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1. Introduction

1.1 Preface

When it first came on the market, the CASIO FZ1 set a new
standard in sampling technology as the first 16 bit sterco
sampler to be offered at such a reasonable price. Its
exceptional sound quality and innovative features make it a
popular instrument for use in many different areas.

However, as with all samplers of its class, its use is
hampered by one basic drawback, the fact that it only has
limited capabilities with regard to its visual representation
of recorded acoustic material. Although it has an LCD
display which is able to present various parameters as well
as small sections of a sample, its display unit is not really
suitable for processing complex sounds in a speedy and
precise fashion.

With its product, SOUNDWORKS FZ1, STEINBERG now
provides you with a user interface which not only does
justice to the sound capabilities of the FZ1, but also meets
users' demands for a convenient and easy-to-use means of
controlling all the processes involved in sampling.

You will now be able to save time (and of course, money)
as a result of having complete and much easier access to
your sound data as well as a variety of means of saving and
transferring it. SOUNDWORKS FZ1 has by no means been
developed in an environment far removed from the practi-
cal world of music. It has been produced in close coopera-
tion with working musicians and you will no doubt soon
find that it has become an indispensable tool which you
rather not do without. ‘
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The manual is meant to enable you to begin work with this
easy-to-use FZ1 editor as quickly as possible. Its major
functions - ranging from the initial settings to making fine
adjustments on the digital level and the creation of com-
plete banks on screen - are all explained in logical steps.
What you will read below should enable you to gain a clear
understanding of the program so that you can begin
experimenting with it straight away.

‘We hope you will have a great deal of fun working with
SOUNDWORKS FZ1!

1.2 Updates & product information

We offer a continual update service as part of our efforts to
provide STEINBERG customers with the very best
products available. In order that you will be able to take
advantage of this offer without delays, we would ask you to
return the enclosed Update Service Form to our distributor
immediately on purchasing our product. You will then
automatically be informed when a new version of the

program appears.

Information about STEINBERG products and software
updates is also available through the Music Mailbox of the
Music Mail Service. This system is specially oriented to the
interests of musicians who use computers and can be used
by anyone who has a telephone, a modem and a computer
with the appropriate software. For further information about
the MMS please contact

MUSIC MAIL SERVICE GMBH
Billwerder Neuer Deich 228
D-2000 Hamburg 26

F.R. Germany

Tel. (40) 782 530
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1.3 Data security & backups

The many woeful tales of faulty disks or disks which have
suddenly gone astray or been formatted by mistake should
make it clear how important it is to make backup copies.
You should always take the extra trouble to make a backup,
by doing so you can secure your valuable material with
very little effort.

STEINBERG software is hardware protected which means
that you will have no problem in making a backup copy of
your program disk - either on another disk or a harddisk.
The steps involved are described in your ATARI ST
handbook; it is however also possible to use one of the
other copy programs on the market, which are generally
faster and easier to use.

Copy the following files to the destination drive:

FZ1BW .PRG
FZ1BW .RSM
FZ1 BW .EXE
FZ1BW SET

Only use high quality disks for both backup copies and
sample data. The relatively small saving made by buying
"cheap"” disks bears no relation to the problems you can
experience as a result of a loss of data.

We recommend that you work with your backup copy and
only make use of the original disk in the event of an
emergency.
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1.4 Installing & starting the program
In order to use SOUNDWORKS FZ1 you need:

( The original SOUNDWORKS FZ1 disk or a working
copy,

U the STEINBERG key,

I an ATARI ST computer with at least 1 megabyte of
RAM,

1 a monochrome monitor,

[J a means of mass storage, i.e. a disk or harddisk. In view
of the huge amounts of data which are produced when

using a sampler the use of a harddisk with a capacity of 40
MB or more is to be recommended. The speed factor should
not be underestimated here.

1 Finally, of course, a CASIO FZ1. Although sample
editing may also be possible without a sampler, for reasons
which should not need to be explained, it would be rather
pointless.

First insert the KEY in the expansion port on the lefthand
side of the (switched off) ATARI ST.

You can either connect the FZ1 to the computer directly or
via a STEINBERG SMP 24 processor.

Connect the
MIDI OUT port of either the ST or the SMP 24 to the
MIDI IN port of the FZ1.

Then connect
MIDI OUT of the FZ1 to
MIDI IN of the ST/SMP 24.
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If you use an SMP 24, you should also run sample data
through the processor.

