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COPYRIGHT 
 

Copyright (c)  2006 - 2009  KRIS VAN DE CAPPELLE. 

 

Permission is granted to copy, distribute and/or modify this document 

under the terms of the GNU Free Documentation License, Version 1.2 

or any later version published by the Free Software Foundation; 

with the Invariant Sections being GNU FREE DOCUMENTATION LICENSE, no Front-

Cover Texts, and no Back-Cover Texts.   

A copy of the license is included in the section entitled "GNU Free 

Documentation License". 
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DISCLAIMER  
 

Version 

Number: 
 This is version 2.07 BETA. 

   

  EMXP v2.07 is a beta version: 

  This version has not gone through a full testing cycle yet.  

  

Note however that actually all EMXP versions should be considered to be a beta version to 

a certain degree. The number of test people and test cases is simply too low, and the time 

spent on the development and testing of EMXP by the developer is not long enough to 

justify a non-beta status. 

   

EMXP 

definition: 
 The EMXP software consists of: 

   

  - emxpn.exe (the program itself) 

  - emxpv207_manual.pdf (the EMXP manual) 

   

  Any reference to EMXP includes all of these components. 

   

Specifications: 
 

Besides E-Mu System’s SoundFont 2 specification, EMXP is not based on official 

specifications by E-Mu Systems or by Akai Pro. 
   

  

The EMAX specifications have been reverse engineered on  EMAX and EMAX II 

Hardware samplers. The AKAI implementation is based partly on the specifications by 

Paul Kellett (see www.sonicspot.com/guide/akaifiles.html) and partly on additional reverse 

engineering on AKAI S1000 samplers. The EMULATOR III and EMULATOR IIIX 

specifications have been reverse engineered on EMULATOR III and EMULATOR IIIX 

samplers. The EMULATOR II specifications have been reverse engineered on an 

EMULATOR II sampler using SOUND DESIGNER II FOR EMU II. 

  
As these specifications are not official, Kris Van de Cappelle (the author) can not guarantee 

correct results. 

  
The SoundFont 2 features of EMXP are based on the SoundFont® Technical Specification 

versions 2.01 (July 23, 1998) and 2.04 (February 3, 2006) published by E-Mu Systems. 

   

Copyright:  EMXP is copyrighted by Kris Van de Cappelle, Belgium. 2006-2009. 

   

Accountability 

/ 

Responsibility: 
 

The author is not responsible for any errors or damage caused by the EMXP software 

or the output produced by the EMXP software. 

   

  Using this software and the output produced by this software is at risk of the user. 

   

  
E-Mu Systems is not responsible for any errors or damage caused by the EMXP software 

or the output produced by the EMXP software. 

  
EMXP and the specifications on which it depends are not owned and not approved by E-

Mu Systems. 

  
Akai Pro is not responsible for any errors or damage caused by the EMXP software or the 

output produced by the EMXP software. 
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EMXP and the specifications on which it depends are not owned and not approved by 

Akai Pro. 
   

  
Digidesign is not responsible for any errors or damage caused by the EMXP software or 

the output produced by the EMXP software. 

  
EMXP and the specifications on which it depends are not owned and not approved by 

Digidesign. 

   

  
EMXP is free software and can be used and copied without any charge and without any 

further permission of the author. 
   

  EMXP however may not be sold and may not be included in commercial software. 

   

  The EMXP software may not be changed without permission of the author. 

   

  
Do not use this software or the output produced by this software if you don't agree 

with this disclaimer. 

   

Trademarks: 
 

EMAX, EMAX-SE, EMAX-SE-HD, EMAX PLUS, EMAX-HD, EMAX II, EMAX 2, 

Emulator II, Emulator III, Emulator IIIX and SoundFont® are trademarks of E-Mu 

Systems. 

  APPLE, MACINTOSH and MAC CLASSIC are trademarks of Apple Computer Inc 

  AKAI S1000 is a trademark of Akai Professional. 

  IOMEGA and ZIP(drive) are trademarks of Iomega Corporation. 

  SOUND DESIGNER for EMULATOR II is a trademark of Digidesign. 

  SOUND DESIGNER for EMAX is a trademark of Digidesign. 

  OMNIFLOP is a trademark of Sherlock Consulting Limited. 
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VERSION INFORMATION  
 

Changes since 

v2.06: 
 

Following features, improvements and changes have been implemented since the 

previous version: 

   

  - Detailed querying of SoundFont2 files (v2.00 � v2.04) 

  
- Conversion between SoundFont2 and WAV, Emulator II, Emulator III(X) and Emax (I 

and II) 

   

  
Also some bugfixing and optimizations have been done. This is especially true in the area 

of Emulator III support and conversions to/from Emulator III. 

  
The EMXP floppy driver is not supported anymore since version 2.02. To read or write 

Emax and Akai S1000 floppy disks the OmniFlop floppy driver MUST be used. 

   

Test 

conditions: 
 This version has not gone through an extended testing cycle. 

