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| : Setting Up

Connecting the 01/WFD-01/W to External Devices
Make sure that all cables are securely connected to the
input terminals of external devices.

(DConnecting with a stereo audio amplifier
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@Connecting with a keyboard amplifier
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NOTE

Connecting with a keyboard mixer can most effectively
utilize the output functions of the 01/WF+01/W.
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BASIC OPERATION

The mode keys on the front panel provide access to
various operation modes of the 01/WF+01/W. To change
modes, simply press the corresponding key.

The sound making process on the 01/WF+01/W is primarily
done in the program mode and the combination mode.
These modes are related to each other as in the diagram

below.



—— INTERNAL —— CARD
BANK-A BANK-C

PROGRAM 00~09 PROGRAM 00~99
BANK-8 BANK-D

PROGRAM 00~98 PROGRAM 00~99

PROGRAM:-+++Up to 100 programs can be stored into each of 2

Intemal Banks and 2 Card banks.
Timbre can be made by setting
parameters(Level,MID! Rev ch,
* and so on) of any program.
BANK-A
PROGRAM:00
PROGRAM
LEVEL
MIDI RevCh
PAN
KEYVINDOW
KEY VELOCTTY efc.

TIMBRE

A combination can be made by up to
8 different timbres.

o e e e i e e

comsl

Each individual sound is selected and played as a
Program, two or more Programs are combined into a

Combination.

For example, strings and brass sounds can be layered as a
Up to 8 programs can be assigned in
Combination and independently controlled to provide a
multi — timbral sound source for use with an external

combination.

sequencer.

COMBINATION

Timbre

1

PROGRAM:A.P{
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@DSelecting a Combination
Press the COMBI key to enter the Combination mode.

COMBI  EDIT COMSBI Press the COMBI key.

A

Press the BANK key to select the bank number of the
desired combination.

( For 01/W, press the INT/CARD Key and the BANK key. )
01/WFD

BANK DISK

)|

0w

INT[CARD  BANK

Then,select the desired bank with the BANK

4 |

Press the Number key to select the desired combination
number.
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10°s HOLD/ 0 COMPARE Nex('selea the last dlglt with the Ten ksy
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@Selecting a Program
Press the PROG key first.

PROG EDIT PROG

Press the PROG key.




Press the BANK key to select the bank number (0 — 9) of
the desired program.

( For 01/W, press the INT/CARD Key and the BANK key.)

01w

INT /CARD ~ BANK

m Then, select the desired bank with the BANK key.

A |

Press the Number key to select the desired program
number.

T . ]
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L ) 0 Next,select the last digit with the Ten key
10's HOLD!- ° 1COMPARE
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Sound Making Process

Here is a summary of the 01/WF-01/W’s sound making
process.

(DA program, which is the basic sound block in the
01,/WM:01,/W, consists of a number of parameters
which control the sound.

osc1

PITCH MG VOF1EG VOA1 EG

l VDF1 l—-bl VDAL l 1 EFFECTI
A
¥ Double mode
Dynamic
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Basic sound

| e

Modulation




@Two or more programs can be combined to make Making full use of Multi playing ***+-- .
up a Combination

Separate MIDI channel, keyboard range and velocity range The advantage of muiti — timbral instrumentation is that
can be assigned to each of up to 8 programs and each program can be assigned to an individual Timbre, for
controlled independently. independent control. This setting is especially useful for
Programs are assigned to Timbres 1 — 8 in this setting. ' use with an external sequencer. Furthermore, assigning 2
(or more) timbres’ MIDI channel to that of the Global MIDI

Tmbre1  Timbre2  Tembred  Temire4 channel allows you to play these programs simulta —
Ch=1G| |ch=1G] [ch=1G] [ch=1G , neously (same as the Layer combination). This function

can be used to play thick layered sounds. Since the

01/WF-01/W is 32 voice polyphonic, a layer with 2
VELBOTTOM 1 48 a3 98 . . . .
VELTOP a7 . o7 12z programs provides 16 polyphonic voices, a layer with 4
programs provides 8 polyphonic voices, etc.

In the above combination, MIDI channels of timbres 1 through 4
are assigned to the Global setting so that these timbres can be
actually played by the keyboard and further controlled by the touch
depending on the setting of the top and bottom.



Il : Creating a program (EDIT PROGRAM)

The basic sound block in the 01/WF+01/W is a Program.
Therefore, creating a new sound means that you are
actually building a new Program.

