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CONGRATULATIONS!

You have just purchased a most powerful tool for synthesizer
composition and performance. The Oberheim DSX Polyphonic
Digital Sequencer represents a new concept in synthesizer
control. The complementary products in the Oberheim product
line, the 0B-Xa, 0B-X, and 0B-SX Polyphonic Synthesizers,
provide you with complete memory and instant access to the
sounds you create on them; the addition of the DSX provides
complete memory and access to the notes you play on them.

The DSX has been designed by the Oberheim staff with the idea
of giving it all the functions that one would want in a
polyphonic sequencer, and then some.

The DSX is actually a complete microcomputer system, with the
microprocessor, memory, input and output ports, cassette dats
storage, controls and display for interactive communication,
and most of all, the computer program or "software".

To use the DSX most effectively requires some new additions
to your synthesizer techniques, mainly the learning of some
basic computer functions. If you own an Oberheim Synthesizer,
YOou are already using computers (each of the X-Series has its
own microcomputer system, too). The difference is that now
you will find that you have more control.

And isn't more control what synthesizers are all about?




The computer program software in the DSX has undergone several
revisions since the DSX was first introduced. A brief description of these
revisions follows.

REVISION MARKING DESCRIPTION
DSX l.00 B This is the original software release for 3000 note
sequencers, shipped in units starting in October 1981.

DSX 1.01 BX This is the original software release for 6000 note
sequencers, shipped in units starting November 1981.
Note that except for the original release, all software
can be used in either 3000 or 6000 note models.

DSX 2.00 C The DSX software Revision 2.00 (shipped in units starting
with serial numbers A20801-Feb. 1982) features improved
synchronization capability as well allowing selection of
play tracks or another sequence while playing a sequence.

DSX 2.10 CA The Revision 2.10 (shipped in units starting with serial
number A22011-May 1982) makes a number of minor changes
in Revision 2.00 including 6000 note merges, allowing the
synchronization with a mono phone cord (2.00 needed 3
stereo cord), and elimination of extra notes when
recording with the external CVs. All play tracks are
also turned on whenever a sequence 1is selected while in
PLAY.

DSX 2
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CD Many tape recorders invert the phase of the signal during
the recording process, causing problems during data
transfers. This software version (shipped in units
starting with serial number A23301-Aug. 1982) enables
inverted data to be read properly by the DSX Cassette
Interface. To set the DSX to read inverted dats, press
the STEP button after pressing CHECK or PLAY but before
starting the tape (while the display reads "START DATA
TAPE"). The STEP button will stay on, indicating that
the DSX is expecting inverted data.

Version 2.22 also contains improvements to Track 0, and
.allows the option of resetting the play tracks when
changing sequences.

To display the software version contained in the DSX, press "3", AN
and "7" simultaneously.

Note that this edition of the Owner's Manual describes the operation

of software Version 2.22 only. Some features operate differently with
different software.

Any DSX may be retrofitted with new software at no charge by bringing
the unit to one of Oberheim's authorized service centers.



TO PLAY THE OBERHEIM DEMONSTRATION:

Press PLAY.
TO RECORD
1) To Record you must choose which track to record on:

OPERATION: PRESS: DISPLAY READS:

Access Record Assignment SEQUENCE SELECT SEQUENCE
SEQUENCE SELECT RECRD TRK

Select Track 1 to Record On 1 SELECT VOICES

Exit Record Track Assignment ST0P * OBERHEIM DSX *

2) Place the DSX into RECORD and then play the keyboard:

OPERATION: PRESS: DISPLAY READS:
Set Record Ready RECORD * OBERHEIM DSX *
(RECORD light will flash)

Start Recording PLAY COUNT DOWN--4

COUNT DOWN--3

(The DSX gives you COUNT DOWN--2

4 beats free) COUNT DOWN--1
Play the Keyboard NOTE NUMBER 0000

(starts counting)

Finish Recording SToP * OBERHEIM DSX *

-————-——-——------_---_———_——-—— ——— - —— —— o — - —— — —————— ——

TO PLAY WHAT YOU HAVE JUST RECORDED:

Press RLAY.
TO OVERDUB:

1) Choose another Record Track the same as above:
OPERATION: PRESS: DISPLAY READS:
Access Record Assignment SEQUENCE SELECT SEQUENCE

SEQUENCE SELECT RECRD TRK

Select Track 2 to Record On 2 SELECT vOICES
Exit Record Track Assignment sTop * OBERHEIM DSX =*

_—————__-——___--_..__-__—-—-—-—- ——— e ——— . — ———— s > — e . e o . o e

2) Press RECORD then PLAY just as above.
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The DSX comes from the factory set for use with 90-120 Volts, AC
power. If the local power in your area is different, set the 110-220
switch inside the unit appropriately. This is done by removing tne
two screws on the front of the unit, and then lifting up the front
panel. The power selection switch is located in the corner on tne

right side towards the rear of the unit, near the hinge.

HOOKUP TO THE OBERHEIM 0B-Xa, 0B-SX, & 0B-X

Your synthesizer as well as the DSX should both be turned off before
being haoked up.

The 0B-Xa, 0B-SX, and 0B-X (after Serial Number 803600) are ecuipped
with a 37-pin COMPUTER INTERFACE connector. On the 0B-Xa and (0B-SX,
the connector is located on the rear panel of the unit; on the 0B-X

the connector is located on the left end bell, adjacent to the VOLUME
control.

Using the multi-pin cable supplied with the DSX, connect the
SYNTHESIZER INTERFACE of the DSX to the COMPUTER INTERFACE on the
synthesizer. This interface cable allows the computer in the DSX to
"talk" to the computer in the 0B-Xa, 0B-SX, or OB-X. Turn on tne
DSX. The display will read "CONNECT SYNTH". Now turn on the
synthesizer. The display should now read "* OBERHEIM DSX *", if
display still reads "CONNECT SYNTH", recheck your connections. T

DSX will display the "* QBERHEIM DSX * message wnenever it is ready
for your next command.

If the DSX is connected to the synthesizer while the synthesizer is
on, or if the synthesizer is turned on befare the DSX, random gata
can be transmitted to the synthesizer. While this cannot cause anv
gamage, the synthesizer may play a few random notes or no* make any

sound. To correct this situation press AUTO-TUNE and the output will
. turn on after tuning.

You may notice that the lights on your synthesizer flicker sligntly
when the DSX is conmnected. This is a function of the two
microprocessors talking to each other and is normal.

The COMPUTER INTERFACE can be added to OB-X's that do not have one.
Contact the factory or your nearest service center for details.




____-.———__-___-_________—-_-.____—__-—_-—————_-___-_____

WHAT THE DSX DOES

In the same way that your the Oberheim X-series synthesizer remembers
the sounds tha: YOU program into it, the DSX remembers the notes that
you play on the keyboard. The DSX does not record sound, buy: only
keeps track of which keys you played when. When you playback your
recording on the DSX, the DSX performs those notes on the synthesizer
the same as irf YOu were playing the keyboard. This means that the
DSX can never Play more voices than there are in your synthesizer.

If you are using the DSX with an 0B-Xa, there can be up to eight
voices and up to two sounds playing at any one time (by using the
eight External CvVs to control eight other synthesizers, this csan
increased to Sixteen voices playing at any one time).

READING THE DISPLAY

The alpha-numeric display of the DSX is designed to help you use the
OSX faster and more easily., The display will tell you what the DSX
is doing, and ask you what you would like it tg do. Also, since many
of the controls have multiple functions, the display will make i+
easier to understand those functions.

If at any time YOu need help with the operation of the DSX, press the
the button marked DISPLAY, anc more helpful information will appear
on the display.

PRESSING THE BUTTONS

WHAT 'S

Tc speed operation, the buttons show your decisions only as long as
YOu press them down. When they are let go, the DSX advances to the
next part of the current operation. So, when learning how to use
DSX, get in the habit of pressing and holding buttons to better
understand what YOu are doing. Once you have mastered the DSX, you
will appreciate the addec speecd this approach gives you.

IN A SEQUENCE

The DSX contains 10 SEQUENCES. Each SEQUENCE contains 10 TRACKS.
There are 8 VOICES ("VOICZS" in this manual refers only to the voices
in an 0OB-Xa, 0B-SX, or 0B-X) as well as 8 EXTERNAL CVs, to make a
total of 16 notes that may be recorded on 9 of the 10 TRACKS. TRACK G©
is reserved for recording patches, splits, and doubles; as well as
other data relating to the Sequence such as tempo and end point,

Any number of VOICES may be assigned to each track, but only one CV
may be assigned to each track and the CV cannot be recorded on the
same track as other VOICES. However, a track recorded with any
number of VOICES may be reassigned to be played by the Corresponding
CVs and vice versa (see Recording With External CVs ang Gates).
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A VOICE or CV may be assigned to more than one track, but some notes
may not be heard if several tracks are "competing" for the same
voice. The DSX will not rob a voice already playing in order to play
a new note.

Once you've got your SEQUENCES recorded, you can combine them into a
MERGE. If you consider a MERGE to be a complete composition, each
SEQUENCE would be a section within that composition. More about
MERGES later. For now let's start recording a SEQUENCE.

RECORDING ON THE DSX

SETTING RECORD ASSIGNMENTS
The DSX is designed to "default", or automatically chogse certain
record assignments if you don't. This makes it easy to operate the
DSX, and still provides for extreme flexiblity when you want it.
Setting the record assignments allows you to choose, for example, how
many voices you would like to record at one time. You can record one
part first, then overdub a second and a third etc., and keep each of

the parts on a separate track, even though they are being played by a
single synthesizer!

Pressing the SEQUENCE button accesses the loop of prompts which are
used to set record assignments. These prompts are:

¥y X
|

"SELECT SEQUENCE"
Choose a sequence to record or play back.
"SELECT RECRD TRK"
Select a track of the sequence to record on.
"SELECT voICcEs™
Choose the voices (1 thru 8) you wish to
record with.
"SELECT PLAY TRKS™
Choose which tracks you wish to play back.

