def ault sync en velo pe after zoom ing out
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Next, grab the G rid Length v alue fi eld and mo ve the number to 32.

The shaded area has been extended to include an entire measure of 4/ 4 time . This has
become the activ e Grid area.

Additional points may be placed anywhere inside the activ e Grid area. The ne w points
pictured belo w w ill not be reached until after the note is released, though, because they
w ere placed after the Sustain Le vel point (the circled 'S').

� 2: I t is possib le to place ne w points outside the activ e Grid area, but they w ill hav e no effect unless

the G rid Length includes them.

The Grid Length value can be as low as 4 and as high as 128. But only certain values are
av ailab le, de pending on the R esolution setting.

The G rid Length at 32

Four ne w points w ith in the activ e Grid area

�+-.+%�����,!+���(.�&���������� /�(�! �') !���(/!&)*!, 





7.5.5.2. Resolution

Each stag e of a synced en velo pe corresponds to a rhythm ic value . I f you are using DX7 V as
a plug-in, these values are deriv ed from the master tempo of your DAW . What the Resolution
parameter does is determ ine where points can be placed w ith in the editing w indo w .

For example , if the Resolution is set to 1/32, there are 32 locations in the space of one quarter
note where a ne w point can be added. But if the Resolution is set to 1/8, there are only 2
locations w ith in a quarter note where a ne w point can be added.

Once a point has been added it can be dragg ed to any one of the 32 locations w ith in a
quarter note . The Resolution parameter merely mak es it easi er to add a note exactly where
you w ant it w ith in the rhythm.

� 2: Changing the resolution does not affect the tim ing of the current en velo pe. I t only affects where

ne w points can be added.

Here's an ex ample . Starting w ith the def ault sync en velo pe, chang e the R esolution to 1/4.

Notice that the time ruler and the editing w indo w no w hav e only one division in the m iddle ,
at the second quarter note .

Now click a spot in the editing w indo w , rough ly abo ve the dark ened Loo p button, as if you
w ere trying to add an eighth note prior to beat 1.2. Since the resolution has been set to 1/4
note , DX7 V w ill place the ne w point at either the do wnbeat (1) or at the next quarter note
(1.2). You m ight see someth ing lik e th is:

Start again w ith the def ault sync en velo pe, but th is time chang e the Resolution to 1/8 bef ore
adding a ne w point.

The R esolution is set to 1/4.

An added point w ill be quantized to the nearest quarter
note when the R esolution is 1/4.
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Now add a point at the same location. Since the Resolution is higher , the results should be
more lik e th is:

Now you are ab le to add more points and quickly construct someth ing lik e th is:

Click the Loo p button and hold a note . You'll hear the synced en velo pe speed up and slo w
do wn wh ile you chang e the tempo of your D AW .

� 2: Remember to try the synced en velo pe templates w e hav e pro vided! When selected the Loo p

button is enab led automatically, so you w ill hear some cool rhythm ic effects immediately.

The R esolution is no w 1/8.

An added point w ill be quantized to the nearest eighth
note when the R esolution is 1/8.

A m ulti-point, synced en velo pe w ith Loo p enab led
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8. ADVANCED MODE: MODS

The Overvi ew and Envelo pes tabs contain parameters that w ere mostly present in the
original DX fam ily of synthesizers. But the Mods tab is loaded w ith features and conce pts
that w ere only found in the most massiv e modular analog synthesizers of the day. These
include a modulation matrix that riv als the most extensiv e patch bays ever built, high ly
configurab le LFOs, and a ste p sequencer that puts the '7 0s to shame .

The Mods tab is the per fect combination of po w er and possibility, and yet it is very simple
to use .

8.1. Modulation matrix

A modulation matrix is basically a softw are "patch bay" that allo ws you to route one or more
sources to one or more destinations. DX7 V offers 24 sets of modulation routings on three
different tabs, w ith 8 mod routings av ailab le per tab .

Each of the 24 mod routings allo ws up to 8 different sources to be routed to a single
destination, or as many as 8 destinations to be modulated by a giv en source .

The mod sources are listed along the left side of the mod matrix:

The M ods tab

The mod grou p tabs: 1-8, 9-16, and 17-24
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The mod destinations are listed along the to p of the mod matrix:

The screen shots merely sho w examples of potential sources and destinations. There are
many possibiliti es f or each.

8.1.1.Mod sources

Click on one of the mod sources along the left side of the mod matrix and a selection
w indo w w ill o pen.

Mod
sources

are listed
vertically

Mod destinations are listed horizontally
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The current selection is high lighted. As the cursor ho vers over a selection it w ill be slightly
illum inated also , lik e the Macro button pictured abo ve. Mak e a selection or click an X and the
w indo w w ill close .

The bottom ro w of buttons contain additional selections that w ill mak e the mod routing
more specific.