As in the following diagram, the 01/WR+01/W is equipped
with internal waveforms which are called Multisounds. The
muitisounds are a collection of acoustic sounds and synth
sounds that are sampled for each sound range and
assigned to the keyboard.

These Multisounds serve as the starting point for creating a
new program, “EDIT PROGRAM”. Thus, the “EDIT
PROGRAM” starts with selecting the most suitable
waveform from the Multisounds.

Unlike the previous M and T series, the 01/WF+01/W is
capable of editing components of each waveform so that
any waveform can be changed in envelope or reshaped in
a number of ways.

Selecting “EDIT PROGRAM”

Press the EDIT PROG key to select the Edit Program
mode. Each Program has its editing parameters in several
display pages. The PAGE +/ — keys allow you to access
succeeding and preceding pages, respectively.

PROG EDIT PROG

Press the EDIT PROG key.




PAGE 0:0SC(Oscillator)

The O01/WM+01/W contains 2 oscillators; OSC 1 and
0SC2.This page controls the setting of each oscillator
depending on the current Oscillator mode. In SINGLE, one
OSC1 — Emphasis1 — Wave Shaping! — VDF1 — VDA1
system is used. In Double, a second system (OSC2 —
Emphasis2— Wave Shaping2— VDF2— VDA2) is added to
allow greater in sound making.

This page contains the following parameters to be edited.

*Oscillator Mode

SINGLE or DOUBLE

*Number of Voices and Hold.

The number of voices varies according to the Oscillator
mode.

The 01/WF+01/W is a 32 polyphonic Music Workstation.
When POLY is assigned, the maximum number of voices
available is 32 in SINGLE Oscillator mode, but decreased
to 16 in Double mode. When MONO is assigned, only a
monophonic voice is available. POLY is recommended for
chord oriented sounds such as Piano or Strings while
MONO best fits single note playing for sounds such as
Bass and Synth Lead.

When the Hold parameter is set to ON, notes played will
continue to sound even after releasing the key. This
parameter is mainly used for obtaining natural sustain out
of transient sounds such as the Drum Kit. This is not
always desirable on continuous sounds such as Organ or
Strings.



«Selection and Volume of Oscillator 1 and 2
When DOUBLE is selected, OSC1 and OSC2 have
Independent levels.

*Pitch Adjustment of Oscillator 1 and 2
Slightly detuning the pitch of two oscillators will create an
ensemble effect between the oscillators or build effective
timbres such as honky — tonk piano.

*Selection of Envelope to Pitch
Natural brass sounds tend to have unstable pitch at the
initial attack. This unique character of instruments can be
simulated by adjusting the Pitch with Envelope.
+99
Attack Level

»-
normal pitch ——% 400 /\

Start Level ————»

-99
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Time

PAGE1:Emphasis, Wave Shape

This page controls the processing of waveform, which is
the 01/WF+01/W's own unique function.

The Emphasis increases the clarity of the sound by giving
greater definition. The degree of the Emphasis can be
velocity controlled so that delicate color changes such as
those of acoustic piano can be easily expressed by touch.

The Wave Shape transforms the waveform and generates
new harmonic overtones that are not included in the
original waveform, This function can be used for simulating
the resonant filter sweep effect of analog synthesizers or
adding a distortion effect to the basic sound. For more
details, refer to waveforms 0 — .59 in the Wave Shape
Table.



PAGE2:VDF1 (PAGE 3:VDF 2)

This page controls the tonal quality of the sound by cutting
off the high frequency components of the waveform.

Cutoff controls how bright or soft the sound will be. This
page also determines the degree to which the EG and
velocity will affect the cutoff frequency.

Keyboard Tracking is normally used for adjusting the
sound color uniformly over the keyboard. This is effective
for all keyboard ranges as well as specific high and low
ranges.

[About VDF EG]

The 01/WR+-01/W is equipped with an EG for each VDF
and the VDA, in the VDF EG, the speed of each parameter
(Attack Time/ Decay Time/ Slope Time/ Release Time) can
be changed by velocity or the keyboard position.

This feature is especially useful for simulating delicate
articulation of playing acoustic instruments. This freedom
of touch control over the sound color widely expands the
area of artistic expression.

PAGE4:VDA1(PAGE5:VDA2)

This page controls the volume of the basic waveform
sound.