These Prompts will repeat one after the other by pressing the
.SEQUENCE button, so if you miss something, you can repeat the loop
until you find the assignment you wish to change.

The DSX makes record assignments by default until you change them.
These default choices are:

SEQUENCE: 0

RECORD TRACK: NO CHOICE

VOICES: ALL VOICES IN YOUR SYNTHESIZER
PLAY TRACKS: ALL

TN E R NN

-




SETTING RECORD ASSIGNMENTS (CONT.)

The following example shows how to change the Record Assignments:

Example 1: Set record assignments to record four VOICES on TRACK 1
of SEQUENCE 1

OPERATION: PRESS: DISPLAY READS:
Access record
assignments SEQUENCE SELECT SEQUENCEZ
(the sequence currently assigned will light,
the seguences that are completely empty will flash)

Assign sequence 1 to
be recorded 1 SELECT RECRD TRK
(the track currently assigned will light,
the tracks that are empty will flash)

Assign track 1 to
be recorded on 1 SELECT VQICES

Turn off voices not
to be recorded 5, 6, 7, 8, SEQUENCE SELECT PLAY TRKS
(the ones that are lit are the ones that are on)

Select tracks to be
monitored SEQUENCE * OBERHEIM DSXx =

(the ones that are lit are the ones that are on)

FRNJERNNEDENRE

Once these record assignments are set, there is no need to change
them while you are recording and playing the assignea voices, tracks,
and sequence. If you wish to change any of them, press SEQUENCE
several times until you access the particular assignment that you to
change. Pressing STOP at any time will pop you out of the record
assignments loop and return you to "* OBERHEIM DSX *".

It is necessary to press SEQUENCE after choosing voices to be
recorded or tracks to be played. This is done because it is possible
to choose more than one, unlike a sequence or a record track.

When selecting a sequence or track, the buttons (0-9) that flash
represent sequences or tracks that are empty. The buttons that are
dark represent ones that are not completely empty. You may select
any sequence or track, whether the buttons are 1lit or not.

The DSX allows you to choose which tracks you wish play back. You
may turn off individual tracks if you do not wish to play them. This
feature for example, allows you to record several "takes" of a given
part and then choose between them afterwards, as with a multitrack
tape recorder. Track 0 is used to store patches, tempo, end of
sequence. More on Track 0 below.

’ !
’
~
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RECORDING A SEQUENCE
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Press RECORD and PLAY. When everything is set, the DSX will give you
four beats free and then start recording.

However, when all of the record assignments have not been set, the
DSX will "prompt" you to set them (see SETTING RECORD ASSIGNMENTS,
above),

Example 2: Recording (after record assignments are set)

OPERATION: PRESS: DISPLAY READS:
Start recording RECORD then PLAY COUNT DOWN--4
COUNT DOWN--3
COUNT DOWN--2
COUNT DOWN--1

(when recording, the DSX will count four metronome beats before it
actually starts recording.)

Play the keyboard NOTE NUMBER 0001
(starts counting)

Stop recording STOP * OBERHEIM DSX *

- > S e " € Al . e s o i —— — ———— — ——— - ——— - — —— o — — - ———

When in the RECORD READY mode (Record light flashing), you may see
how many notes are left in memory by pressing DISPLAY.

The four free beats before the DSX starts recording are eliminated by
using the PLAY/STOP FOOTSWITCH instead of the PLAY button. You must
still press RECORD first. See INTERFACING THE DSX.

A SEQUENCE

After you have recorded a sequence, you may play back what you have
recorded by pressing PLAY. The Sequence currently playing will light
on the 0-9 buttons.

If you have made a mistake, or would like to record over again, press
RECORD and PLAY once more. Your first recording will be erased, and
again, the DSX will count four beats before starting to record.

The sequence will play until all of the notes on all of the tracks
playing have finished. The seguence can be stopped at a specific

point by recording on Track O (see RECORDING PATCHES AND TEMPO ON
TRACK Q).

While playing a sequence, you may choose to play a new sequence by
pressing the desired sequence button (0-9). When the initial
Sequence has finished playing, the new one will start. You may turn
individual tracks on and off while playing a sequence as well. See
"CHANGING SEQUENCES".




Overdubbing is the process of recording more parts in
synchronization with parts already played. With the DSX,
overdubbing is basically the same as normal recording. Set the
record assignments to record on a different track, and then you are
ready.

Example 3: Overdub VOICES 5 thru 8 on TRACK 2 of SEQUENCE 1:
OPERATION: PRESS: DISPLAY READS:

Access record
assignments SEQUENCE SELECT SEQUENCE

Assign sequence 1 to
be recorded 1 (or SEQUENCE) SELECT RECRD TRK

Assign track 2 to
be recorded on 2 SELECT VOICES

Turn off voices
not to be recorded 1, 2, 3, 4, SEQUENCE SELECT PLAY TRKS

Select tracks to be
monitored SEQUENCE * OBERHEIM DSX *

Remember that a VOICE or CV may be assigned to more than one track,
but some notes may be not be heard if several tracks are "competing"
for the same voice.

TEMPQ
The DSX will record and play at tempos between 25 and 250 guarter
note beats per minute. To set the tempo, simply press either of the
SPEED buttons. While holding the button, the tempo will appear on
the display in beats per minute, and the METRONOME will click
accordingly. To examine the tempo without changing it, press both
buttons. The tempo may be set in any mode of operation but it will
only be stored when recording on Track 0. The tempo may be changed
during record and play but the display will continue to show the
elapsed note numbers and not display the tempo.




._———————————__—-—--_-—_-—--—__-—__——-_-_—-—_--———-———————————-—-———_-.—_-_--

Track 0 is reserved for recording patches, splits and doubles, tempo,
and the end of sequence. Track 0 may be recorded at the same time as
another track, or it may be recorded separately. When you start
recording, it will see the program as displayed on the front panel.
If you start recording in SPLIT or DOUBLE, the DSX will only see the
program (Upper or Lower) that is being being displayed. The DSX will
not see whether you are in Split or Double. However, while in
RECORD, the DSX will remember all of the PROGRAMMER and KEYBOARD
buttons that are pressed. If you enter the Split mode, it will
remember that you depressed the SPLIT button; if you change the Split
point, it will remember that; if you select a Double Program i.e.,
DOUBLE 6, it will remember that you pressed DOUBLE and 6 at the same
time. The DSX does not know what DOUBLE and 6 means--it only knows
that you pressed them. It is the 0B-Xa that interprets DOUBLE and ¢
and recalls the Double Program.

Example 4: Record tempo=120, programs A5 and SPLIT 4, and end of
sequence on track 0:

OPERATION: PRESS: DISPLAY READS:
Access record

assignments SEQUENCE SELECT SEQUENCE
Assign sequence 1 to

be recorded 1 (or SEQUENCE) SELECT RECRD TRK
Select Track 0 to 0 (turn off any other track that may be lit)
be recorded then SEQUENCE SELECT PLAY TRKS
Select tracks to be

monitored SEQUENCE * OBERHEIM DsSX *
Select Patch Program (on synthesizer)

AS A,5 * OBERHEIM DSXx *
Set Tempo to SPEED buttons until

120 Beats/Min. Display reads: 120 BEATS/MIN
Start recording RECORD then PLAY COUNT DOWN--4,3,2,1

NOTE NUMBER XXXX

Select Program Split 5 (on synthesizer)

SPLIT, 5 NOTE NUMBER XXXX
Set End of Sequence STOP (at the proper
moment ) * OBERHEIM DSX *

———-———————-——____..__——_——-————__-_——————-—-———-—---———-_——_-—--_
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When recording track 0, the DSX will staore what tempo you finish
recording at, and it will remember precisely where you press STOP to

end the sequence. If you press STOP before all of the notes on the
other tracks have been played, the DSX will not erase them, but you
will not hear them when playing back the sequence with Track 0§ on.

To record Track 0 at the same time as another track, press 0 and then
the additional record track when setting Record Assignments. Only
Track 0 may be switched on and off.

You may Overdub additional Program changes on Track 0 without erasing
the ones already recorded. Just Record over again. The DSX will
update the Tempo and the End of Sequence as well. To completely

erase Track 0 however, it is necessary to use the ERASE mode. See
EDIT MODES.

You may want to record the end of sequence in a quantized mode in

order to have the sequence loop in exactly the right place. See
RECORDING MODES.

L
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EDIT MODES

The DSX has five Edit Modes. Four of these modes are used for
erasing, and the fifth mode is used to change a track assignment
after the track has been recorded. The Edit Modes are accessed by
pressing the EDIT MODE button. This button accesses a loop just as
the SELECT SEQUENCE button does. The display will ask you to select
the desired edit mode. These modes are:

trase Everything
Copy Voice to CV

1: Erase a Track

2: Erase a Sequence (pressing DISPLAY will light
3: Erase a Merge up the different modes)

4:

5:

Once you select an edit mode, the DSX will guide you through the
appropriate editing process.

ERASING ‘

When recording a track, the DSX will erase what was previously
recorded on that track (except patch changes on track 0).
However, you can ERASE any track, an entire sequence, merge,

or everything in memory, respectively, with the first four
edit modes.

Example 5: Erase SEQUENCE 3:

OPERATION: PRESS: DISPLAY READS:

Access Edit Made EDIT MODE SELECT EDIT MODE

Select Erase Sequence 2 ERASE A SEQUENCE
(let go) SELECT SEQ ERASE

Erase Sequence 3 3 SEQUENCE 3 ERASE
(let go) * OBERHEIM DSX *

Example 6: Erase everything:

EE NN NN RN NN E NN

OPERATION: PRESS: DISPLAY READS:
Access Edit Mode EDIT MODE SELECT EDIT MODE
Select Erase Everything 4 ERASE EVERYTHING
(let go) HIT ERA TO CLEAR
Erase Everything ERASE NO SEQ IN MEMORY
(let go) * OBERHEIM DSX *

12




EDIT MODES (CONT.)