I n the example abo ve a particular operator m ust be selected to complete the mod source
selection. The same th ing is true for the OP KEYBOARD SCALING button and for the MACRO
button: you m ust select an operator or one of the four Macros in order to complete the mod
source selection.

Once the mod routing is complete , click and hold the square in the matrix that re presents the
connection betw een the tw o routings. As you drag the cursor up and do wn the mod routing
value w ill be adjusted.

I n the ex ample belo w , the Macro 2 slider is controlling three different destinations.

The mod source selection menu

Selecting the output le vel of an o perator as a mod source

Adjusting the modulation amount
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I n th is example , as the Macro 2 slider is mo ved upw ard operators 1 and 4 w ill be sent in
opposite directions in the stereo fi eld. This is because one mod routing is positiv e and the
other negativ e. At the same time the slider w ill increase the speed of LFO2.

A source can be routed to m ulti ple destinations
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8.1.2. Mod destinations

Click on one of the mod destinations along the to p of the mod matrix and a selection
w indo w w ill o pen.

The current selection is high lighted. As the cursor ho vers over a selection it w ill be slightly
illum inated also , lik e the Resonance button pictured abo ve. Mak e a selection or click the X
and the w indo w w ill close .

The bottom ro w of buttons contain additional selections that w ill mak e the mod routing
more specific.

I n the example abo ve a particular parameter of LFO2 m ust be selected to complete the mod
source selection. The same th ing is true for the Operator buttons, and for the Sequencer
button: you m ust select a specific operator parameter or one of the three Sequencer
destinations in order to complete the mod destination selection.

When selecting an Operator as a destination there may be tw o additional levels of
specificity needed:

The mod destination selection menu

Selecting an LFO2 parameter as a mod destination
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Some Operator parameters such as the Filter Cutoff do not hav e additional parameters that
m ust be selected, so when you select them the menu w ill close .

� 2: MSEG envelo pe points are not av ailab le as sources or destinations in the mod matrix.

Once the mod routing is complete , click and hold the square in the matrix that re presents the
connection betw een the tw o routings. As you drag the cursor up and do wn the mod routing
value w ill be adjusted.

I n the ex ample belo w , the speed of LFO 1 is being controlled by three different sources.

Selecting the D ADSR en velo pe attack f or O perator 2 as a
mod destination

Adjusting the modulation
amount
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I n th is example the modulation wheel w ill decrease the speed of LFO 1 and keyboard
aftertouch w ill increase its speed. Mod Envelo pe 2 w ill cause the speed of LFO 1 to rise and
fall slightly as it f ollo ws the shape of the en velo pe.

A destination can be
modulated by m ulti ple

sources
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8.1.3. Multi ple sources/destinations: k eeping track

The mod matrix is a grid that indicates the connections betw een the sources and the
destinations; i.e., it sho ws what the sources are modulating, and also displays wh ich
destinations are being modulated by certain sources.

I t can be confusing at first glance to figure out what is connected to what, though. I t may be
helpful at first to follo w the path starting w ith the source , using one hand to trace from left
to right, and using the other hand to trace from to p to bottom, until the tw o hands connect
in the m iddle of the grid.

This diagram may also be helpful:

I n the pre vious picture the Mod Wheel is controlling the Arpeggiator Rate , Velocity is
affecting the w et/dry balance of FX 1, and LFO 1 is modulating the speed of LFO 2.

Mod routing connection diagram

�+-.+%�����,!+���(.�&���������� /�(�! �') !���) , �




8.2. LFOs

The LFOs and the Sequencer share a tab , but w e'll co ver them se parately.

The parameters for LFO 1 and LFO 2 are identical, so the descri ption of each parameter
appli es equally to both LFOs.

8.2.1. Wav e

The LFO w av ef orm may be selected by clicking on the w av ef orm graph ic and making a
selection from the menu.

Alternately, you can use the arro ws on either side of the w av ef orm graph ic to select the next
w av ef orm. A check mark indicates the current selection.

The LFO vi ew

The LFO w av ef orm menu
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8.2.2. Speed / T empo Sync

Click and drag the S peed control to increase or decrease the LFO speed.

When the button is lit, Tempo Sync is activ e. I n th is case the LFO speed selections w ill be
m ulti ples of the current tempo of your D AW .

8.2.3. LFO Delay

Click and drag the Delay control to introduce a gradual f ade-in of the LFO le vel.

8.2.4. Key Sync

When the Key Sync button is lit, the phase of an LFO w ill be reset to the beginning when a
ne w note is played. When it is not lit the LFO for each note that is played w ill rise and fall
inde pendently.

LFO speed and T empo Sync controls

LFO Delay and K ey Sync controls
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8.3. Sequencer

DX7 V pro vides a ste p sequencer for use as a modulation source . I t can be routed through
the modulation matrix to any av ailab le destination, such as the frequency of an operator ,
the filter resonance of another , even one of the sequencer's o wn parameters.