The VDA mainly includes the velocity, EG and Keyboard
Tracking. Among others, the VDA EG is especially
important for constructing a distinctive character of each
sound.

% Using VDA EG and VDF EG properly %

Any sound has the universal tendency to change in tone as
the volume changes. You can find out that tone becomes
softer as the sound decays by closely listening to any
instrument such as piano or guitar.

This character of acoustic sound can be simulated with the
VDA in volume change and with the VDF in tone change.
The EG INTENSITY parameter in the VDF determines the
range for the tone to change over time,

These volume and tone changes over time usually play

major roles in sound making. Making a good or bad sound
depends on how carefully you program this EG parameter.

11



/—————— Atack  Level

A

\ " /————— Break Point
Sustain  Level
4 1 3
‘ Y \\
EG Level | 400 vy v Time
¥ 99

[Typical EG Set — up]
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Piano

To simulate the decaying sound of piano, set the Sustain
jevel at 0 and create the decay with Slope time. You may
set the Break point at 80 and make up an attack feel with
Decay time.

Level VDA ENVELOPE

VDF ENVELOPE

Time

Level

Level

Organ

The organ sound is characterized by a click noise at the
initial attack and quick response to releasing the key. Set
the Break point as the Sustain level and create a click in
Sustain time.

/ VDA ENVELOPE

Time

Strings

The basic Strings sound can be simulated by slowing down
the Attack time for the bowing effect and adding the
Release time for trailing notes. An actual string instrument
sounds different with subtle differences in touch. Try to
create a variety of string sounds with different touch, and
play them in Combination mode.

/ VDA ENVELOPE

Time



Brass

The key to a good brass sound is how well the VDF is
combined with the EG, because real brass instruments
sound different depending on playing technique or the
player's mood. Construct the outline envelope with the
VDA first. Then create the actual tonal quality with the VDF

EG. VDA ENVELOPE
Leve! ‘

VDF ENVELOPE

\

Time
Guitar and Bass

Guitar and Bass have decaying sounds similar to that of
the piano. Construct the outline envelope with the VDA
first. Then set the VDF EG such that the tone becomes
softer as the sound decays.

Level

/ V D A ENVELOPE

Time

PAGEBG:Pitch Modulation

This page is for modulating the pitch. The modulation set
here is mainly the vibrato controlled by the MG, but the
pitch can be also modulated by joystick or aftertouch.

In DOUBLE, MG1 and MG2 can be used separately. In
SINGLE, only MG1 can be used.

! N NS
N

MG 2 N p
N _ N—

[Separate use of MG in Double Oscillator Mode]

The 01/WF+01/W contains 2 independent MG systems that
are available for each of the 2 oscillators in DOUBLE
mode. If the MG’s are used as in the Fig.2 — 9. a slight
difference in pitch can create an ensemble space. This will
sound even wider when used with a Chorus Effect.

13




PAGE7:VDF/VDA Modulation

This page determines the degree to which the joystick,
aftertouch and MG modulates the VDF and the VDA.
How Aftertouch works

Aftertouch is an effect that can be used to control the
depth of modulation or other parameters by pressing down
hard after playing the keys. Since any of the available
controllers can be assigned to a modulation source,
different modulations can be arranged to be played
simultaneously during playing. For example, assigning
aftertouch to vibrato and joystick to pitch bend will allow
you to play both modulations at the same time. Assighing
aftertouch to pitch bend may be sometimes effective for
expressing certain instruments such as Koto. Aftertouch is
often assigned to control the cutoff frequency so that the
brightness of a sound can be controlled by pressing down
hard on the keys.

Joy Stick

(=D

After Touch
[T N N ,
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PAGES:EFFECTS

The 01/WF+01/W includes a self — contained Multi Effects
unit that consists of two independent and identical effect
processors. These processors can be arranged in three
configurations: one serial configuration and two parallel
configurations.

(Dimportant relationship between Inputs and Outputs
Before selecting an effect configuration, choose the Inputs
you wish to use. (Inputs at A and B go through FX 1, Inputs
at C and D go through FX 2.) In Serial routing, Inputs at A
and B go through FX 1 and FX2 but Inputs at C and D only
go through FX2.