—--——————————_—_—-_.._.._—-—_———--———————_.._-..__..-.-_———————---—--—————_—_-—__-_

COPYING

Tracks originally recorded with Voices can be copied to be
played by the External CVs and vice versa. If a track
assigned to Voices 5 through 8 is copied, it will then be
played by External CVs 5 through 8. This fifth edit mode
enables External CVs to be used polyphonically. (see
"RECORDING WITH EXTERNAL CVS AND GATES").

Example 7: Copy Track 6 to be played by External CVs

OPERATION: PRESS: DISPLAY READS:
Access Edit Mode EDIT MODE SELECT EDIT MODE
Select Copy Mode 5 COPY VOICE TO CV
(let go) SELECT A TRACK
Select Track 6 6 TRK 6 NOW C-VS

(let go) * OBERHEIM DSX *

If this operation is repeated, Track 6 will switch back to Voices.

1 7
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RECORDING MODES
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The DSX will normally record everything that you play just as vou
play it. However, you can set the DSX to QUANTIZE or "correct" your

playing to any of several different note values between a 1/2 note
and a 1/32 note. Recording a track while in one of the Quantize
modes will make the rhythms metrically exact. If you record
sixteenth notes while Quantized to quarter notes, your recording will
playback as groups of quarter notes. The easiest way to use tns
Quantize modes is to select the rhythmic value equal to the shortest

note you want to play.

~

Pressing SELECT MODE accesses the recording mode loop. The display

shows the recording mode currently selected. The nine recorcing
modes are:

U: Real Time Mode (records as played)

1: Quantize to 1/2 note

2: Quantize to 1/4 note

5: Quantize to 1/6 note (1/4 note triplet)

4: Quantize to 1/8 note

5: Quantize to 1/12 note (1/8 note triplet;

6: Quantize to 1/16 note

7: Quantize to 1/24 note (1/16 note triplet)

8: Quantize to 1/32 note

(Pressing DISPLAY will light up the different modes)

Select 2 recording mode or press MODE to continue in the loop to the
metronome. As with any of the loops in the DSX, pressing STOP will
pop you back to "* OBERHEIM DSX *'.

METRONOME

The metronome is provided to make recording easier. It nas no effect
upon recordings. The metronome normally clicks in eighth notes. 1I:
can pe changed to click between a 1/2 note and a 1/32 note. After
setting the recording mode, the SELECT MODE loop asks you to se: the
metronome value. Your choices are the same as the quanitizng values:

1: 1/2 note click

2: 1/4 note click

3: 1/6 note click (1/4 note triplet)

4: 1/8 note click

5: 1/12 note click (1/8 note triplet)

6: 1/16 note click

7: 1/24 note click (1/16 note triplet)

8: 1/32 note click

(Pressing DISPLAY will light up the different modes )

The METRONOME is heard through a speaker inside the DSX, or by using
the CLICK OUT on the rear panel, through any other sound system. The
SPEAKER switch, also on the rear panel, will turn the speaker off if
you do not wish to hear it. The METRONOME will click only when in
RECORD, or when the SPEED buttons are pressed (see TEMPQO).

14
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There is much more a Sequence can do than just record ang playback.
The DSX enables sequences to repeat, change pitch, and change length. Parts
can be added or subtracted from a sequence by turning tracks on and off, anc
another sequence can be selected, all while playing. These features give
the live performer immediate and wide ranging compositional comtrol. And
that's what real-time is all about!

LOOPING SEQUENCES

Pressing the LOOP button will cause the DSX to repeat = seauence over
and over until STOP is pressed, or LOOP is turned off.

TRANSPOSING SEQUENCES
After pressing the TRANSPOSE button, the sequence being played back
will transpose up from the lowest note on the keyboard: in other
words, playing Cl will transpose the entire sequence up an actave,
playing Eb0 will transpose the entire sequence up a minor third. The
transposing note will not be heard.

The synthesizer will only play notes within the range of the keyboard
and transpose individual notes into an octave that is within the
keyboard. Also, the transpose only affects notes that start playing
after the transposition is made. Notes that are already playing
while the transposition is made will not be affected.

It is possible to limit the maximum transposition of a sequence.
Press and hold the TRANSPOSE button and while holding TRANSPOSE,
press a key on the keyboard. That key becomes the highest note that
will transpose the sequence. Any key pressed between the the bottom
note on the keyboard and this transpose limit will transpose the
Sequence and not play the synthesizer; any key pressed above the
transpose limit will play and not transpose. The transpose limit can
only be set while the DSX is in STOP, although the TRANSPOSE button
can be turned on and off in any mode and will remember the transpose
limit until changed or the DSX is reset (by either the DSX or the

synthesizer being switched into Cassette Mode, disconnected, or
turned off).

15
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While playing a sequence, you may choose to play another sequence bv
pressing the desired sequence button (0-9). When the initial
sequence is finished, the DSX will play the new sequence. If PLAY
is pressed after selecting a new sequence, the new sequence will
begin playing immediately.

You may select play tracks while in PLAY as well. While playing a
Seéquence, pressing SELECT SEQUENCE will call up "SELECT PLAY TRKS"
(as explained in SETTING RECORD ASSIGNMENTS). Pressing the desirec
track button (0-9) will instantly change the tracks currently
playing. The tracks will only turn on or off at the beginning cr
end of a note, so as not to cause abrupt musical changes.

The DSX will turn on all of the tracks when changing sequences unless
the play tracks are being displayed (display reads "SELECT PLAY
TRKS") at the moment when the first sequence ends and the seconcg
sequence begins. If the play tracks ARE displayed at the moment o
the seaquence change, then the play tracks will remain the same for
the new sequence.

-1

The ability to choose whether or not all of the play tracks will turn
on between sequences is useful when changing sequences in real time.
By recording the same part on the same track in each of the differen:
sequences (i.e., "Bass" on Track 1), you can change between several
S€équences without having to change tracks to play the same parts. 0f

course, the changes between seguences and tracks can be storeg as &
MERGE.

SEQUENCE LENGTH

One of most important features of the DSX is tne ability o set *ne
length of a sequence three different ways.

1) Normally, the sequence will stop (or repeat, if LQOCP
pressed) when all of the tracks that are playing have
finished.

w

b

2) If "SELECT PLAY TRKS" is displayed, the sequence will not
loop until all of the tracks, playing or not, have finished.

In this mode you can turn tracks on and of f {or ALL off) anc

the seguence length will not change.

3) If track 0 is recorded, turning on Track 0 sets the end
point to the end of Track 0, regardless of the length of other
tracks.

Keep in mind that a track doesn't end until STOP or PLAY was pressed
during the original recording of that track, to allow for rests at
the end of a track. For this reason, it is good to get in the habit,
when recording, of pressing STOP or PLAY (or stepping on the
footswitch) at the exact point you wish the sequence to end.

16
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One prominent feature of music is that it is organized into sections
that repeat ang alternate with each other. A MERGE allows you to
record each section of a piece as a separate sequence and then
combine sequences into a complete composition, saving a lot of memory
Space, not to mention time and effort,

A merge then, is a combination of sequences. The merge does not
remember the notes in g Ssequence, only the order of sequences ygu
wish to play. There is no limit (except the absolute limits of
memory space) to the number of sequences within a merge, nor to the
number of times g Séquence can repeat within a merge. A Merge can
also LOOP and TRANSPQSE .,

PLAYING A MERGE
To enter the Merge mode, press MERGE. The DSX will select merge 0 or
the merge that was previously selected.

Example 8: Play merge 1

OPERATION: PRESS: DISPLAY READS:
Access Merge mods MERGE (0 button lights) * BERIEIN DX s
Select Merge l. 1 (1 button lights) * OBERHEIM DSX *
Play Merge 1 PLAY PART 1, SEQ. 1

As the merge plays through the different sequences in it, the
Sequence number on the display will change to reflect the actual
sequence presently being played. Each sequence in the merge is given
an ascending PART number that reflects its order in the merge.

You will stay in the merge mode until you press MERGE again. The
MERGE button will remain lit whenever you are in the merge mode.

17
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Recording a merge is different than recording a sequence, because you
~11

are not playing any notes, just making a list of sequences. Actually
you don't '"record" a merge, you "edit" a merge.

To edit a merge press MERGE, then EDIT MODE. Once you entered MERGE
EDIT, it will ask you to select the sequences that will make up the
merge; the merge list.

Example 9: Recording merge 1

OPERATION: PRESS: DISPLAY READS:
Access Merge Mode MERGE (1 button lights) * OBERHEIM DSX *
Access Edit Mode EDIT MODE MERGE 1 EMPTY

(If the Display reads "PART 1,SEQ.." instead of
"MERGE 1 EMPTY", the merge is not empty and should
be erased before recording; see ERASING)

Start Merge with

Sequence 1 1 PART 1,SEQ 1
Continue with

Sequence 2 2 PART 2,SEQ 2
Continue with

Sequence 1 1 PART 3,SEQ 1
Continue with

Seguence 0 0 PART 4,SEQ O
Repeat Sequence D 0 PART 5,SEQ O
Continue with

Sequence 3 3 PART 6,SEGQ 3
Finish EDIT (light goes out) * OBERHEIM DSX *

To play the merge you have Just created, press PLAY.

If any of the Sequences in a merge are empty, they will be skipped
over when the merge is played.

1R




You may revise the listing in a merge by repeating the steps in
example 9. If there are already sequences contained in the merge the
display will display the sequence contained in the first part. Yoy
may move through the merge list by using STEP, FAST FWD, or REWIND t,,
get to the part of the merge that you wish to revise. You have threr
edit commands:

INSERT
By simply choosing a sequence with the buttons 0 thry
7, the DSX will insert the chosen sequence after tne
Seéquence just previously displayed and before the one
following in the Merge List,

ERASE
By pressing ERASE, the DSX will remove the displayed
Sequence from the merge list.