Up to 8 destinations at one time are possib le per routing. The possibiliti es are endless!

� !: The sequencer m ust be routed through the modulation matrix in order to be heard.

8.3.1. Sequencer on / off button

To enab le or disab le the sequencer , toggle the button on the right side of the sequencer area.

When the button is lit, the sequencer is activ e.

Route the sequencer through the modulation matrix

The sequencer on/off button
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8.3.2. Sync button

When the Sync button is lit the sequencer tempo w ill follo w that of your DAW . This selection
lim its the Ste p Length choices so that only rhythm ic subdivisions may be selected.

There's a w ide vari ety of Step Length settings when the sequencer is synced: they rang e
from 1/32 notes to 8/1 (eight whole notes).

When the Sync button is not lit the sequencer tempo is determ ined by the Step Length
setting, wh ich is measured in m illiseconds.

There's a hug e rang e av ailab le when the sequencer is not synced too: Step Length values
rang e from 10 msec to 10 seconds. The space betw een the values increases as the value is
increased, w ith initial v alues 1 msec apart and the larg est v alues being 60-7 0 msec apart.

8.3.3. Free R un

When the Free Run button is not lit the sequencer w ill reset every time a ne w note is played.

When the Free Run button is lit the sequencer w ill run freely, and ne w notes w ill be affected
by the v alues of the current sequencer ste p.

Sequencer sync affects Ste p Length o ptions

Unsynced sequencer Ste p Length o ptions are units of time
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8.3.4. Rand om ize

� !: Clicking the Random ize button w ill chang e all sequencer ste ps to a ne w value . I f you w ant to be

ab le to recall the w ork you hav e done , sav e the preset first.

I f you're feeling adv enturous and hav e noth ing to lose , click the Random ize button. Every
ste p in the sequence w ill be set to a ne w value . You can then adjust individual ste p values
[p.100] as described belo w .

The Random ize button w ill not chang e any of the other sequencer settings (Sync, Free Run,
Direction, etc.). Only the ste p v alues w ill be chang ed.

� 2: The Random ize function places values in all 32 ste ps. I f the Steps value is set to a low er number

than that, these v alues w ill not be reached.

8.3.5. Clear all ste ps

This button w ill reset the values of all sequencer ste ps to the zero line . I t w ill not chang e any
of the other sequencer settings (Ste p count, Step Length, etc.). Only the ste p values w ill be
affected.

8.3.6. Ste ps

The Steps parameter determ ines the number of activ e ste ps in the sequence . Sequences
can be anywhere from 2 to 32 ste ps long.

I f the Step Count is made shorter , pre viously activ e ste ps w ill be dark ened some what, but
their values w ill be retained. That w ay you can preserv e a long er sequence for later use ,
or even access them at w ill by selecting the Step Count as a destination in the mod matrix
[p.106] .

The R andom ize button

The number of ste ps in the current sequence
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8.3.7. Ste p Length

The setting of the Sync button determ ines wh ich values are av ailab le in the Step Length
w indo w .

8.3.7.1. Synced: note v alue sub-divisions

This selection lim its the Step Length choices so that only rhythm ic subdivisions may be
selected.

There's a w ide vari ety of Step Length settings when the sequencer is synced: they rang e
from 1/32 notes to 8/1 (eight whole notes). Many tri plet v alues are av ailab le, too .

8.3.7.2. Unsynced: msec to seconds

When the Sync button is not lit the tim ing betw een the sequencer ste ps is determ ined by
the Ste p Length setting, wh ich is measured in seconds.

There's a hug e rang e of av ailab le values when the sequencer is not synced: from 0.010
to 10.00 seconds. The space betw een the values increases as the value is increased, w ith
initial v alues 1 msec apart and the larg est v alues being 60-7 0 msec apart.
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8.3.8. Direction buttons

These four buttons mak e a significant contribution to the behavior of the sequencer , as they
determ ine the order in wh ich the ste ps w ill be played.

� 2: Only one direction button may be selected at a time (all are lit abo ve to mak e them more visib le).

From left to right, they are:

¥ Forw ard

¥ Reverse

¥ Alternate (f orw ard and then backw ard)

¥ Random

When a direction button is selected it w ill become lit.

Changing the playback direction can be a great w ay to disco ver m usic you didn't kno w
you'd written!

The playback direction buttons
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8.3.9. Editing the ste ps

The values of ste ps can be altered individually or as a grou p using the tools on the left side
of the sequencer editing area.

� 2: Only one editing method may be used at a time . (All are lit abo ve to mak e them more visib le.)

From to p to bottom, these three buttons are kno wn as the Pencil, Line , and Eraser tools,
respectiv ely.

� 2: Use the lo w er tool bar to observ e the sequencer ste p v alues as they are chang ed.