It is best to avoid cable lengths of more than 10 meters and
ladder networks or delta connections involving too large a
number of MIDI machines. Due of the large amounts of
data involved in sample transfer, "misunderstandings”
cannot be ruled out in systems configured in this way.

Turn on the sampler, monitor and computer, and then start
the 'FZ1 BW.PRG' program on the SOUNDWORKS FZ1
disk with a double click on the appropriate icon.

1.5 The structure of the program
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When the program is loaded you can see SOUNDWORKS
FZ1's Main Page. From here you can carry out most
transfer operations (reading, saving and transferring sound
data) and call up all the other working screens (which will
be referred to in this handbook as "pages").

The Main Page is the heart of the program, not only
because a great deal of information is presented here, but
also because it provides you with opportunities to enter
other parts of the program.
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As you can see, SOUNDWORKS FZ1 is able to deal with
up to 10 different SAMPLES and 10 additional sample
BLOCKS. Next to the name of each sample (or sample
block) you will find information about its length (in
WORDS, i.e. individual sample values). A graphic repre-
sentation of the selected sample is displayed directly
beneath this, and undemeath that you will find the DCA
and DCF envelopes.

By either clicking the mouse on the sample display, the
envelope graphics or the icons on the lower edge of the
screen you can call up other parts of the program in order to
make very fine adjustments to the data displayed.

Initially, however, let's remain.on the Main Page in order to
take a closer look at the main functions which SOUND-
WORKS FZ1 has to offer. We will begin by looking at the
transfer of samples as "acoustic raw material" from and to
disk as well as to the FZ1 itself and will then examine the
wide-ranging possibilities for digital modification. After
that we will explain how the "analogue" parameters of
voices and banks (i.e. complete sound programs) can be
created and edited.

Each function will be described in detail and where user
techniques are mentioned which may be unknown to you an
explanation will be given.

Nevertheless, you should try to avoid working with several
things which are new to you at the same time. If you are
unsure about the basic handling of the computer, particu-
larly the GEM user interface and the desktop, and the FZ1's
structure, please learn something about them before
beginning work with SOUNDWORKS FZ1. You will thus
avoid the disappointment which can result from making
unnecessary operating errors.
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Here are a few basic hints which should make it easier for
you to find your way around the program:

1. Most pages and functions can be called or activated by
clicking on the icons at the lower edge of the screen. The
most important parts of the program can also be called
using the function keys F1 - F10. The functions assigned to
the keys at any one time can be seen at the bottom of the
screen.

2, The ten voices and sample blocks can be accessed by
double clicking on the appropriate number.

3. Where the value of a number needs to be changed, this
can generally be done by clicking the left (=to decrease it)
or right (=to increase it) mouse button. In the case of some
three figure or larger numbers it is possible to adjust each
digit separately to carry out very large or fine adjustments.
Using the function LEFT +1/-1 you are able to reverse the
way this function works so that the right button decreases
numbers and the left increases them.

4. There are basically two ways in which the menus which
control most SOUNDWORKS features function:

a. "Real" functions, which are carried out immediately, and

b. Functions which branch off into other parts of the
program (this generally involves the appearance of a new
window on the screen).

5. In windows where a choice can be made between
different options one of them is usually more strongly
emphasized (the so-called default value), and this option
can be selected by simply pressing the RETURN key. As a
rule the "positive” decision path is marked so that you can
reach the appropriate function more quickly with the
RETURN key than by using the mouse.
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6. Using the F10 key or the icon in the bottom righthand
comer of the screen you are able to activate a monitor
function in the truest sense of the word. The current sample
is output through the loudspeaker in the monitor; the quality
of the sound, however, is relatively low (something which
is due to the monitor and not SOUNDWORKS FZ1). In
order to achieve better sound quality it is possible to re-
direct the computer's audio output using the appropriate
hardware and, for example, play it through your hi-fi
system. Suitable connections are described in ATARI ST
books and computer magazines. This function can be
activated on all pages.

If a looped sample is involved, the current loop (i.e. the one
on which you are working) will be repeated as many times
as has been set under the heading SPEAKER SET in the
Parameters menu. This value can be increased or decreased
in steps of one.

7. When text appears in square brackets in this handbook,
it stands for the keys to be pressed. "Press [CONTROL]
and [O]" thus means that you should press the CONTROL
key and the letter "O" on the ATARI keyboard.
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2. File handling
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All operations connected with the saving and loading of
data on disks, harddisks or ramdisks, can be controlled

using the Disk menu or the two icons in the top righthand
corner of the Main Page ("DISK" and "CASIO FZ1").