REPLACE

By pressing REPLACE, you have signalled that you wier
to replace the sequence being displayed with another
one. The display will now read "SELCT REPLACEMNT™,
Prompting you to select the replacement sequence by
pressing the desired sequence button (0 thry 9.

19
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Example 10: Re-editing
OPERATION:

Access Merge Moms
Access Edit Mode

Step to next Sequence

Step to next Sequence

Replace Sequence 1
with Sequence 5

Step to next Sequence
Step to next Seguence

Delete Sequence 0

Insert Sequence 6
Rewind back
(continues rewinding)
(continues rewinding)
Stop Rewinding
Insert Seguence ]

Step to Next Sequence

Finish Editing

_—_-—-——-_——_—-—_———————

merge 1

EDIT MODE
STEP

STEP

REPLACE
5

STEP
STEP

ERASE

6

REWIND
(hold down)

(let go)

STEP

"EDIT MODE

* OBERHEIM DSX =
PART 1,SEQ 1
PART 2,5eQ 2

PART 3,5eQ 1

SELCT REPLACMNT
PART 3,SEQ 5
PART 4,SEQ O
PART 5,SEQ ¢

PART 5,seQ 3

(You just removed sequence 0

so all of the other sequences

get moved up accordingly, )
PART 6,SEQ ¢
PART 5,5EQ 3
PART 4,5EQ 0O
PART 3,SEQ 5
PART 3,3EQ 5
PART 4,SEQ 1
PART 5,SEQ 0

(Remember, you just inserted
Sequence 1, so all the

Sequences after get moved back

accordingly.)

20




It is possible to transpose individual sequences within a merge.
While editing a merge, if you press a key on the keyboard while
selecting a sequence, the DSX will store that transposition with that
Seéquence in the merge list. The transpositions work the same way as
when transposing a sequence, in that the sequence will transpose up
from the lowest note on the keyboard.

Example 11: Transposing a sequence within a merge
(Re-editing Merge 1)

OPERATION: PRESS: DISPLAY READS:

—— - — ——— - > 0 o — e - — 2 e o . e e e i e o e

Select Edit Mode EDIT MODE PART 1,SEQ 1

Insert Sequence 2, and
Transpose up a Fourth Press and ho;d n2n,
: press "FO" on the kbd PART 2,SEQ 2

Step to next part STEP PART 3,SEQ 2

Replace Sequence 2 REPLACE SELECT REPLACMNT
with Sequence 5
transposed up a Ninth Press and hold "5",

press "D1" on the kbd PART 3,SEQ 5

Finish editing EDIT MODE SELECT MERGE 1

- — __________._-_..‘__________________

It is still possible to transpose the entire merge (including
transposed sequences) during playback by pressing TRANSPOSE and
playing the keyboard, the same as transposing individual sequences.

PLAYING SELECTED TRACKS
When editing sequences in a merge, the DSX will normally play all of
the tracks in the “sequence. However, it is possible to specify which
tracks are to be played in each sequence. This is a very powerful
feature--a sequence can be played several times with different parts
being played each time, saving memory space and eliminating the need
to record repeating lines over and over.

Selecting which tracks are to be played in a merge is similar to
selecting play tracks in a sequence. When editing a merge, the play
tracks of the sequence shown in the display may be examined by
pressing SEQUENCE. The numbered buttons will light up, representing
which tracks are to be played. Pressing the numbered buttons will
change the tracks to be played. Pressing SEQUENCE gnce more will
store those tracks with the sequence, in tha: part of the merge.

21
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Select Edit Mode

Access Play Track
Selection

Play Tracks g,1,2
of Sequence 1 (Part 1)

Exit Play Track
Selection

Insert Sequence 1
(for Part 2)

Access Play Track
Selection

Play Tracks g,1,2,5,6
of Sequence 1 (Part 2)

Exit Play Track
Selection

Finish editing

-—-———-——_———-—_—_———-——

The Transpose feature as

PRESS DISPLAY READS:
EDIT MODE PART 1,SEQ 1
SEQUENCE SELECT PLAY TRKS
3,4,5,6,7,8,9 SELECT PLAY TRKS

(turn off all tracks not to be played)

SEQUENCE PART 1,SEQ 1
1 ‘ PART 2,SEQ 1
SEQUENCE SELECT PLAY TRKS
3,4,7,8,9 SELECT PLAY TRKS

(turn off all tracks not to be played)

SEQUENCE PART 2,SEQ 1

_——--——-.——-—--—-—_——————.._-—-—._
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cassette. All that is required to use the Cassette Interface feature is an

mini-plug to mini-plug audip Connecting cables. The Cassette player must
have an earphone or ext. Speaker output.

CONNECTIONS
Connect the Earphone or Speaker output of your cassetie recorder
(a Line output Will not work) to the Jack labeled "TG QuTpyTH on
the rear of the DSX. Connect ¢ e "TO LINE INPUT™ Jack on the
Tear panel of the psX to the Line or Aux input gf YOUr cassette
Tecorder. See the Rear Pane] Diagram at the front of the manual.

To reduce hum, the "TQ LINE INPUT" jack has no groung
Connection. For this -reason, it jg necessary tc
connect both the Input and the Output cables when
Tecording data ontg the cassette recorder.

TRANSFERRING DATA
T0 RECORD PROGRAMS ONTOQ TAPE ;
1) Connect the Cassette Recorder tgp the Cassette Interface
J

acks on the rear panel of the DSX as described in the
"CONNECTIONS" section, above.

2)  Enable the Cassette Interface by throwing the Switen on the
rear panel.
3) Press the RECORD switch on the tape recorder You should now

4)  Press the CASSETTE RECORD Switch on the DSX (jt shares ga
button with the EDIT MODE switch). After the RECGRD Switch is
Pressed, five seconds of the steady "leader" tone will be sent
out followed by the actua] memory information, During this
time, the display will read "RECORDING DATA". After all of
the memory information has been tranfered, the display wil]
read "DATA COMPLETED",

5) Check the Cassette Data to make sure it has been recorded
correctly. See "Tg CHECK TAPES™", Page 25.

27
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TG PLAY PROGRAMS FROM TAPE INTO THE DSX:

1)  Connect the Cassette Recorder t

ot asse
Jacks on the rear panel of the DSX as desc
"CONNECTIONS" section, above.

2)  Enable the Cassette Interface by throwing the switch on the
rear panel.

3) Press the CASSETTE PLAY switch on the DSX (it shares a button

with the ERASE switch). The display will read "START DATA
TAPE™,

4) Press the PLAY switch on the tape recorder. You will now be
able to monitor the tape through the speaker inside the DSX.

5) As soon as the "leader" tone is recognized by the DSX, the
display will change to read "PLAYING DATA". When the

information transfer has been completed, the display will read
"DATA COMPLETED",

6) If an error is detected, the display will read "ERROR IN
DATA",

¥ %% NUTES ¥ %

If the MEMORY PROTECT SWITCH on the rear panel of the DSX is

switched ON, the display will read "MEM. PROTECTED" and the data will not be
transferred.

Some cassette recorders invert the phase of the signal in the
Process of recording and playing back. If your cassette recorder NEVER
plays data properly, the inverted phase may be the problem. The software
version 2.22 enables inverted data to be read properly by the DSX Cassette
Interface. To set the DSX to read inverted data, press the STEP button
after pressing PLAY but before starting the data tape (while the display

reads, "START DATA TAPE"). The STEP light will stay on, indicating that the
DSX is expecting inverted dats.

24
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the data on a tape without actually transferring the data into the DSX's
memory. A tape should always be checked after recording.

1) Connect the Cassette Recorder to the Cassette Interface
Jacks on the rear panel of the DSX as described in the
"CONNECTIONS" section, above.

2)  Enable the Cassette Interface by throwing the switch on the
Tear panel.

3) Press the CASSETTE CHECK switch on the DSX (it shares 2 button

with the REPLACE switch). The display will read "START DATA
TAPE",

4) Press the PLAY switch on the tape recorder. You will now be
able to monitor the tape thr0ugh the speaker inside the DSX.

5) As soon as the "leader" tone is recognized by the DSX, the
display will change to read "CHECKING DATA". When the
information transfer has been completed, the display will read
"DATA COMPLETED",

6) If an error is detected, the display will read "ERROR IN
DATA™,

** NOTES =
Once the leader tone has started and the display reads "PLAYING
DATA" or "CHECKING DATA", the Cassette interface must complete its cycle.

Some cassette recorders invert the phase of the signal in the
pProcess of recording and playing back. If your cassette recorder NEVER
checks data properly, the invertegd phase may be the problem. The software
Version 2.22 enables inverted data to be read properly by the DSX Cassette
Interface. To set the DSX to read inverted data, press the STEP button
after Pressing CHECK but before starting the data tape (while the display
Leads, "START DATA TAPE"). The STEP light will stay on, indicating that the

X is expecting inverted data.

25




POSSIBLE CAUSES oF TAPE TRANSFER ERRORS
If errors are found during the play or check process, the display
will read "ERROR IN DATA". If this happens, one of the following reasons
might be responsible:

A) The playback volume is tog high or too low. Some trial and
error may be required. Generally the best level is as high as
possible before distortion occurs (approximately 3/4 of the way

connected incorrectly, the DSX will not acknowledge the data at
all, and the display will continue to read "START DATA TAPE",

B) The leader tone is too short. At least three seconds of the
"leader" tone must come between pressing PLAY and the rough sound
of the memory information.

C) The tone control may be set improperly. It is important that
the tone control(s) be set so that neither the high nor the low
frequencies are attenuated.

D) Some cassette recorders invert the phase of the signal in the
process of recording and playing back. If your cassette recorder
NEVER checks or plays data properly, the inverted phase may be the
problem. The software version 2.22 enables inverted data to be
read properly by the DSX Cassette Interface. To set the DSX tg
read inverted data, press the STEP button after pressing PLAY or
CHECK but before starting the data tape (while the display reads,
"START DATA TAPE™). The STEP light will stay on, indicating that
the DSX is expecting inverted data.