8.3.9.1. Pencil

The P encil tool may be used in tw o different w ays:

¥ To edit individual ste ps, click anywhere w ith in the vertical space occu pied by that
ste p

¥ To edit many ste ps quickly, drag the cursor across those ste ps and draw the
desired outline .

For ex ample , the P encil tool is useful f or turning a curv ed line into a sequence .

The ste p editing tools
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After draw ing a curv e rapidly, you can click on individual ste ps to adjust their levels. Right-
click on a ste p and it w ill be reset to zero .

8.3.9.2. Line

The Line tool can be used to create gradual chang es in successiv e ste ps. For ex ample ,

¥ Draw a gradual f ade-in from the zero line

¥ Draw a long f ade-out to the zero line

¥ Draw across the zero line f or positiv e and negativ e v alues

You can also create a "V" shape lik e th is:

To mak e a sim ilar shape , f ollo w these ste ps:

¥ Click and hold the first ste p

¥ Draw do wn w ard across the desired number of ste ps

¥ Release the cursor

¥ Click on a different ste p

¥ Draw u pw ard across the desired number of ste ps

After draw ing a line you can click on individual ste ps to adjust their le vels.

� 2: As long as you continue to hold the last ste p, the values of m ulti ple ste ps can be raised or low ered

at the same time .

A "curv ed line" sequence drawn by the P encil tool

Draw m ulti ple lines to mak e other shapes
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8.3.9.3. Eraser

To reset the value of an individual ste p, select the Eraser tool and click anywhere w ith in the
vertical space occu pied by that ste p.

8.3.10. Ramp / G ate

The R amp and G ate checkbo xes affect the transitions betw een the ste ps in the sequence .

The bo xes may be toggled individually. I t's also possib le to click and drag across the Ramp
ro w or the G ate ro w to enab le or disab le se veral bo xes at one time .

8.3.10.1. Ramp

Sometimes also kno wn as "slew", the Ramp feature adjusts the value gradually betw een
ste ps instead of allo w ing the values to jump suddenly. I f a Ramp bo x has been enab led for
ste p X, the ramp effect w ill happen betw een ste p X-1 and ste p X.

So in the example pictured abo ve, the value w ill be adjusted gradually betw een ste ps 1 and
2, and again betw een ste ps 4 and 5, and once more betw een ste ps 6 and 7.

8.3.10.2. Gate

I f the Gate bo x has been enab led for a giv en ste p, the en velo pes of all operators w ill be
retrigg ered when th is ste p is entered.

The Gate feature w ill also reset the phase of an oscillator if the Osc Sync [p.56] parameter is
enab led f or that oscillator.

The R amp and G ate features
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8.3.11. The Sequencer as a M od Destination

There are three destinations in the modulation matrix that affect the ste p sequencer.

� 2: Only one sequencer destination may be selected at a time per mod routing. (All are lit abo ve to

mak e them more visib le.)

8.3.11.1.Ste p Count

When selected as a destination, the in put source can modify the number of activ e ste ps in a
sequence . For example , if the sequence length is currently 16 ste ps, it could be shortened to
12 ste ps or lengthened to 30 ste ps de pending on the amount of modulation appli ed to th is
parameter.

8.3.11.2. Ste p Length (F ull R ang e/No T ri plets)

Both of the Step Length options w ill w ork whether the Sync button has been pressed or not.
The difference is that there w ill be a sudden jump betw een values when the sequencer is
synced to your DAW , because the response is lim ited to rhythm ic subdivisions of the tempo .
When the sequencer is not synced the ste p length w ill be adjusted gradually.

When synced, the Step Length (Full Rang e) option w ill sw ee p through all of the rhythm ic
options, including the tri plet subdivisions.

I f you w ould lik e to lim it the modulation response to exclude the tri plet subdivisions, select
the Ste p Length (No T ri plets) o ption as the destination instead.

The sequencer destinations
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9. ADVANCED MODE: EFFECTS

DX7 V pro vides up to four sim ultaneous effects, including pitch and distortion effects, delays,
equalizer , filters, and re verb . To start using or editing the effects, click the FX tab in Adv anced
mode .

The effects are arrang ed in a 2x2 block, and the effects may be run in seri es or in parallel
chains w ith 2 effects each.

9.1. FX signal flo w

There are tw o small buttons on the upper left side of the FX w indo w that toggle the effects
betw een seri es mode or parallel mode .

Any of the effects modules can be placed anywhere in the signal path, and the same effect
can be used more than once if desired.

9.1.1.Seri es

When the FX are routed in seri es the audio signal runs counter-clockw ise , lik e th is: to p left ->
bottom left -> bottom right -> to p right.

I n the picture abo ve the audio is routed through an analog chorus, then through a
parametric EQ, through an o verdriv e unit, and finally into a delay.

� 2: I t may be necessary to adjust the W et/ Dry balance of an effect in order to hear it or the original

signal all the w ay through the FX signal path.