2.1 Loading and saving voices
You can load a voice by either
Q clicking on LOAD VOICE in the Disk menu,

Q clicking on the DISK icon and dragging it to the field
containing the ten voice names, or

Q clicking on the DISK icon twice.
A voice can be saved by either
(A selecting SAVE VOICE in the Disk menu, or

 clicking on the appropriate voice on the Main Page and
dragging it to the DISK icon.

When saved, voices are given the file extension ".FZV".
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2.2 Loading and saving blocks
You can load a block by either

Q selecting LOAD BLOCK in the Disk menu,
(1 dragging the Disk icon to the block field, or
U clicking on the Disk icon twice.

A block can be saved by either

(1 selecting SAVE BLOCK in the Disk menu, or
(J dragging the appropriate block to the DISK icon.

Blocks are saved with the file extension ".FZK".

2.3 Loading and saving banks

You can load a bank using LOAD BANK in the Disk menu
and the bank currently in the ST can be saved using SAVE
BANK.

FZ1 banks are given the extension ".FZB".

2.4 Additional functions in the
Disk menu

Each of the six functions described above activates what is
known as the FILE SELECTOR BOX, which you will
probably be acquainted with from other programs. It
enables you to start the desired loading or saving process
after entering or clicking on the appropriate file name and
confirming it with OK. You can abort the operation with
CANCEL.
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NOTE: Because of the standard format used by SOUND
WORKS for saving sample data FZ1 samples can
also be used by other samplers (or vice versa). For
example, you will have no problem in loading
samples produced with SOUNDWORKS FZ1 into
the SOUNDWORKS $900 editor; the only limi-
tation is that the additional analogue parameters of
the sample concerned cannot be transferred.

If you call the DISK SELECT function in the Disk menu,
a "number block” appears on the screen which you will
often meet in the course of using this program. In this case
its purpose is to determine the disk drive which should be
accessed in order to save and load sample data. Simply
click on the abbreviation for the desired disk drive.

DELETE FILE, the next function in the Disk menu, makes
it possible to delete files which are no longer required.
Simply select the file to be deleted in the FILE SELECTOR
BOX and confirm your choice with "OK".

FORMAT DISK is used to format disks ready for use -
something which is particularly useful in that classic
situation when you have spent hours creating a wonderful
sound only to find that you have no formatted disks
available to save it. You can also initiate a format by
dragging the DISK icon to the trashcan on the righthand I
side of the screen. The formatting process can be cancelled [
by pressing the [SPACE] bar.

SAVE SETTINGS allows you to save important initial
settings for the program, among other things the MIDI
channel number and the default display and mouse settings.
If you would like these settings to apply the next time you
run the program, the program disk must be in the disk drive
when they are saved.

QUIT, the last entry in the menu, is used to leave the
program.
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3. MIDI

3.1 Setting up the system

In order to ensure that there are no problems in transferring
data between the FZ1 and the computer you must adjust the
settings of the FZ1 as follows:

a. Switch the FZ1 to MODIFY MODE,

b. Select the Data Dump menu, and then

c. Select the Select Device submenu.

There you should change

- DUMP DEV = DISK to DUMP DEV = MIDI.

Then switch to REMOTE MODE. This mode must remain

selected during all data transfer operations, otherwise the
FZ1 is not able to send or receive any data!

It is of course possible to switch between REMOTE and
PLAY MODE. Simply press the Call/Set menu key whilst
in the Select Device menu; if you then press this key later
whilst in PLAY MODE, you can immediately return to the
Select Device menu.
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If you click on the first line of the MIDI menu, i.e. CHAN-
NEL, a block of numbers appears which is used to select
the MIDI channel where your FZ1 is located.

MIDI THRU re-directs the data received through MIDI IN
to MIDI OUT. If you can see a tick here, the function has
been activated.

3.2 Data transfer

There are a total of three different levels at which you are
able to modify sample data.

In order to modify a VOICE (i.e. a looped sample with
filter and amplifier envelopes) you must first request it from
the FZ1. When this is done the data from the sample itself
and the appropriate voice parameters are transferred to the
computer's working memory.

If you only modify the additional parameters (envelopes,
loop points), you only need to send these parameters back
to the FZ1, and not the complete sample. However, in order
to use the FZ1 to play a modified sample - i.e. one which
has been altered at a digital level - the complete sample has
to be transferred back.

In order to avoid waiting for this to be done after every
small modification - which can involve a considerable
amount of time - SOUNDWORKS FZ1 provides you with a
monitor function which enables you to obtain a rough
impression of the sample's quality.