E) The playback head azimuth of the tape recorder may be out of
alignment. This will only affect recordings made on other tape
recorders.,

F) The Batteries in the cassette machine are too weak.
G) There is a bad spot on the tape.

H) Sometimes tape errors are caused by poor recordings. Set the
recording level manually if possible, and use a LINE or AUX input
if available.

The Cassette Interface is designed to work with portable cassette
Tecorders having an "Earphone, "Speaker", or "Monitor" output. The
Interface is not designed to work with tape recorders having only s line
level output.
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Hgged. This way you can
turn of f the Power and not lose your sequences, much like the

battery backup in the 0B-Xa Polyphonic Synthesizer. However,
‘the memory in the DSX is much larger, and as g result a
rechargeable Nickel-Cadmium battery is used,

With normal use the battery will rarely be drained completely,
since the battery is able to maintain pawer to the memory fgr
Several weeks, when fully charged. However, if the battery does
become completely discharged, leave the DSX plugged in ang
turned on for 14 hours to fully recharge the battery,

As a safeguard, YOU may wish to record ipm

Portant sequences onto
cassette, using the Cassette Interface.
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INTERFACING THE DS

STOP/PLAY FOOTSWITCH

The STOP/PLAY FOOTSWITCH js designed to be used with a "momentary on
Switch like the S-0BX, available from yYour dealer. Use of the
footswitch enables severa] other convenient methods of recording angd

.playback.

PLAY/STOP

stopped. The Footswitch always starts the sequence or merge
from the beginning.

INSTANT RECORDING

RECORD TO pLAY
If the DSX jis in RECORD, pPressing the Footswitch will stop

Tecording and Jjump immedlately into PLAY ang playback what
Was just recordedq.
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Tear panel allow the DSX to control other synthesizers. Thev mev -

ey may oe

as the Oberheim Eight-Voice and Four-Voice. The eight CV and GATS
Outputs are played from the 0B-Xa (0B-S5X, 0B-X) keyboard.

Connect the desired CV OUT on the DSX to the CV IN or other
appropriate input on Your synthesizer, such as the input to the
Voltage Controlled Oscillator (VCO). Conmect the adjacent GATE QUT
on the DSX to the GATE IN or other appropriate input on your
synthesizer, such as the trigger input on the envelope generator.

T
Oberheim, and other synthesizers that utilize a gate pulse that goes
HIGH (+10 volts) when gated. Moog synthesizers use a gate pulse

that goes LOW (0 volts) when gated (S-Trig). To use any of the GATEs

ouT with-Moog synthesizers, it is necessary to change the polarity of

the gate. This is easily done. Remove the two phillips head screws
at the front of the Sequencer, and lift up the front panel. At the
top left hand side of the switch board (the top board), is an eight
position "DIP" switch, about the size of an integrated circuit,
labelled, "GATES POLARITY". The small rocker switches should be
pushed DOWN for QOberheim gates, and UP for Moog gates. Each switch
affects only the corresponding GATE on the rear panel, and does not
affect the data coming from the SYNTHESIZER INTERFACE, so you can use

several different synthesizers with the DSX, and interface them al)
properly,

ECORDING WITH EXTERNAL CVs AND GATES

Recording with an External CV is similar to recording with one of the
voices through the computer interface. The main thing 1s tnat you
cannot record on more than one of the external CVs at g time anc you
cannot mix voices and ext CVs on one Track. External CVs can pe made
to play polyphonically by copying a track recorded on Voices to be
played by External CVs (see EDIT MODES).

When setting record assignments, you must select NO voices tp pe

recorded on befaore the DSX will ask you which CVs you wish to record
with,
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Example 13: Record EXT CV 1 on Track 3 of Sequence 1:

OPERATION: PRESS: DISPLAY READS:
Access record
assignments SEQUENCE SELECT SEQUENCE
Assign sequence 1 to
be recorded 1 SELECT RECRD TRK
Assign track 3 to
be recorded on 3 SELECT VOICES
Choose voices tg be
recorded (turn all lights off),

then press SEQUENCE SELECT EXT C-vs

(selecting NO voices to be recorded allows you to select an external
control voltage)

Choose external CvVs

to be recorded 1 SELECT PLAY TRKS
Select tracks to be

monitored SEQUENCE * OBERHEIM DSx =
Start recording RECORD then PLAY COUNT DOWN--4,3,2.1
Play the keyboard NOTE NUMBER 0001
Stop recording sTop * OBERHEIM DSX *

——————-————--——_-—-—_-_-—---—————_-——————————---—-———-—————————-—_—_

While recording, the lowest note that is played will goc to the
assigned CV and NOT to the corresponding voice. Therefore, to hear

what you are recording, it is necessary to monitor the external
synthesizer.

Whenever the DSX is not in the PLAY, RECORD, or CASSETTE modes, the
CVs and GATES will output whatever the Voices inside the synthesizer
are playing. In other words, if C3 is played on the keyboard, and
the 0B-Xa's internal voice assignment system assigns it to Voice 1,
that same note will also be assigned to CV 1 and GATE 1. If eight
external voices are connected to the External CV outputs, then

the eight external voices can be played simulaneously with the eight
voices inside the synthesizer. This mode can be turned on and off by
pressing and holding TRANSPOSE and then pressing DISPLAY. The
display will read either "CV QUTPUTS ON" or "Cy OQUTPUTS OFF™
depending on its previous state. This function does not affect

recording or play back of tracks that have been assigned to the
External cv outputs.
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ADDITIONAL USES FOR THE EXTERNAL cvsg AND GATE
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The eight CVs and GATEs out pProvide many Do
control, in addition tg those described abo

s FCOT
as well as the Volume on the 0B-X. Similarly, the GATE g
the DSX can control the FOgT SWITCH inputs, Sustain, Hold, and

The Oberheim OMX Digital Drum Machine has cv and GATE inpyrs that car
be connected to the cyg and GATEs QUT of the DSX, This allows You to
play the drum sounds of the DMX from the keyboard Connected tg the
DSX. rFor more information, consult the DMX Owner'g Manual.

The CV ang GATE Outputs can be used to controg] & modular Synthesizer
as well. for Example, the CV gyt of the DSX would normally pe
connected to the [y IN of 3 Voltage Controlled Uscillator V€3, and
the GATE gyt of the DSX tp the GATE IN of an Envelope Generator, By
controlling a Voltage Controlled Amplifier (VCA; With the Envelope
Generator, ang connecting the output of the vep Lo the SIGNAL INPUT

I soung wnenever 2

Most Synthesizer patches ars quite a bit more Complicated tnen the
one just described, With severa] voltage controlleq devices utilized.
It is Certainly possible tg employ several of the CVvs ang GATEs QUT
to control g single patch, One Possibility woylg be to use g Voltage

Controlled Filter (VCF), and control its frequency From = second CV
Qutput.

With proper interfacing, many other devices can be controlied by the
CV and GATE Outputs, such as automated mixing Consoles, videg
synthesizers, lights, lasers, slige Projectors, movie Projectors,
etc.  The DsX CVs OUT have & range of 0 tg +]1Q Volts, arranged sp
that one octave on the keyboard equals 1 Volt of control voltage.

reversed (fgr Moog gates), the Gate Volt
+10 Volts when not gated.
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The DsX and DMX have been designed tg operate in S\ eg
other. When the DSX runs in tandem with a DMX or another DSX, one
Unit must pe the master and the other the slave.

vne with

0
3

HOOKUP .

Using a cable with a 1/4n phone plug at each end, connect the CLock
OUT jack on the rear Ppanel of the unit to be the master to the CLoCK
IN jack on the rear Panel of the ynit to be the slave,

OPERATION

Each unit will operate the same as before with the Foiiowing
exceptions:
The TEMPO js controlled by the master. Increasing the tempo
on the master will increase the tempo on slave gas well. The
DSX and DMy have the same TEMPO pProgramming. Recordings may
be made Separately ang Synchronized later.

To Record, Press RECORD ang PLAY as before. The only
difference here is that Tecording on the slave will not start
until the master is started. When utilizing the remote start
feature of the DSX, only the RECORD button need pe pressed.

The slave Dpgx will recognize incoming clock pulses anc automaticaiiy
enter the pPLAY mode whenever clock pulses start. f tne DSX does not
S€€ any pulses for 125 milliseconds (1/8 second), it wil)
automatically STOP. These features allow the DSX to be remotely
started ang stopped by the external clock pulse.

Note that Pressing STOP an the DSX will not stop it jr clock pulses
continue; the DSx will recognize the continuing clock pulses ancd jump
back intg PLAY after the STQP button js released. TJo stop the slave
0SX, it is nNecessary tg stop the master.

The remote start ang stop functions can be defeated by using a cable
with stereg phone plugs at each end.

** NOTE
The clock in the DSYX Tequires 96 pylses PEr quarter note
in order tg achieve its high resolution, therefore a click
track or a clock from an analog sequencer will most likely
not be fast enough to drive the DS properly,
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The DSX has been designed to SYnc to tape gag well, Svne
achieved by Tecording & sync tone from the SYNC gQuT Jack
Panel on tg a track of 5 tape Feécorder, and tnen playing
the SYNC IN Jjack.

to Tape js
on the Reg
it baclk in

RECORDING THE SYNC TONE

The DSX wi]] output the Sync tone only while
STOP or other modes, the output will pe a lea
Cassette interface, Make sure the
the Proper tempo, because the tempo will pe governed by the Sync ton
when playing back. As & result, the D5 wil} respond

the tape Speed within @ range of aboyt 20% up

in RECORD or PLAY. 1n

der tone like the
tempo that js set on the DSy is

to changes in
OT down.