The FX tab

The FX routing buttons: seri es mode selected

Signal flo w of the FX chain in seri es mode
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9.1.2. Parallel

When the FX are routed in parallel the audio signal is split into tw o halv es: one runs left to
right in the to p ro w , and the other runs left to right in the to p ro w .

I n the picture abo ve the audio signal is routed through an analog chorus, through a
delay, and directly to the output. An identical co py of the audio is being routed through a
parametric EQ, through an o verdriv e unit, and directly to the output.

The tw o paths hav e separate m ix controls (Mix 1, Mix 2) wh ich function as level controls for
the effect returns.

� 2: The Mix 1 and Mix 2 controls are only av ailab le when the FX are routed in parallel. 2: I t may be

necessary to adjust the W et/ Dry balance of an effect or the Mix knob of a chain in order to hear the

effects or the original signal.

9.1.3. Enab ling / disab ling an effect

To enab le or disab le an effect, toggle the on/ off button to the right of the effect name . This
is sometimes referred to as a "by pass" sw itch.

Audio w ill still pass through the disab led effect to the next effect or the m ix output, but the
effect itself w ill not affect the audio signal.

Signal flo w of the FX chain in parallel mode

The FX on/off button
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9.2. Selecting an effect

To select an effect, click the name fi eld immediately abo ve the desired FX slot. A menu w ill
appear from wh ich you may choose the effect you w ant.

A check mark indicates the current selection. After an effect is selected the menu w ill close
automatically.

To remo ve an effect from the signal path, either disab le it w ith its on/ off button or select
Empty f or that FX slot.

The FX selection menu

�+-.+%�����,!+���(.�&���������� /�(�! �') !���" "!�-, ���



9.3. Editing the effects

Each effect has its o wn parameters, wh ich w ill be described in the f ollo w ing sections.

2: When you chang e an effect control the numerical value for the parameter is displayed in
the lo w er tool bar on the left side of the application w indo w .

9.3.1. Phaser

Phase sh ifting is a sw ee ping effect that w as first po pularized in the 1960s. I t adds motion
and a sw irling character to the sound. I t w orks by splitting the incom ing signal, changing
the phase of one side , and recombining it w ith the unaffected signal. This creates a notch-
comb filter wh ich can be sw ept through the frequency spectrum, causing the signature
Òwhoosh ingÓ sound of the phase sh ifter.

The sw ee p is caused when the phase of the affected half is modulated by an oscillator ,
w ith the frequency determ ined by the Rate control. The Depth dial sets the amplitude for the
action of the filtering, wh ile F eedback amplifi es certain harmonics.

DX7 V offers a tw o-stag e phaser: the tw o stag es can operate inde pendently or in sync w ith
each other.

The controls are:

¥ Stag e 1 Rate: Sets the speed of the modulation f or Stag e 1

¥ Stag e 1 Depth: Sets the de pth of the modulation f or Stag e 1

¥ Stag e 2 R ate: Sets the speed of the modulation f or Stag e 2

¥ Stag e 2 De pth: Sets the de pth of the modulation f or Stag e 2

Stag es 1 and 2 share these parameters:

¥ Sync: Locks both stag es to the tempo of the DAW and/ or the rate of the delay.
(These are the only tw o FX modules w ith a Sync button.)

¥ Feedback: C ontrols the amount of phaser resonance .

¥ Dual Mode: When disab led, Stag e 1 is on the left side and Stag e 2 is on the right.
When enab led, both stag es process both sides; the P haser output is mono .

¥ Stereo: When enab led, maintains the stereo position of the in put signal and each
phaser stag e outputs a stereo signal. A mono in put signal w ill begin to "sw irl"
through the stereo fi eld.

¥ W et / Dry m ix: Controls the balance betw een the in put signal and the effected
signal f or th is effect.
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9.3.2. Flang er

Flanging w orks by m ixing tw o identical signals tog ether , w ith one signal delayed by a small
and gradually changing period. Th is produces a sw ept Òcomb filterÓ effect.

Flanging can create both subtle and extreme effects, de pending on the Rate and Depth of
the modulation. W ith higher Depth settings you w ill begin to hear chang es to the pitch of
the sound. This is ho w the circuits in an analog flang er w ork, and w e hav e tak en care to
recreate these conditions.

The controls f or the effect are:

¥ Delay Time: Controls the length of the delay, wh ich chang es the harmonic
content.

¥ Depth: Sets the modulation de pth. This is set to Òmax outÓ at less than 100% to
lim it runaw ay feedback.

¥ Rate: Sets the modulation rate f or the delay time .

¥ Feedback: A dds positiv e or negativ e feedback f or a harsher or "ringing" sound.

¥ W et / Dry m ix: Controls the balance betw een the in put signal and the effected
signal f or th is effect.

9.3.3. Analog Delay

This delay re produces the sound of the old solid state units and is LFO-controlled. The
controls are:

¥ Delay T ime: Sets the time distance betw een original and delayed signal.