BANKS (multiple samples with keyboard, volume and
MIDI channel assignments) "only" involve additional data |
defining which sample should be used in which position |
and how. They can be very quickly loaded, modified and
sent back.
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3.3 Transferring voice data

You can REQUEST a voice (i.e. a sample with its accom-
panying parameters) from the FZ1 by either

[ selecting RECEIVE TOTAL in the MIDI menu, or
(1 dragging the FZ1 icon to one of the ten voice fields.

A number block then appears with which you enter the
number of the voice which you would like to load into the
computer. Confirm that the transfer should take place with
"OK" or abort the process with "NO".

In order to SEND a voice to the FZ1

Q select SEND TOTAL in the MIDI menu,

Q click on the FZ1 icon, or

(2 drag the voice to be transferred from the voice field to
the FZ1 icon.

Here also the number block enables you to enter directly
the "destination address" to which the sample should be
sent.

At the top edge of the Main Page you will find the name of
the selected sample and the time still needed to transfer it.
Should errors occur during the transfer process, simply
repeat the procedure once more.

In order to send only the voice PARAMETERS to the FZ1

O select SEND PARAM in the MIDI menu, or
Q press [CONTROLY] and [S].
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3.4 Transferring bank data

In order to read in bank parameters select RECEIVE
PARAM in the MIDI menu.

In order to send bank parameters
0 select SEND PARAM in the MIDI menu, or

O press the [CONTROL] and [S] keys - WHILST YOU
ARE ON THE BANK PAGE..

In order to transfer bank no. 8 select SEND NO. 8 in the
MIDI menu.

Now that you know how sample data can be transferred to
SOUNDWORKS FZ1 (from disk or via MIDI) we can turn
to the different ways of editing it.
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4. Sample editing

4.1 First steps
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Naturally you need to have a sample available before you
can start editing. You can either load a sample from the
FZ1 through MIDI or from disk (as explained above) - or
you can create a blank sample in which you can then insert
sample blocks, mix samples or draw new wave forms.

This is done using the CREATE BLANK function in the
Sample menu. When this function is called, you are asked
about the desired length of the sample and the sampling
frequency. A new sample produced in this way is automati-
cally given the name "CREATE",

Obviously you have to be able to (re)name a sample and
this is done by selecting RENAME in the Sample menu
and typing in the new name. Press [RETURN] to complete
the operation.
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INFORMATION in the Sample menu displays the name,
length and other important data about the current voice in a
window on the screen. You can also activate this window
by pressing the [?] key. Pressing the [RETURN] key will
close the window.

Now we come to the "real" editing functions.
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In order to modify the sample in a digital form you first
have to move to the SAMPLE PAGE. This can be done by
either

Q clicking on the sample display (in the middle of the
screen) on the Main Page,

(3 clicking on the sample icon at the bottom edge of the
screen or pressing F2,

QA selecting EDIT in the Sample menu, or
O pressing [CONTROL] and [E] at the same time.

The Sample Page displays the complete sample - with the
time shown along the x-axis and amplitude (volume) shown
along the y-axis. On this screen you will once again find
various menu functions, mouse functions and - partially
different - icon functions (at the bottom of the screen). ‘
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4.2 Basic functions

Here we should first mention two functions which affect the
way in which the samples are displayed:

FILL/NORMAL in the Sample menu simply determines
whether the sample should be displayed as an outline or
whether it should be filled (i.e. each sample value is
represented as a bar and not as a point).

The MAXIMIZE function is generally made use of at the
beginning of any digital editing session. It increases a
sampled signal - which may, for example, be too low - to
the maximum possible level and thus improves the noise/
signal ratio. However, it should be bome in mind that if
there is background noise present in the sample, it will also
be increased by the same amount.

The SAMPLING FREQUENCY in the Parameter menu
makes it possible to change the sampling frequency which
has already been set, in other words, to adjust the speed at
which the sample is played. The FZ1's three sampling
frequencies of 9, 18 and 36 KHz can be used.

This function is not to be confused with "re-sampling”, in
which the sample is stepped down to another frequency and
thus also modified. SAMPLING FREQUENCY is a
parameter which only affects the way a sample is played.

SOUND STYLE in the Parameter window makes it
possible to change the sound characteristic to NORMAL,
REVERSED, CUE and SYNTHESIZED.
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4.3 Zoom
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Ini order to carry out detailed work it is often necessary to
increase the size of a section of the sample. This can be
done using the ZOOM function, which can be activated by
pressing F3 or clicking on the appropriate icon.