M€ on your tape recorder. T7g reduce

» YOU may wish tg record
the tone at 8 reduced leve]. Press PLAY on the DSX at the point you

Wish the Séquence to start, The leader tone wil: Qlve way to o
chattering sound much like the sound of the cassecte data. When the
DSX finishes playing, the leader tone will retyrn.

tape Tecorder. The DsX

Ering sound starts. The

DSX will continue tg Play until the chattering sound stops.,

RECORDING WHILE SYNCHRONIZED TG TAPE

Recording onto the DSX while syncing to tape is much the same ag
normal Tecording. Set Record Assignments, Press RECORD ang PLAY on
the DsX, then start the tape recorder. The DSX will wait tg recorc
until the Sync tone on the tape starts, There will not be a four

click tountdown as there jis normally and the DSX wili not record
Deyond where the Sync tone stops,

HINT:

+7 you are going to be Fecording on the DSy
tape, yqu might consider Tecording sync

be safe. The DSX will stop at the end o
the sSync tone continyes

while Synchronizeg t¢
longer than YOU need just tg
f a sequence Or merge even jf
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A sequencer 'remembers" a series of sequential events, 4fta-
events have been store

stored in memory, the sequencer sends them to the
does not remember pitch, but onl.

output, one at g time. A sequencer

Fina
one

information that can be used by a Voltage Controlled Oscillator (vCg)

to oscillate at a desired pitch.

Analog Séquencers, like the Oberheim Mini
Potentiometers tg "store" the Sequence of voltages.
Séquencer, like the Oberheim DS-2,
the keyboard into a series of number er
When playing back, the digital seque t i f
into voltages.

A digital

The design of the Oberheim X-series of synthesiz
microprocessor to take over many of the functi

by direct voltage contro]. For example, in PTevious synthesjizer
designs, the output of the keyboard was a voltage
exactly 1 Volt Per Octave. In the X-series the output of the

keyboard is ngot g voltage, but a number from 0 to
the 61 keys on the keyboard

the Random Access Memory (RAM)

at all of the keys, it takes the numbers from memory a
to the eight voices, then converts them to voltages for the VCOs.

The DSX employs a second microprocessor that "talks" to the one

inside the synthesizer. After the synthesizer has stor

numbers from the synthesizer's Memory and stores them in its own
memory. This is how the DSX remembers which notes you have played.
To play back, the DSX takes the numbers from its memory
back in the synthesizer's memory.
business, looks into its memory to see if any notes were playeg
finding the numbers the DSX has placed there, assigns tnem to the
voices and then converts them to voltages for the VCgs.

ncer converts the numpers back
ers incorporates a
ons previously handled
tnat increased bv
60, representing

. The microprocessor stores the number in

. After the microprocessor has logked
nd assigns them

ed the numbers
from the keyboard in Memory, the microprocessor in the DSX takes the

yec, and

—Sequencer, use a series ¢of

converts the voltages coming from
S, and then stores the numbers,

and puts them
The synthesizer goes about its own
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‘ GLOSSARY

This Glossary containg definitions of terms as used in the DSX Manua].

ADDRESS

An ADDRESS is g location where 3 particular piece of information
(DATA) is stored.,

COMPUTER INTERFACE

computer and an external piece of equipment, in this case another
computer. The computer in the DSX and the one in the synthesizer
"talk" to each other via the COMPUTER INTERFACE.

CONTROL VOLTAGE

An electrical signal which can be used as an input to Voltage
Controllable devices such as Oscillators, Filters, Amplifiers, ete,

DATA :
DATA is the information that js processed by the MICROPROCESSOR. It
is stored in an ADDRESS.

DEFAULT
The result of not making decisions concerning parameters in the DSX.
If you do not specify which Sequence to play, for example, the DSX
will DEFAULT and specify that sequence 0 is to be played.

EPROM '
This acronym stands for Erasable Programmable Read Only Memory,
which jis exactly what it is, a memory chip that js Programmed at the
factory with a computer program. Once programmed, 'the memory can
only be read by the MICRUPRUCESSUR, and can not be written into like
the Random Access Memories (RAM).

GATE
An electrical signal which can be used to trigger Envelope Generators
and other time dependent devices.

MERGE
A combination of sequences,

MICROPROCESSOR

The MICROPROCESSOR is the "brain" of the computer. It looks at the
SOF TWARE instructions and then carries them out, reading DATA from
the proper ADDRESSES, performing the instructed function, and then
Writing the result in the proper ADDRESS.

35
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PART

PROMPT

A statement which appears on the display when the DSX needs

information from you; for example, which sequence tg play, which
track to record on, ete. !

QUANTIZE

X, your

RANDOM ACCESS MEMORY (RAM)

Random Access Memory acts like a piece of Scratch
MICRDPRUCESSOR. Unlike Read Only Memory (ROM, PROM, or EPROM)

constant]y changing. In the case of the DSX, that in
Patches, Sequences, etc,

That which is perceived as instantaneoys, The DSX conti
Performs Mmany individua] Operations, each gof which takes
complete., Yet the DSX appears to operate jin real time.

SEQUENCE

A succession of events stored in the DSX as numbers. The DSy will
remember the events as played and then will repeat them upon commang.

nually
time to

SOF TWARE

The computer Program or instructions that the computer f
its assigned task. 1In the DSX and X-series synthesizers, the
SOFTWARE i stored in EPROMS located on the circuit boards.

2L
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NUMBER OF NOTES: yp TO 6000 (assignable to any sequence)

NUMBER oF MERGES (CDMBINATIUNS OF SEQUENCES). 10
MAXIMUM NUMBER OF SEQUENCES IN A MERGE: Practically unlimited

TEMPO RANGE: 25-25(0 Beats per Minute

MINIMUM NOTE LENGTH: 2.5 Ms.
MAXIMUM NOTE LENGTH: 27 Min.
MAXIMUM SEQUENCE LENGTH: 112.5 Days

RECORDING MODES:
Real Time: (1/384 note resolution)
Quantize- between 1/2 Note and 1/32 Note

POWER: 95-130, 200-260 Volts AC, 50-60Hz, 12 Watts

DIMENSIONS: 18"(45.7¢m, wide, 11.8"(30cm) deep, 5'"(12.7em) high
WEIGHT: 1o lbs. (A.Skg/




DSX Revision 3.01 Software
Operation Guide
4/1/84

Since its release in October 1982, the Oberheim DSX Digital Polyphonic
Sequencer has established itself as the premier music programming
peripheral. As the cornerstone of the Oberheim Music System, the DSX has
changed the way music is recorded and performed around the world.

After many months of programming and testing, new computer software for
the DSX is available. The DSX software revision 3.01 adds many new features
and improves the operation and reliebility of any DSX.

This document assumes that the reader is already femiliar with the DSX.

Consequently, only changes in the DSX operation are discussed here. For
more information about the DSX, read the DSX Owner's Manual.

NEW FEATURES:

1. PUNCHIN

Any track (except track 0) can now be edited by punching in and
out and playing new notes, much like e tape recorder but with a
few twists. This works as following:

1) While in PLAY, if RECORD is pressed, the currently
selected track will begin erasing what was there and
recording whatever new notes are played (like punching in on
a tape recorder).

2) Once in RECORD, if RECORD is pressed again, the selected
track is punched out and the sequencer continues to play.
Any notes remaining on the track after punching out remain
intact (like punching out on a tape recorder).

3) Once in RECORD, if STOP is pressed, or if the sequencer is
stopped by external clock or sync pulses, the selected track

e is punched out and the sequencer stops. Any notes remsining
on_the track after punching out remain intact.

4) Once in RECORD, if PLAY is pressed, the selected track is

punched out. Any remaining notes-are erased and a new end
time is recorded for the selected track. This is useful for

making a track end sooner than was previously recorded.

Oberheim Electronics, Inc., Los Angeles, CA 90064 USA - P/N 950030
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5) If FAST PLAYTRACKS is on (see SELECT OPTIONS, below),
punching in will cause the current track to immediately start
erasing notes, and notes that were sustaining will be cut
short (just like a multitrack tape recorder). If FAST
| PLAYTRACKS is off, the current track will erase new notes,
* but notes already playing at the punch in point will continue
to sustain until the notes reach their release time.

Thia allmia facm meimab 2o Lo ~ionclae bamaiima o maban A | N
THILO TLIUWS TUL DUTICIl LIS LU UvVELLldP UTLOUDCT Jikw wivvo wanl wo
recorded while the existing notes continue. )

6) If a sequence is in LOOP, and a track is punched in and
. out before the end of the sequence, the sequence will loop as
| normal and will play the new notes that were punched in. If
the track has not been punched out by the end of the
sequence, the track will remain in record and the sequence
will not loop until finished recording. This allows for
extending the end time of a track if desired.

7) If Track 0 is being played back while recording, the track
will automatically punch out at the end of track 0, and if
LOOP is on, the track will start playing back. This is quite
useful because the track can be punched in and out repeatedly
without stopping.

THINGS TO KEEP IN MIND WHEN USING PUNCH IN:

— 1) If no track has been selected, the RECORD switch is
ignored.

2) Only the track currently selected will be recorded over
when punching in. ’

3) Only one punch in is allowed each time a sequence plays or
loops.

4) If memory protect is on, punch in is ignored.

5) If memory runs out after punching in, the display will
read NO MEMORY LEFT! and it will punch out at that point.
All remaining notes will remain intact. It is necessary to
have enough memory for the current track AND the new notes
you plan to play.

6) If a sequence is looped after punching out, and alot of
notes were recorded, the DSX may hesitate slightly before
looping the sequence. This is normal due to the large amount
of memory management required after punching in. This delay
will not occur when playing the sequence back again. If the
DSX is being clocked from a DMX, the DSX will immediately
catch back up end play in time with the DMX after the slight
delay.