¥ Feedback Tone: I ncreases or decreases the high frequency content in the
feedback.

¥ Feedback Amount: Sets the amount of feedback. When fully clockw ise the
feedback w ill tak e a long time to di e out.

¥ LFO Rate: Th is w ill cause a slight pitch v ariation.

¥ LFO De pth: Sets the speed of the pitch v ariation.

¥ W et / Dry m ix: Controls the balance betw een the in put signal and the effected
signal.
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9.3.4. Delay

A delay can increase the spaciousness of a sound w ithout making the sound ÒswimÓ the
w ay some re verbs do . I t can also be used as a rhythm ic counterpoint to accentuate a
groo ve.

This digital delay re peats the in put signal and creates an ÒechoÓ,giving it more space and
de pth. The T ime dial offers a rang e of settings from 9 m illiseconds to a full second.

The controls:

¥ Sync: Locks the delay to the current tempo of the DAW and/ or the rate of the
Phaser. (These are the only tw o FX modules w ith a Sync button.)

¥ Time: Turning the knob clockw ise increases the delay time; turning in the
opposite direction shortens it.

¥ Feedback: Adjusts the Feedback amount. Larg er values cause the delay to be
heard long er.

¥ Ping P ong: H ard-pans the effected signals so they ÒbounceÓ from left to right.

¥ W et/ Dry m ix: Controls the balance betw een the in put signal and the effected
signal f or th is effect.
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9.3.5. Analog Chorus

A Chorus effect is sim ilar to a flang er in that it splits the signal, delays one side , vari es the
delay time gradually, and m ixes the tw o signals back tog ether. The difference is that the
length of the delay time is long er than that of a flang er, wh ich results in a more subtle but
still v ery interesting effect.

The controls are:

¥ Ty pe: Select one of three chorus ty pes: simple , medium, or complex.

¥ Stereo W idth: C ontrols the w idth of the stereo effect.

¥ Rate: A djusts the speed of the chorus.

¥ Amount: C ontrols the de pth of the chorus.

¥ Delay: Sets the amount of delay appli ed to the in put signal.

¥ W et / Dry m ix: controls the balance betw een the in put signal and the effected
signal f or th is effect.
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9.3.6. Reverb

A Reverb effect creates a larg e number of echoes that gradually fade or "decay". I t sim ulates
ho w the in put w ould sound in a room or a larg e space .

¥ Pre-delay: Sets the amount of time bef ore the in put signal is affected by the
re verb .

¥ Room Size: Controls the size of the room: counter-clockw ise is smaller , clockw ise
is larg er.

¥ W idth: A djusts the re verb from mono to an increasingly w ide stereo space .

¥ Tone: Knob positions to the left roll off high frequenci es; knob positions to the
right scoo p out lo w frequenci es.

¥ Tame button: R educes lo w-end rumb le and increases the h igh frequency output.

¥ Gain: C ontrols the output le vel of the re verb .

¥ W et / Dry m ix: controls the balance betw een the in put signal and the effected
signal f or th is effect.

The R everb effect
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9.3.7. Param EQ

DX7 V offers a three-band Parametric equalizer. An equalizer selectiv ely amplifi es or
attenuates frequenci es in the frequency spectrum. The controls are:

¥ Lo F req: Decreases or increases the lo w frequency band.

¥ Mid F req: Decreases or increases the m id frequenci es.

¥ High F req: Decreases or increases the h igh frequenci es.

¥ Lo G ain: Decreases or increases the gain of the lo w frequency band.

¥ Mid G ain: Decreases or increases the gain of the m iddle frequency band.

¥ Mid W idth: Sets the w idth of the m id frequency band.

¥ Hi Gain: Decreases or increases the gain of the h igh frequency band.

¥ W et / Dry m ix: Controls the balance betw een the in put signal and the effected
signal f or th is effect.

9.3.7.1. Standard vi ew / graph ic vi ew

There's also a button that toggles the Parametric EQ from standard view (w ith knobs) to a
graph ic re presentation of the EQ curv e.

When th is button is click ed, it re veals a visual graph that corresponds to the EQ curv e.

The P arametric EQ: standard vi ew

The EQ vi ew toggle button
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The three circles in the picture correspond to the high, m id, and low frequency controls from
the standard view . The circles may be dragg ed around, wh ich adjusts the frequency and
the gain of that band at the same time . A right-click on the m iddle circle w ill adjust the m id
frequency w idth as you drag the cursor u p and do wn.

9.3.8. Filter

The F ilter effect is v ery sim ilar to the filters each o perator has on the Ov ervi ew tab .

¥ Cutoff: C ontrols the corner frequency or frequenci es f or the selected filter mode .

¥ Resonance: I ncreases or decreases the amount of emphasis at the corner
frequency.

¥ Mode: Click the w indo w to re veal the filter mode choices: Low-P ass, High-P ass,
or Band-P ass. The left/right arro ws can be used to select a ne w filter choice too .