Click on the ZOOM icon and move the cursor to the sample
window. Press down the left mouse button and then frame
the area of the sample that you would like to expand. When
you are satisfied that you have outlined the area which you
want to examine, simply release the button and the area
selected will be enlarged.

You can always see which section you have enlarged in the
horizontal grey bar at the top of the screen; in addition to
this you are also informed here when maximum zoom has
been reached.

Note: At maximum resolution one screen point along the
x-axis represents one sample value; in other words
the section is displayed on a 1:1 basis. The DRAW
function can only be activated when this resolution
has been set.
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You can use what is known as the scroll bar at the bottom
edge of the window to move your "magnifying glass"
through the sample. In order to do this you can either click
on the small arrows at the ends of the bar or drag the white
area representing the currently visible section to the
position you would like.

In order to cancel the zoom feature (and return to the
default display) simply press F2 or click on the FULL
SCALE icon at the lower edge of the screen.

4.4 Defining start/end

Some menu and icon functions can only be activated if the
appropriate sample value has already been defined previ-
ously. These functions are marked by a small arrow.

The first two functions of this type are DEFINE SAMPLE
START and SAMPLE END. Click the mouse button at the
point within the sample window which you would like to
make the beginning or end. Its address (i.e. its position in
the sample relative to point O at the beginning of the
sample) will appear in the grey horizontal bar at the top of
the screen. If you then click on the icon for SAMPLE
START or SAMPLE END at the bottom edge of the screen
(or press F4 or F5 respectively), this address will then be
used as the new starting or finishing point.
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4.5 Draw mode

In DRAW MODE, which is activated by F7 or the DRAW
icon, the cursor can be used to correlate loop points,
eliminate undesirable peaks from a sample and even to
draw new wave forms.

DRAW MODE can only be activated at maximum zoom

level. You can exit from DRAW MODE by activating any
other menu.

4.6 Area operations
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Within a sample it is possible to define a speciﬁc section -
here referred to as an "Area” - in order to then be able to
work on it in more detail (however, these "working arcas”
should not be confused with the areas represented by
specific keyboard zones within an FZ1 bank!).

There are three ways of defining an Area:

Click on the desired starting point in the sample window
and then select DEFINE START in the Area/Block menu.
The end of the section to be worked on can be fixed by
following the same procedure with DEFINE END.
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GRAB AREA is a faster, although somewhat less exact
method of defining an Area. The function is activated using
F8 or GRAB AREA in the Area/Block menu. "Surround”
the Area desired by keeping the mouse button pressed down
in the same way as for defining a zoom section outlined
above.

It is also possible to define a complete sample as an Area
using the AREA=SAMPLE function in the Area/Block
menu. This enables you to carry out global modifications

very quickly.
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With the help of the EDIT ICONS (which can be called by
selecting the menu item of the same name or pressing the
[SPACE] bar) a "working area”" which has been defined by
the above means can then be modified in the following

ways:

REVERT REVERT reverses the Area along its
x-axis - it then runs backwards.

FADE IN/ These two functions allow you to use

FADE OUT fade-in and fade-out within an Area. You
can determine in advance what percent-
age of the Area is to be affected by this
operation,
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MAXIMIZE  This corresponds to the function of the
same name in the Sample menu.
(See Sec. 4.2)

MULTIPLY/ This function makes it possible to

DIVIDE multiply an Area by a value of your
choice. Multiplication can easily lead to
individual sample values far exceeding
upper limits and thus produce - generally
undesirable - distortions. However, in the
case of certain percussion sounds this can
produce rather interesting effects; if these
are not wanted, however, it is best to
slowly work your way towards the
desired effect by trying out small in-
creases one step at a time (e.g. by
multiplying by 1.2, 14, 1.6, efc).

As you can probably remember from
mathematics at school it is also possible
to carry out division by multiplying a
number by a value between 0 and 1. This
is how this function can be used to carry
out both mathematical operations.

The relative intervals between individual
sample values are increased by using
multiplication. Division, on the other
hand, "compresses” the signal by reduc-
ing the gaps between them.
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MIX WITH What a block is, the way it is defined and

BLOCK how you can work with one is explained
in section 4.7. However, using this
function it is possible to mix one of up to
10 blocks with the defined Area, in order,
for example, to move the sound created
by the plucking of a string instrument into
the attack phase of another. Please note
that the mixing of well-recorded signals
can lead to maximum levels being ex-
ceeded - which results in distortion. If
you want to avoid this, if necessary adjust
one or both of the signals using the
MULTIPLY/MIX function.