Oberheim Electronics, Inc., Los Angeles, CA 90064 USA - P/N 950030




DSX Revision 3.01 Operation Guide / Page 3

2. SELECT OPTIONS

(0)
‘ (1)
(2)
(3)

A new "page" has been added to the SELECT MODE button and is
called SELECT OPTIONS. It is accessed by pressing the MODE button
three times. These options allow you to turn on or off many of
the new features of the DSX. These options remain in memory when

power is turned off. There are 12 option functions addressed
From $tha N_O hobbana tha CPEEFD hatbbana and +ha FNTT MnDL' i "hh

AW LTS Uss Udbbullb, CHICU Vi L Uubbulla, QI LIS Wb VW DV L w1

The current status of each switch is shown on the switch LEDs, or
when DISPLAY is pressed. The options are:

CV OUTPUTS ON/OFF

This switch turns on or off the CV end GATE outputs while the
DSX is in STOP mode. When the CVs are on, the eight CV
outputs will output exactly what the eight voices of the 0B-8
are playing. When the CVs are off, they will do nothing
while in STOP mode. This switch will not affect any CVs that
are playing from a sequence. In older software revisions,
This feature used to be selected with the TRANSPOSE and
DISPLAY buttons.

COUNT DOWN ON/OFF
This switch turns on or off the four beat count down before
recording. When it is off, record is entered right away
without a count off. When it is on, the DSX will count four
metronome clicks before recording. This feature also enables
a countdown while clocked to an external source, such as a
DMX.

CLIK IN PLAY ON/OFF
This switch turns the metronome on or off while in PLAY mode.
The metronome is always on while in RECORD mode, but will be
on in PLAY only if this switch is on.

EXT CLOCK IN ON/OFF

This switch enables or disables the EXTERNAL CLOCK input of
the DSX. When the switch is on, the DSX will only play if a
clock signal is present at the clock input. When it is off,
the DSX will play from its internal clock, regardless of
whether or not anything is plugged into the external clock
jack. When something is first plugged into the external
clock jack, the external clock mode is sutomatically enabled,
and the count down is automatically turned off. When the
external clock is unplugged, the external clock mode is
automatically disabled, and the count down is turned back on.
This is so that these functions stay consistant with previous
software versions, and to simplify the operation of the
sequencer.
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SYNC-TO-TAPE ON/OFF

FAST

FAST

PRGM

This switch enables or disables the SYNC TO TAPE function.
The EXTERNAL CLOCK and the SYNC TO TAPE cannot be on at the
same time, and the EXTERNAL CLOCK tekes priority. Like the
external clock, when a jack is first plugged into the SYNC TO
TAPE input, the SYNC TO TAPE is turned on and the count down
is turned off. When the jack is unplugged, the SYNC TO TAPE
is turned off and the count down is turned on.

TRK SEL ON/OFF

When FAST TRACK SELECT is off, the DSX functions the same as
its previous software versions, e.g. when a playtrack is
turned off while playing, any notes that were sustaining will
continue to sustain until they reach their release time.
When FAST TRACK SELECT is on, a playtrack will cut off
immediately when turned off. This feature can be used in
conjuction with PUNCH IN to alter sustain times for
individual notes and to allow overlapping punch ins (see
"PUNCH IN", above).

TRNSPQOS ON/OFF

When FAST TRANSPOSE is off, the DSX functions the same as its
previous software versions, e.g. when a transpose key is
selected while playing, only new notes will be transposed,
and sustaining notes will remain in the old key. When FAST
TRANSPOSE is on, all notes will transpose immediately when a
new transposition is selected.

CHANGES ON/OFF

When PROGRAM CHANGES is on, The DSX will function the same as
its previous software versions, e.g. when a program change
has been recorded onto track 0, it will be played back. When
PROGRAM CHANGES is off, program changes will still be
recorded into track 0, but they will not be played back. The
end time and the programmed tempo of track 0 will still be
played back.

REMOTE START ON/OFF

When REMOTE START is on and external clock or sync to tape is
on, the DSX will jump into play automatically if an external
clock or sync pulse is present, and stop automatically if the
clock or sync pulse stops. When REMOTE START is off, the DSX
will only play or stop when the front panel switches are
pressed. When sync to tape is used with this feature,
synchronizing the DSX to & sync tone is greatly simplified,
although it is possible for noise on the tape track to cause
false triggers when no sync tone is present. Once the sync
leader tone has been detected, the DSX will remain in STOP
until the timing pulses start.
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(9) PUNCH FOOTSW ON/OFF

This option enables punching in and out with the footswitch.
When PUNCH FOOTSWITCH is off, the footswitch operates in its
original menner, e.g. press once to play, once to stop. When
PUNCH FOOTSWITCH is on, pressing the footswitch in STOP mode
puts you in PLAY, pressing it while in PLAY punches into
RECORD and pressing it while in RECORD punches out to PLAY.
A record track must be selected in order to punch in or out.
The footswitch can be used to punch in while clocked by an
external source. See PUNCH IN, above.

(SPEEDS) SYNC OFFSET

It is possible to make the DSX play ahead of the timing source
(internal clock, external clock, or sync to tape). Pressing both
SPEED buttons while in SELECT OPTIONS mode displays "x/384 NOTE
AHEAD". The DSX can be set to play from 0 to 9/384th notes early.
1/384th note is the speed of the Oberheim System timing clock,
frequently described as 96 pulses per quarter note. At a tempo of .
125 Beats per Minute, one clock pulse equals 5 milliseconds; at 25
BPM a clock pulse is 25ms.; at 250 BPM a clock pulse is 2.5ms.
This is an "advanced" feature, aend is best used by "feel" so that
the timing of a sequence sounds right. For example, if a brass
sound is used on the synthesizer and it has a fairly slow attack,
it may be desired to put the DSX "ahead" of the beat so that the
attack of each note can start BEFORE the beat.

In RECORD, the sync offset is ignored so that recordings are
made properly. Also, there is no offset on the CLOCK OUT and
SYNC OUTputs of the DSX.

(EDIT MODE) CVS TO 0B-8 MIDI ' ’ :
Pressing the EDIT MODE button while in Select Options mode
allows you to select CVs to be "echoed" to the 0B-8's MIDI
OUTput. The display reads "CVS TO 08B-8 MIDI". Any
combination of individuel CVs can be selected to be echoed to
the 08-8 MIDI, by pressing the 1-8 buttons. This allows you
to control additional MIDI synthesizers from the DSX through
the 0B-8 MIDI output. Any CVs that are selected will be sent .
out of the 0B-8 MIDI OUT, and none of the notes being played
by the 0B-8 will be sent to the MIDI OUT. Now, any tracks
assigned to CVs will be played by the synthesizer hooked to
the 0B-8 MIDI OUT.

All CV notes will still eppear at the appropriate CV and GATE
OUTputs of the DSX. If NO CVs are selected to be echoed, the
MIDI OUT will echo the VOICES being played by the -0B-8.

If OMNI MODE on the 0B-B is ON, the selected CVs will appear
on the selected MIDI channel of 0B-8's MIDI OUT. If OMNI
MODE is OFF, then the CVs will appear on one of two MIDI
channels depending upon the Split Point of the 0B-8. All CVs
playing above the 0B-8's Split Point will appear on the
selected MIDI chennel. All CVs playing below the the Split
Point will appear on the selected MIDI channel plus 1.
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In this way, the DSX can control many synthesizers
independently: The 0B-8 can play two independent parts in
Split Mode, a second 0B-8 connected to the first 0B-8's MIDI
OUT can play the selected CVs that occur above the Split
Point, a third 0B-8 can be connected to play the CVs below
the Split Point, in addition to monophonic synthesizers
connected to the CV and GATE outputs of the DSX.

EXAMPLE OF USING TWO 0B-8s CONTROLLED FROM ONE DSX:

Connect the Master 0B-8 (synth A) to the DSX. Connect the
MIDI OUT of synth A to the MIDI IN of the Slave 0B-8 (synth
B). Any notes played on synth A will be played on synth B
(if not, go to "CVS TO 0B-8 MIDI" as described above and turn
all 8 CVs OFF). Place both synths in OMNI ON (switch C lit
on PAGE 2). Select a record track, assign it to VOICES 1-8,
and record something on synth A while listening to synth B.

r After recording, reassign this track to CVs 1-8. Go to

option "CVS TO 0B-8 MIDI" and turn on 1-8. Press PLAY. The
track that was recorded should now only play on synth B.
| Select a new track and assign it to VOICES 1-8. Record on
| synth A. Pley back both tracks. The first will be played
only by synth B, and the second track will only be played by
synth A.

Note that this function will only work on DSXs connected to
0B-8s with the MIDI option installed and revision B4 or above

— 0B-8 software. For more information, see the 0B-8 MIDI
interface addendum.

3. COPYING TRACKS
l Any track can now be copied to any other track by using EDIT MODE
5. While in STOP and MERGE is off, press the EDIT MODE button.
Now press the 5 button (this used to be "COPY VOICES TO CVS"). The
display will read "COPY A TRACK"™ while 5 is being held, and then

the currently selected sequence. When the numbered switch is

When the switch is released, the display will read "T0 SEQ *".
Select the destination sequence and the "*" will be replaced by
the sequence number. When the sequence number has been released,
the display will read "TO SEQ n TRACK *", n being the selected
sequence. Select a destination track and the "*" will be replaced
by the track number, and the track will be copied. The old
destination track will no longer exist, since the new track was
copied over it. -

STOP or EDIT can be pressed at any time in order to abort the
copy. If track 0 has been selected to be copied, it can only be
copied to another track 0. If track 1-9 has been selected to be
copied, it can be copied to any track but track 0. If there is

- not enough room in memory to copy a track, the display will read
'NO MEMORY LEFT!'.

Oberheim Electronics, Inc., Los Angeles, CA 90064 USA - P/N 950030
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TRANSPOSING COPIES
- If a key on the 0B-8 is pressed while holding the destination
track number (the last number pressed), the track will be
transposed up by the interval from the bottom of the keyboard to
the key being held when it is copied. It is possible to copy a
track to itself in order to transpose it. This transposition is

.
(e}
now permanent for the copied track. This is useful for copying

bass lines to be played in octaves, etc.