¥ W et / Dry m ix: controls the balance betw een the in put signal and the effected
signal f or th is effect.

The P arametric EQ: graph ic vi ew

The F ilter effect
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9.3.9. Overdriv e

Overdriv e w ill add anyth ing from a slight amount of grit to flat-out distortion to a sound. The
controls are:

¥ Driv e: Sets the o verdriv e amount.

¥ Tone: Controls the high frequenci es of the sound, smooth ing it or adding a
harsher edg e.

¥ Output: Sets the overall level of the overdriv e. I t allo ws you to compensate for
increased output gain caused by the other settings.

¥ W et / Dry m ix: controls the balance betw een the in put signal and the effected
signal f or th is effect.

9.3.10. Destroy

This bit-reducing effect offers several w ays to deconstruct the sound. As the number of bits
used to express the sound is reduced, details w ill gradually disappear. The controls are:

¥ Cli pping: Sets the le vel where cli pping w ill occur.

¥ Bit R esolution: R educes the number of bits used to render the in put signal.

¥ Tone: C ontrols the amount of h igh frequency content in the signal.

¥ Harmonic Distortion: A lters the balance of the harmonics contained in the signal.

¥ Resample: Resamples the already bit-reduced signal. At low er settings th is w ill
destroy the coherence of the in put signal.

¥ Gain: Allo ws you to compensate for the loss or gain in amplitude caused by the
resample and bit-crush ing o perations.

¥ W et / Dry m ix: controls the balance betw een the in put signal and the effected
signal f or th is effect.

The Ov erdriv e effect

The Destroy effect
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9.3.11. Compressor

A compressor is generally used to help maintain a consistent level of sound, though there
are many other w ays to use one .

For example , it can kee p the attack transi ents of a sound from overloading the in put of the
next effect. I t can also help a sound wh ich w ould normally decay quickly not to fade aw ay
as quickly. The controls are:

¥ I nput: C ontrols the le vel of the signal being in put to the compressor.

¥ Threshold: Sets the le vel where the compression w ill kick in.

¥ Ratio: Determ ines the amount of compression to be appli ed once the threshold is
reached.

¥ Attack: Adjusts the speed w ith wh ich the compression w ill kick in once the
threshold is reached.

¥ Release: Sets the release curv e of the compressor.

¥ Mak e U p: Controls the final output le vel of the compressor.

¥ W et / Dry m ix: controls the balance betw een the in put signal and the effected
signal f or th is effect.

The C ompressor effect
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10. SOFTW ARE LI CENSE AGREEMENT

I n consideration of payment of the Licensee fee , wh ich is a portion of the price you paid,
Arturia, as Licensor , grants to you (hereinafter termed ÒLicenseeÓ) a nonexclusiv e right to
use th is co py of the SOFTW ARE.

All intellectual pro perty rights in the softw are belong to Arturia SA (hereinafter: ÒArturiaÓ).
Arturia perm its you only to co py, do wnload, install and use the softw are in accordance w ith
the terms and conditions of th is A greement.

The product contains product activ ation for protection against unlawful co pying. The OEM
softw are can be used only f ollo w ing registration.

I nternet access is required for the activ ation process. The terms and conditions for use of the
softw are by you, the end-user , appear belo w . By installing the softw are on your computer
you agree to these terms and conditions. Please read the follo w ing text carefully in its
entirety. I f you do not appro ve these terms and conditions, you m ust not install th is softw are .
I n th is event giv e the product back to where you hav e purchased it (including all written
material, the complete undamag ed packing as w ell as the enclosed hard w are) immediately
but at the latest w ith in 30 days in return f or a refund of the purchase price .

1. Softw are Ownersh ip Arturia shall retain full and complete title to the SOFTW ARE recorded
on the enclosed dis ks and all subsequent co pies of the SOFTW ARE, regardless of the media
or form on or in wh ich the original dis ks or co pies may exist. The License is not a sale of the
original SOFTW ARE.

2. Grant of License Arturia grants you a non-exclusiv e license for the use of the softw are
according to the terms and conditions of th is Agreement. You may not lease , loan or sub-
license the softw are . The use of the softw are w ith in a netw ork is illegal where there is the
possibility of a contemporaneous m ulti ple use of the program.

You are entitled to pre pare a backu p co py of the softw are wh ich w ill not be used for
purposes other than storag e purposes.

You shall hav e no further right or interest to use the softw are other than the lim ited rights as
specifi ed in th is A greement. A rturia reserv es all rights not expressly granted.

3. Activ ation of the Softw are Arturia may use a compulsory activ ation of the softw are and
a compulsory registration of the OEM softw are for license control to protect the softw are
against unlawful co pying. I f you do not acce pt the terms and conditions of th is Agreement,
the softw are w ill not w ork.