FILL This function fills the Area with a con-
stant value which has to have beer leter-
mined in advance.

4.7 Block operations

If you have defined an Area, you can cut it out of the
sample or copy it and save it separately as a block in
another section of the computer's memory. Depending on
the amount of memory available SOUNDWORKS FZ1 is
able to cope with up to ten such blocks in addition to ten
voices. On the Sample Page it is possible to switch between
these blocks by pressing the [CONTROL] key in combina-
tion with the number keys 1-0; this is done on the Main
Page with a double mouse click on the block number.

Using the Area/Block menu function CUT AREA the
section of the sample defined as an Area can be cut out and
transferred to a temporary store, from which it can be taken
and re-used by using the functions INSERT and
OVERWRITE.
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COPY AREA is also a function which transfers an Area to
a temporary store in memory, however, in doing so it does
not delete it from the sample. In other words, it provides
you with a copy with which you can work without changing
the original.

Two functions can be used to insert a block defined using
CUT or COPY back in its original position or within
another sample.

The INSERT function in the Area/Block menu makes it
possible to insert a block at a specific address in the sample.
(The address has to have been previously defined by
clicking it on with the mouse. If this has not yet been done,
the fact that an address still needs to be defined is indicated
by a small arrow in front of this item on the menu).

OVERWRITE inserts the block at the address you have
specified and in doing so writes over the section of the
sample taken up by the length of the block.

RENAME enables you to rename a block in the same way
as this is done with voices. It is always best to use a block's
name to make it clear which sound fragment is involved (cg
"guitar pluck").

Edit icons are also available for work on blocks. They make
it possible for blocks to be reverted, multiplied, divided,
mixed and faded in or out. They function in exactly the
same way as the Area Edit icons described above and
should thus require no further explanation.

We now leave the field of digital modification and move up
"one stage higher" to the various voice parameters, the most
important of which probably are:
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5. Loops

The CASIO FZ1 provides a very extensive loop section. In
order to edit it press F6 or click on the appropriate icon at
the bottom edge of the screen.

You will then find several new icons at the bottom of the
screen which can be used to set up and modify loops.

F3 and its corresponding icon enable you to select one of 8
loops. You can also use keys 1-8 to do this.

By pressing F4 and F5 or using the appropriate icon
functions LOOP START and LOOP END you can define
the length of a loop in the same simple way that we fixed
the length of a complete sample earlier: first, click into the
sample window and you can then define an address as the
starting or ending point of the loop using one of the means
described in section 4.4.
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Soundworks FZ1

5.1 Loop Point Page
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An additional page makes it possible to set up loops extre-
mely precisely in a very uncomplicated way. This screen,
the Loop Point Page, can be entered by either

() pressing [CONTROL] and [L],
Q selecting LOOP POINT in the Parameters menu,

Q pressing F5 or using the corresponding Loop icon from
the Main Page, or

Q pressing F6 or selecting the appropriate icon from the
Sample Page.

You will then find yourself in a new page which presents a
complete overview of the sample in the top quarter of the
screen and has two larger windows underneath. These
windows show the ending and starting points of a loop
section (in the highest resolution possible); a status line
above them displays their addresses and other important
information.
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The order in which they are displayed ("end/start") was
selected for a very good reason. It enables you to carefully
examine the section of the sample which will be looped and
as such is much more important here than the "outer” areas.
Using "+1", "-1" and the two arrow boxes you can now pre-
cisely adjust the loop points. Ideally this will result in the
link between the beginning and end of the loop occurring
without large differences in values or phase differences.

If desired, it is also possible to switch to start/end display
using LOOP POINT MODE or F7. The loop points are then
displayed at the centre of their relevant boxes so that you
can see what happens in front of and behind the two loop
points,

The loop points can also be set - in a relatively inexact
fashion - in the top window on the screen. Simply use the
mouse to drag the two bars representing the beginning and
end of the loop to the desired positions.

On this page it is also possible to switch between the 8
loops by either

[ pressing the number keys 1-8 or

0 changing to another loop by means of F3 or the appropri-
ate icon.
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5.2 Loop Parameter Page
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The last component of the loop section is the Loop Parame-
ter Page, which holds all the parameters of all 8 loops. In
order to call this page

0 press [CONTROL] and [P],
Q select LOOP PARAM in the Parameters menu,

O from the Main Page select F6 or the corresponding
LOOP PARAM icon, or

Q from the Sample Page select F7 or the corresponding
icon.