4. APPENDING TRACKS

Any track can be appended (connected) to any other track by using
EDIT MODE 6. The display will read "APPEND A TRACK" until the 6
is released, afterwhich the operation is identical to copying
tracks. The display will read "APPEND FROM TRK*". Select & track
using the 0-9 buttons and the "*" will be replaced by the track
number. When the number is released, the displey will read "TO
" SEQ *". Select the destination sequence using the 0-9 buttons and
the "*" will be replaced by the sequence number. Release the
number, and the display will read "T0 SEQ n TRK *". Select the
| destination track using the 0-9 buttons: the "*" will be replaced
| by the track number, and the append will be executed.

If the destination track is empty, the track will be appended
starting at the beginning of the sequence (this is the same as
copying). If the source track is empty, nothing will happen. If
track 0 is selected to be appended, it can only be appended to
another track 0, and if tracks 1-9 are selected to be appended,
they can only be appended to tracks 1-9.

| A track can be appended to itself to make it twice as long.

TRANSPOSING APPENDS ’
If a key on the 0B-8 is pressed while holding the destination
track number, the appended part of the track will be transposed up
by the interval from the bottom of the keyboard while being
appended.

5. COPYING SEQUENCES

Any sequence can be copied to asnother sequence by using EDIT- MODE
7. The display will read "COPY A SEQUENCE" while the 7 is being
held down, and then "COPY SEQ n TO *" when it is released. The
'n' will display the current sequnce number. Select the
destination sequence: the "*" will be replaced by the destination
sequence number, and the copy will be executed. Any data in the

' destination sequence will be erased, since the new sequence is
copied over it. Because of the large amount of memory being
processed, the execution may take several seconds.
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TRANSPOSING COPIED SEQUENCES
If a key on the 0B-8 is pressed before releasing the sequence
number, the sequence will be transposed by that key. It is
possible to copy a sequence to itself in order to transpose it.

RUNNING OUT OF MEMORY WHILE COPYING A SEQUENCE
If there is not enough room in memory to copy any tracks of a
sequence, the display will read "OUT OF MEMORY!" and will not
alter anything. If there is room to copy some of the sequence's
tracks, the display will read "COPY THRU TRK *", the "*" being the
last track of the sequence that was copied. All of the remaining
tracks will still contain their previous data.

6. COPYING MERGES

Any merge can be copied to another merge by using EDIT MODE 8.
The display will read "COPY A MERGE" while the 8 is being held
down, and then "COPY MERGE n TO *" when it is released. The "n"
will display the current merge number. Select the destination
merge and the "*" will be replaced by the destination merge
number. If there is not enough room in memory to copy the merge,
the display will read "OUT OF MEMORY!" and will not salter
anything.

7. REASSIGNING VOICES OR CVS

The voice assignments for & track can now be changed AFTER a track
has been recorded. The procedure is the same as selecting voices
before: After selecting the desired sequence aend record track,
"SELECT VOICES™ or "SELECT EXT CVS" as desired. The difference is
that now the voice assignments can be changed at any time and the
track will play on the newly assigned voices or CVs.

Any number of CVs can be assigned to a track but recording can
only take place on one CV. If a track assigned to more than 1 CV
is recorded on, it will only record to the lowest numbered CV
monophonically. The recommended method for recording
polyphonically to CVs is to record the track assigned to VOICES
and then change the voice assignments to the desired CVs. - :

It is possible to reassign a track with fewer voices than it was

recorded with. If there are more notes to be played than voices
assigned, the extra notes will not be heard.

8. PLAY MODE FROM "SELECT PLAY TRACKS"
PLAY can now be entered from the SELECT PLAYTRACKS mode by

pressing the PLAY button. The DSX will stay in select playtracks
while playing. NOTE: The DSX will only Auto-Start from STOP.
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9. PLAYING SUCCESSIVE MERGES

A new merge can now be selected while playing e merge. If the 0-9
buttons are pressed while a merge is playing, the newly selected
merge will play after the current merge is through. If a new
merge is selected and PLAY is pressed before the old merge is
finished, the new merge will begin right away. This operation is
identical to changing sequences while playing.

10. DISPLAYING PLAY TRACKS WHILE PLAYING A MERGE

Play tracks can now be displayed while playing a merge. If the
SEQUENCE button is pressed while playing a merge, the current
playtracks will come up on the 0-9 leds, just as when playing a
sequence. If the merge has been programmed to turn on or off
certain playtracks at different parts of the merge, the lights
will show which tracks are on or off at any given time. The
current tracks being played can be altered by pressing the 0-9
buttons. Any changes will not affect the programming of the
merge, and when the next part of the merge is played, the
playtracks for the new part will be recalled and displayed. The
length of each sequence in a merge is determined by the length of
the tracks that are currently on, so that if all recorded tracks
in a part of a merge are turned off, the merge will immediately
advaence to the next part.

11. LOADING INDIVIDUAL SEQUENCES AND MERGES FROM TAPE

Individual sequences and merges can now be loaded into-the DSX

from cassette tape. Enter CASSETTE MODE. To load in & single
| sequence, press the sequence number before pressing cassette PLAY.
' Press PLAY and play in the cassette all the way through. The
sequence selected will be loaeded into memory, and all other
sequences and merges will remain untouched. Any old data in the .
selected sequence location will be erased even if the new data -
loads 1mproper1y. If there is not enough room in memory, the DSX
will load in as many tracks aes possible and then display "DUT oF
MEMORY ™.

To load in an individual merge, follow the same procedure as
above, but press the MERGE button and then the merge number before
pressing PLAY. Remember that a merge does not contain any notes,
but only of list of sequences to be played. Therefore, all
sequences used in a merge must be loaded into memory in order to
make the merge play properly.

NOTE: Selective loading of sequences and merges can only be made
from Revision 3.01 cassettes. To convert an old tape to 3.01,
load the old tape into memory, and then re-save it again. The
tape will have the same data, but it will now be a Rev 3.01
cassette.
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12. IMPROVED RECOVERY OF BAD CASSETTE TAPES

The new cassette format includes an ID for each track, which
enables loading individusl sequences and merges, and also allows
cassettes with bad sections to be loaded in, so that any good
tracks can be recovered. After a bad cassette has been loaded in,
the display will read "ERROR IN DATA" but most of the data in

memory will be velid. Whichever tracks had the errors on the

™A VO AL wa e e e TesS

cassette will no longer exist, but all others will be intact.

LOADING OLDER REVISION CASSETTES

The Revision 3.01 DSX software will read tapes made on any DSX,
but older (before revision 3.01) DSXs cannot read the new
cassettes. Older DSXs must be updated to revision 3.0l before the
new tapes can be loaded in.

13. POWER ON STATUS

The DSX will now turn on in whatever state it was in when power
was turned off. Whatever sequence, merge, or track had been
selected, whatever quantize, metronome, or tempo setting when
power was turned off, all of these settings will remain the same
when power is turned back on.

14. OPERATING THE DSX WITHOUT A SYNTHESIZER

CHANGES OF OPERATION:

The DSX can now be operated without being connected to the 0B-8.
The message "CONNECT SYNTH" no longer exists. Instead, the
message "* OBERHEIM DSX *" will read ™! OBERHEIM DSX !" when the
synth is disconnected. All functions will operate as normal,
although recording notes is naturally impossible without a
synthesizer being connected to the computer interface. This
feature is useful if it is desired to play just the CV and GATEs
without haeving to connect the 0B-8.

1.

2.

CV OUTPUTS ON/OFF used to be switched when pressing DISPLAY while
holding TRANSPOSE. This is now switched on the new “SELECT
OPTIONS" page (see "NEW FEATURES"). -

The AUTO START feature of the External Clock used to be turned on
or off by using s stereo or mono clock cable. This is now
switched on and off from the new "SELECT OPTIONS" page (see "NEW
FEATURES"). This feature is used to make the DSX jump into play
when the DMX or DX is started, and has now been expanded to allow
automatic starting from a Sync-to-Tape tone as well.
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3.

The 5 scrolling help display messages have been eliminated to make
room for new features. Pressing DISPLAY while in stop now always
shows the number of notes left in memory. Previously, the
available notes could only be displayed when in "record ready"
(RECORD led flashing). The 5 messages that are gone were accessed
when DISPLAY was pressed while in STOP, MERGE, MERGE EDIT, SELECT
SEQUENCE, and SELECT RECORD TRACK. Multiple choice functions such
as selecting the Quantize or Click value will still display the
possible choices by pressing DISPLAY.

The DSX will now only recall the tempo of a sequence in a merge if
playtrack 0 for that sequence is turned on. This has no effect
when clocking externally.

Edit mode 5 (COPY VOICE TO CVS) no longer exists. The CV
assignments (SELECT EXT CVS) now allow multiple CVs to be selected
at one time. Since voice assignments can now be changed after a
track has been recorded (see below), copying a voice track to CVs
can be accomplished by reassigning the voices to CVs with the
SEQUENCE button.

The DSX will no longer automatically turn on all playtracks when a
new sequence has been selected while in play. The playtracks will
remain in their previously selected state.

If a track is recorded in real time while being clocked from the
DMX, and the DMX is in song mode so the end of the song sets the
end of the track, the DSX will end exactly on the beat.
Previously, the DSX would be behind by one clock pulse if this
method was used.

The SPEED buttons will no longer change the tempo at one constant
speed while in stop. They will change the tempo up or down once
each 1.2 seconds until it has changed the tempo four times, after
which the tempo will change seven times a second. This makes it
much easier to get from one tempo to another.

The DSX will no longer skip playing a note whose start time was
before the end time of the previous note assigned to the same
voice. This problem would usually occur when recording a
monophonic track to a CV using a quantized mode. While recording
in quantize mode, if a note is played late it is automatically
moved forward to make it in time. If this note's start time is
now before the previous note's release time, the previous note's
release time will be changed to be one clock before the new note's:
start time. Now, the new note will not be silenced by the previous
note.
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