I n such a case the product including the softw are may only be returned w ith in 30 days
follo w ing acquisition of the product. U pon return a claim according to ¤ 11 shall not apply.

4. Support, Upgrades and Updates after Product Registration You can only receiv e su pport,
upgrades and updates follo w ing the personal product registration. Support is pro vided only
for the current version and for the pre vious version during one year after pub lication of the
ne w version. Arturia can modify and partly or completely adjust the nature of the su pport
(hotline , f orum on the w ebsite etc.), u pgrades and u pdates at any time .

The product registration is possib le during the activ ation process or at any time later through
the I nternet. I n such a process you are as ked to agree to the storag e and use of your
personal data (name , address, contact, email-address, and license data) for the purposes
specifi ed abo ve. Arturia may also forw ard these data to engag ed th ird parti es, in particular
distributors, f or su pport purposes and f or the v erification of the u pgrade or u pdate right.

5. No Unbundling The softw are usually contains a vari ety of different files wh ich in its
configuration ensure the complete functionality of the softw are . The softw are may be used
as one product only. I t is not required that you use or install all components of the softw are .
You m ust not arrang e components of the softw are in a ne w w ay and de velo p a modifi ed
version of the softw are or a ne w product as a result. The configuration of the softw are may
not be modifi ed f or the purpose of distribution, assignment or resale .
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6. Assignment of Rights You may assign all your rights to use the softw are to another
person subject to the conditions that (a) you assign to th is other person (i) th is Agreement
and (ii) the softw are or hard w are pro vided w ith the softw are , pack ed or preinstalled
thereon, including all co pies, upgrades, updates, backu p co pies and pre vious versions,
wh ich granted a right to an update or upgrade on th is softw are , (b) you do not retain
upgrades, updates, backu p co pies und pre vious versions of th is softw are and (c) the
reci pi ent acce pts the terms and conditions of th is Agreement as w ell as other regulations
pursuant to wh ich you acquired a v alid softw are license .

A return of the product due to a failure to acce pt the terms and conditions of th is Agreement,
e.g. the product activ ation, shall not be possib le f ollo w ing the assignment of rights.

7. Upgrades and Updates You m ust hav e a valid license for the pre vious or more inferior
version of the softw are in order to be allo w ed to use an upgrade or update for the softw are .
Upon transferring th is pre vious or more inferior version of the softw are to th ird parti es the
right to use the u pgrade or u pdate of the softw are shall expire .

The acquisition of an upgrade or update does not in itself confer any right to use the
softw are .

The right of su pport for the pre vious or inferior version of the softw are expires upon the
installation of an u pgrade or u pdate .

8. Lim ited Warranty Arturia w arrants that the dis ks on wh ich the softw are is furnished is
free from defects in materials and w orkmansh ip under normal use for a period of th irty (30)
days from the date of purchase . Your recei pt shall be evidence of the date of purchase . Any
impli ed w arranti es on the softw are are lim ited to th irty (30) days from the date of purchase .
Some states do not allo w lim itations on duration of an impli ed w arranty, so the abo ve
lim itation may not apply to you. All programs and accompanying materials are pro vided Òas
isÓw ithout w arranty of any kind. The complete ris k as to the quality and per formance of the
programs is w ith you. Should the program pro ve defectiv e, you assume the entire cost of all
necessary servicing, re pair or correction.

9. Remedi es Arturia's entire liability and your exclusiv e remedy shall be at Arturia's option
either (a) return of the purchase price or (b) re placement of the dis k that does not meet the
Lim ited W arranty and wh ich is returned to Arturia w ith a co py of your recei pt. This lim ited
W arranty is void if failure of the softw are has resulted from accident, abuse , modification,
or m isapplication. Any re placement softw are w ill be w arranted for the remainder of the
original w arranty period or th irty (30) days, wh iche ver is long er.

10. No other Warranti es The abo ve w arranti es are in lieu of all other w arranti es, expressed
or impli ed, including but not lim ited to, the impli ed w arranti es of merchantability and fitness
for a particular purpose . No oral or written inf ormation or advice giv en by Arturia, its dealers,
distributors, ag ents or employees shall create a w arranty or in any w ay increase the sco pe
of th is lim ited w arranty.

11. No Liability for Consequential Damag es Neither Arturia nor anyone else in volv ed in
the creation, production, or deliv ery of th is product shall be liab le for any direct, indirect,
consequential, or incidental damag es arising out of the use of , or inability to use th is product
(including w ithout lim itation, damag es for loss of business profits, business interru ption, loss
of business inf ormation and the lik e) even if Arturia w as pre viously advised of the possibility
of such damag es. Some states do not allo w lim itations on the length of an impli ed w arranty
or the exclusion or lim itation of incidental or consequential damag es, so the abo ve lim itation
or exclusions may not apply to you. This w arranty giv es you specific legal rights, and you
may also hav e other rights wh ich v ary from state to state .
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