On the top line of the page you can see which loop is ready
to be edited. Below this you will find the following
information for each loop:

3 The start and end point addresses. The upper figures
represent the address in decimal values, the lower - smaller
- figures give them in the system used by the FZ1.
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(1 TIME displays the loop's length in milliseconds. Each

digit can be increased or decreased directly using the two
mouse buttons, thus enabling you to make large changes

very rapidly as well as very precise fine adjustments.

Using the two small boxes beneath the numerical values
you can define any loop as a sustain or end loop.

[ In addition to this, on this page you can also program the
CROSSFADE value and the NEXT option (SKIP or
TRACE).
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6. DCA and DCF
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The DCA and DCF sections are very similar; the main
difference is that PARAMETER MODE is not available on
the DCF Page.

In order to call the DCA Page

O press [CONTROL] and [A] or select DCA ENV in the
Parameters menu,

Q click on the DCA envelope display on the Main Page, or
1 press F3 or click on the corresponding DCA icon.
In order to call the DCF Page

Q press [CONTROL] and [F] or select DCF ENV in the
Parameters menu,

Q click on the DCF envelope display on the Main Page, or

Q press F4 or click on the corresponding DCF icon.
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6.1 Editing envelopes

Envelopes can edited in two different ways.

L1 Click on one of the two small boxes in the graphic
envelope display and drag it

() to the left or right to adjust the time (RATE), or

U up or down to adjust the LEVEL of this envelope
segment.

U Using graphic editing as outlined above the numerical
values next to the envelopes also change, and naturally it is
also possible to alter these values directly using the two
mouse buttons as explained earlier.

In addition to this, each of the maximum of eight envelope
phases can also be defined as a SUSTAIN or END segment
by clicking on one of the lower boxes.

The following functions can be called from the MODIFY
box:

Copd

Enwv./-Param

Undo

COPY - this can be used to transfer the DCA to the DCF
envelope (and vice versa),

UNDO - this function cancels the previous modifications,
and

PARAMETER - a function which - as mentioned above - |
only works on the DCF Page. It opens an additional

window which makes it possible to adjust the CUTOFF
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FREQUENCY and filter RESONANCE. Simply click
onto the cut point with the mouse and drag it to the desired
position or move the cursor to the number display in order
to increase or decrease their values using the mouse buttons
with the method described above. A second click on
PARAMETER switches the display back to envelope
editing.
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7. LFO Page
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The program also includes a separate page for program-
ming the FZ1's LFO. It can be called using

0 [CONTROL] and [O] or the LFO SET item in the
Parameters menu,

Q the function key F7 or the LFO icon.

The LFO Page presents an overview of the complete
sample in the top part of the screen and beneath this one
section is displayed in detail thus enabling you to move to
the exact sample value of the LFO starting point. The
current address is displayed in sample values and millisec-
onds. The "+1", "-1" and arrow boxes can be used in
exactly the same way as on the Loop Point Page. Next to
this window there is a list of all LFO parameters, which can
be selected directly and modified using the two mouse
buttons.
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These parameters are

1 LFO WAVEFORM,

(I PHASE SYNCHRO ON/OFF,

O DELAY TIME (in milliseconds),

1 RISING RATE (the time until full intensity is reached),
1 FREQUENCY,

(d OSC DEPTH (intensity of pitch modulation),

1 DCA DEPTH (intensity of amplitude modulation),

Q DCF DEPTH (intensity of filter modulation) and

(J RESONANCE DEPTH.
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8. Keyboard Page

This page is used to program the way in which the parame-
ters Velocity and Note Number affect the DCA and DCF
envelopes.

/A Disk Midi Sanple Area/Block Parsmeters Bank ELEC BASS DH

As you can see, the DCA and DCF sections are structured
in an identical fashion. A total of 8 graphs are visible (four
for the DCA on the left, four for the DCF on the right). In
each section two graphs are used to display the note
number/envelope ratio and velocity/envelope ratio.

The first box displays the relationship between signal level
and note number (KEY FOLLOW). To change this ratio
click the mouse on the number in the appropriate box
(between "KEY FW" and "LEVEL").

In the box next to this you are able to adjust the envelope
rates to the keyboard in order to create more realistic
simulations of real instruments.

The third box in the DCA section displays the relationship
between velocity and level. A "linear” setting here means
that the signal will become louder as velocity increases.

40 Soundworks FZ1




The fourth box is used to determine the ratio between velo-
city and envelope rates. Thus, by programing this parameter
you can vary the length of the envelope with your style of

play.