@Effect Selection in EDIT PROGRAM is disabled
When 2 sounds are made with 2 effects each in EDIT
PROGRAM (for example, a guitar sound with Distortion
and Chorus, and a strings sound with Flanger and Reverb),
an attempt to combine these sounds into a Combination
will require 4 effects while the 01/Wm+01/W contains only 2
effect processors. In this case, the 01/WF+01/W ignores
the effect selection made in EDIT PROGRAM and instead
uses the effect selection in Combination.

The best way to avoid this inconvenience is to program a
sound in two modes during EDIT PROGRAM: Prepare a
SINGLE sound with all parameters including effects.
Prepare a MULTI sound without assigning any effects.

15



Il : EDIT COMBINATION

16

A combination can consist of up to 8 Timbres. Each
Timbre is like a box where a Program is assigned with its
MIDI channel, Volume, Pan and other parameters. With 8
Timbres altogether, the 01/WF+01/W can be played as if
there were 8 different synthesizers being played simulta —
neously.

—
—

£

I

i———ﬁmbm——ﬂ l

— _
3 = EFFECT 1
O & «K o)

Prog. MIDICh polume

=] <[P
DO c
Transpose Oetune Panpot “T’ EFFECT 2
RLILLLE
p—
Vel. Window  Key Window
Controll Chg  Prog. Chg LFL-

MDPlaying a single sound in Combination

Only one single Timbre is used. This is the same as
directly using a single program made in EDIT PROGRAM.
This setting is useful for featuring the acoustic character-of
one sound such as acoustic piano, guitar or wind in —
strument and expressing it without being mixed with other
sounds.

Since only one particular Timbre can be played on the
keyboard by matching its MIDI channel to the Global
channel, this setting has the same function as the Program

play.

Ch 016

(e rmer [ e ot e | [ i | e[ e

T——-— A single program can be played over the keyboard.



@Playing two or more sounds in Combination

One of the ways to utilize the O01/WF<01/W’s great
capability is to play two or more sounds simultaneously in
Combination.

[Building up a thick sound by layering Timbres : Layer]
This type of Combination is especially useful for building up
a thick string or brass ensemble sound. It is also used to
create a new sound with an unusual combination of two
unmatching sounds such as Bell+Strings.

ch 06 016

| Timbre l l Timbre |
A B

A 4

I Tlm:re | an:re lrnm:re | an:re "nm:m ] [nm:re ]

Two programs can be layered.

[Switching tone color with velocity : Velocity Switch]
The tone color of an acoustic instrument changes with
different touch on the instrument. The 01/WR+01/W is de —
signed to simulate this character of an acoustic instrume: .
by controlling the degree of velocity in Combination.
Velocity is used to control the VDF Cutoff in Program but
this is not effective enough for controlling slap bass or
other sounds that require drastic tone changes.

In this case, program a soft touch sound for the low
velocity range and a hard touch sound for the high velocity
range, and assign them to the same MIDI channel so that
these two sounds can be switched by the degree of your
playing touch. Follow the sample procedure below.

Assign a soft touch sound to Timbre 1, and a hard touch
sound to Timbre 2. Set the Velocity Window Top for
Timbret to 87, and the Velocity Window Bottom to 0. Set
the Velocity Top for Timbre2 to 127, and the Velocity
Window Bottom to 88.

This procedure can further apply to switching the tone color
up to 8 different steps.

Velocity Window

TopP

-87 127

BOTTOM 1 88

Timbre l ‘ Timbre H TimbreJl Timbre ”Timbre ]
A B | C 0 3 F G ]

The sound switches between Timbre A and Timbre B at the
Velocity value 87.

17



[Assigning different sounds for different

sound ranges : SPLIT]

The 01/WF+01/W's keyboard can be split into desired
sound ranges to assign different sounds. For example,
you can assign a bass sound to the low range and a piano
sound for the middie and high ranges.

Assigning a drum set to the low range and a bass sound
for the middle and high ranges will create a simple rhythm
section over the keyboard. Assigning a trombone to the low
range and a trumpet sound for the middle and high ranges
will create a strong brass section over the keyboard. The
major advantage of this SPLIT is that this uses up only one
MIDI! channel with one Combination.