The way the DCF section of the page is organized follows
exactly the same pattern so that further explanation should
not be necessary. It is used to program the variation of the
filter and its envelope.
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9. Bank Page
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All functions relating to a bank are activated from the Bank
Page.

Work can also begin here using the CREATE BLANK
function which enables you to produce a new bank.

The RENAME function is obviously used to name and
rename banks.

Using the CONFIGURATION function in the Bank Menu
or the key combination [CONTROL] and [B] enables you
to call the Bank Page. It presents all bank parameters in
compressed form and it is also possible to edit them directly
here.

Each bank can consist of up to 64 areas. In order to select
or define an area simply click on its number in the top line.
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You can then carry out the following operations:

O Using the small DELETE box you can delete the area
from the program.

0 Using COPY you can create a copy of the area within
the bank and thus, for example, very easily produce layers
consisting of several sounds.

(1 Using VOICE NO. enables you to define which voice
should be allocated to this area. We would like to empha-
size once more that only voice allocations and not the
voices themselves are part of a bank.

Q Using the keyboard in the lower part of the screen (which
displays the complete range which can be controlled by the
MIDI controller) you can determine the original now and
the lowest and highest key of each area. To do this, click on
one of the small symbols above the keyboard and drag it to
the desired position.

[1J The small box at the centre of the screen can be used to
define the "Velocity Window", within which the area can
be accessed. The two values involved (MINimum and
MAXimum velocity) can be altered using the mouse
buttons.

0 The next parameter (located next to the representation of
a VU meter) determines the LEVEL of the area.

[ Each area can be allocated its own MIDI channel, and in
addition to this you are also able to allocate each area to as
many of the FZ1's 8 individual outlets as you would like by
simply clicking them on; a tick here means that the signal
will be directed to the appropriate outlet.
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DISK MIX in the Bank menu is a rather interesting feature
which makes it possible to mix a bank which has been
saved on disk with the one currently in the computer's
memory. Simply load the desired bank, and its area data
will be appended to the bank currently being worked on.
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10. Hints on using the program

l Finally we would like to give you a few tips which should
- make it easier for you to work with SOUNDWORKS FZ1.

Basically, a certain amount of irreverence is the best
precondition for getting to know how to use this program
(or any other, for that matter). It is almost impossible to
cause serious damage; if you load a sound from disk (and
then take the disk out of the drive just to make ABSO-
LUTELY sure that nothing can go wrong), you are then
free to experiment with all the possibilities the program
offers without being involved in any risks.

Particularly in the digital section, i.e. when editing samples
on the work page, you should try out any ideas which come
into your head - the possibilities are almost unlimited and a
great deal of the things which are possible with the FZ1, but
were otherwise extremely complicated because of the
limited capabilities of its user interface, can be realized in a
matter of seconds.

For example ...

Copy sections of samples into a block buffer, place several
of them one after the other and then turn the complete
sample or parts of it around with REVERT. You then
obtain scratch or other extreme sound effects.

Transfer a complete sample into the buffer and then using
MIX BLOCK re-insert it a few sample values behind its
original position. This creates flanging and slapback effects.
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e

Mix together extremely different sounds, allocate unortho-
dox envelopes to natural intruments, mix, expand and com-
press signals with MAXIMIZE and MULTIPY/DIVIDE
until they are no longer recognizable, draw a wave form,
form a loop with it and mix the whole thing with sound
components (eg a pluck) in order to obtain complex sounds
using very little memory ... In short, simply try out every-
thing! Whatever the results you will gain experience and
learn new ways of using sampling creatively.
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11. Assignment of keys

[CONTROL] + [A] Activates the DCA Page
[CONTROL] + [B] Activates Sample Page

[CONTROL] + [F] Activates the DCF Page
[CONTROL] + [G] GRAB AREA on Sample Page
[CONTROL] + [K] Activates the Keyboard Page
[CONTROL] + [L] Activates the Loop Point Page
[CONTROL] + [P] Activates the Parameters Page
[CONTROL] + [O] Activates the LFO Page
[CONTROL] + [S] Send voice parameters on Main Page
[CONTROL] + [S] Send voice parameters on Bank Page

Using [HELP] you can display a page which informs you
about all the program's key assignments.

With the [UNDO] key it is possible to cancel the last
operation which modified data. Please note that only the
last modification can be undone in this fashion - thus if you
first worked on a sample with the DRAW function and then
maximized it, UNDO will only bring back the version
which existed before it was optimized.
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