Key Window
ToP (%] cs 67
BOTTOM C-1 €#3 C#S

[rmee ][ e

[Using the OTWFD-O1W as a Multi Sound Scuroe : Multi 1]

18

The 01/WF+01/W can be used as muiti sound source by
assigning separate MIDI channels to 8 Timbres. If you
have a MIDI sequencer, you can program the MIDI
channels so that you can manually play the melody on the
keyboard and have the sequencer accompany you.

| Timbre ” Timbre ”Timhre ” Timbre “ Timbre I
] £ F 6 H

To select the Timbre for your manual play, set its MIDI
channel to the Global channel.

Prog. | A.Piano | E.Bass | E.Guitar| Strings | Brass Flute Harp Drums
ReuCh 016 062 03 04 05 06 o0? 10
Volume} 92 123 83 8 - 87 110 68 127
Panpot| s5:5 5:5 73 5:5 5:5 6:4 3?7 55
|‘|'|mbre | I Timbre IETmhre ” Tlmbre“ Tlmbrel l Timbre “ Tlmbrel Timbre
1 I I

A B C ) E F 6 ' B

[Using the OTWFD-01W as a Multi Sound Scuroe : Multi 2]
Up to 8 Timbres can be separately played or mixed in any
combination under your choice. For example, select a
piano for Timbre 1, a bass for Timbre 2, a drum set for
Timbre 3, and a strings ensemble for both Timbre 4 and 5.
Assign Timbre 4 and 5 to the same MIDI channel. In this
setting, each of Timbres 1 — 3 is routed on a separate-
MIDI channel thus independently controllable, but Timbres
4 and 5 sound together because they are assigned on the
same MIDI channel.

This programming technique actually combines Multi and
Layer modes. Adding Split, Velocity Control or other
techniques will further expand the possibility of this Multi

playing.



(DBuilding a Multi Combination with several Timbres
For example, you can create an entire rhythm section with
Velocity Switch piano (soft to hard) in Timbres 1 — 3, a
Velocity Switch guitar (normal and distortion) in Timbres 4
— 5, a Velocity Switch bass (normal and slap) in Timbres 6

— 7, and a drum set in Timbre 8.

Timbre MIDI Ch Velocity Velocity
Window Top | Window Bottom
1:Soft Plano 2 64 1
2:Normal Piano 2 110 65
3:Hard Piano 2 127 1
4:Normal Gt. 3 87 1
5:Distortion Gt. 3 127 88
6:Normal Bass 4 92 1
7:Chopper Bass 4 127 93
8:Drum Set1 10 127 -1

This combination builds up an ensemble of 4 instruments

allowing fine nuance on each instrument.

Layer is added on to this setting in the example below.

|

Timbre MIDI Ch Velocity Velocity
Window Top | Window Bottom
1:Normal Piano 2 110 1
2:Hard Piano 2 127 111
3:Normal Gt. 3 87 1
4:Normal Bass 4 92 i 1
5.Chopper Bass 4 127 93
6:Strings1 5 127 1
7.Strings2 5 127 1
8:Drum Sett 10 127 1

The examples only illustrate the outlines of this operation.
The actual sounds in this example may not be included in
the O1/WF+01/W.

in this example, string sounds are layered by assigning
both sounds(Timbre 6 & 7) to the same MIDI channel
(Channel 5) with the same Velocity value,

19



@Building a Single sound with several Timbres
This setting uses up several Timbres for making only one
sound, but the more Timbres that are used up, the higher
the quality of the sound will be.

This is especially useful for simulating the unique character
of an acoustic instrument where the tone color changes in
different sound ranges. For example, divide the
01/Wm+01/W'’s keyboard into 8 separate sound ranges and
assign Timbres with different Key Window values to each
of the sound ranges. In other words, each of 8 Timbres is
assigned to 8 consecutive sound ranges.

Stack sound used of Key Window function

Timbre A......Is a Organ sound used a slow frequency of MG.
Timbre B......is a Organ sound used a little slow frequency of MG.
Timbre C......Is a Organ sound used a little fast frequency of MQ.
Timbre D......Is a Organ sound used a fast frequency of MG.
Timbre E......Is a normal Organ sound unused MG.

1 {3 1 13 )
|Tlmbre (o] Nﬂmbre DJ H\bm Ew‘nmbre F Hﬁmbre ﬂ!| Timbre Hl
B4 ce

Top B2 B3 (o}

Bottom C1 C3 C4 C5 C1

In this setting,Organ sounds used a different frequency of MG was stacked
with a normat Organ sound {Timbre E) assigned on all register,
By the way,a rotation of speaker goss fast as a upper register,

20