   

  This version has been tested on following hardware: 

  
- AMD Athlon 64 3000+ 1.8 GHz with internal floppy drive and with 512 MB Ram 

running Windows XP 

  
- Intel Centrino Duo 2Ghz 2GB Ram, without floppy drive, running Windows Vista Home 

Premium 

  - Macintosh Powerbook 165C running Mac OS 7.1 and Sound Designer for EmuII 

  - Macintosh SE/30 running Mac OS 6.1 and Sound Designer for Emax-I 

  - Macintosh Centris 650 running Mac OS 7.6 and Alchemy 3.0  

  - EMAX SE Upgrade Keyboard (type 1000) running OS SE 1.1 

  - EMAX Plus SCSI Rack running OS Plus 1.0 

  - EMAX II Turbo Rack 4MB (type 2213) running OS 2.14 

  - EMAX II Turbo Keyboard 4MB (type 2212) running OS 2.14 

  - EMAX II Turbo Keyboard 8MB (type 2205) running OS 2.14 

  - AKAI S1000 4MB Rack, running OS 4.40 (OS 2.00 on chip) 

  - AKAI S1000 HD 8 MB Rack, running OS 4.40 (OS 1.31 on chip) 

  - EMULATOR II+ Keyboard 2x512Kb (type 6050) running OS 3.10 

  - EMULATOR IIIXS Rack 8MB (type 6103) running OS 2.10 

  - EMULATOR III Keyboard 8MB (type 6108) running 0S 2.42 

  
- Creative Lab SoundBlaster Audigy 2 ZS soundcard with native SoundFont2 support 

driven by Creative Lab’s Vienna SoundFont Studio software. 

  - IOMEGA 250M ZIP drive SCSI (connected to EMAX sampler) 

  - IOMEGA 100M ZIP drive SCSI (connected to EMAX sampler) 

  - IOMEGA 250M ZIP drive USB (connected to PC) 

  - IOMEGA 100M ZIP drive PARALLEL (connected to PC) 

   

Test results:  Following test results were achieved till now: 

   

  - No serious problems have been found yet with version 2.07. 

  - Formatting Akai S1000 double (low) density floppy disks seems not to work all the time. 
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Some computers create disks which can not be written/read by PC nor by Akai samplers. In 

that case, either use high density disks or format the DD disks on the Akai sampler itself. 

Note: this problem did not occur so far with HD disks. Moreover, reading and writing DD 

disks that have been formatted elsewhere works perfectly fine. 

  
- Note that there are some “factory” EMAX banks available on the internet that contain 

corupt data (even EMAX-samplers will crash on them). 

  
In particular some flavours of following ZD-banks can cause problems in EMXP or in 

EMAX samplers: 
   

  - ZD750, ZD755, ZD756 

  - ZD764, ZD765, ZD766, ZD767, ZD768, ZD769 

  - ZD770, ZD771, ZD772, ZD774, ZD775, ZD776 

  - ZD787, ZD788, ZD789 

  - ZD792, ZD793, ZD794, ZD795, ZD797, ZD798, ZD799 

  - ZD800 

  

EMXP should be able to show the contents of these banks, but the corrupt parts are listed 

as “corrupt”. EMXP tries to show as much valid content as possible, e.g. if a parameter in 

one of the voices of a preset is wrong, the parameters of the preset itself and the parameters 

of the other voices can still be queried. Only the parameters of the corrupt voice will not be 

readable. EMXP can also copy/convert corrupt banks to other image types or to disks as 

long as the sample parameter area is not corrupt (luckily, these parameters seem OK most 

of the time). 

   

Your help: 
 

The EMAX, Emulator II, Emulator III and AKAI S1000 community can be 

considered the perfect "testing team" for EMXP :-) 
   

  Please don't panic or throw away this software if it crashes at the first run ! 

  
It is a beta version. This means that I have to finalize the software by adding features and 

by updating the software based on any bugs or problems reported by you. 
   

  You can report bugs and problems to esynthesist@yahoo.com 

   

Support:  I am not a professional software builder. 

   

  This means I don't have a lot of time to give support on EMXP.  

   

  I will try however to respond to as many questions and problem as possible. 
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INSTALLATION 
 
System Requirements 

 
EMXP:  

• Needs the Microsoft Windows XP operating system. Windows Vista is also supported but the floppy 

disk functions have not been tested on Vista. 

• Must be installed on a hard disk. 

• Requires less than 2 MB hard disk for software installation. 

• Requires about 30 MB RAM memory to operate. 

 

Hard disk space for using EMXP depends on the volume of sound banks and files you want to use, and on how 

many image types you want to store for each sound bank (EMAX-I or EMAX-II versions, Bank images or EMX 

images, Akai S1000 files, Emulator II/III Bank images, SoundFont2 files, …).  

 

EMXP needs: 

• An internal floppy drive in your PC if you want to be able to read/write EMAX and Akai S1000 floppy 

disks. External floppydrives (e.g. USB floppy drives) are NOT supported. 

• A CD-ROM drive or any other removable hard disk drive (such as IOMEGA ZIP), either internal or 

external, if you want to read EMAX/Emulator III CD-ROMs or read/write removable hard disks/ZIP 

disks. 

 

Important notes: 

 

1. EMXP can only process: 

• EMAX bank images that are stored in the \images subfolder  

• Wav files that are stored in the \wav subfolder (except for the Wav-files used in HTML reports 

– these are stored in the \Html\Wav subfolder) 

• EMAX OS images that are stored in the \os subfolder 

• AKAI S1000 files that are stored in the \akais1000 subfolder 

• Emulator II bank images created by SoundDesigner for EmuII which are stored in the \images 

subfolder 

• Emulator III (IIIX) bank images that are stored in the \images subfolder 

• SoundFont2 files that are stored in the \images subfolder 

Moreover the extensions for the files must be correct (see Overview and Installation).  

 

2. The response time of getting any files overview in EMXP decreases when a lot of files are present in 

the \Image, \AkaiS1000 or \Wav folders. This is especially true the first time you ask an overview after 

starting EMXP. Once loaded in memory, Windows XP will guarantee faster response times the next 

time you ask the same overview during the same EMXP session again. The initial slow response time is 

due to the fact that EMXP has to open each of the files to validate and collect some information on the 

contents of the file.  

 

3. The response time of reading and writing EMAX and Emulator III(X) bank images from/to removable 

hard disks depends on the size of the bank image.  

 

Tests show that  

• writing a 512Kb bank to a (usb) ZIP disk takes about 7 seconds. 

• reading a 512 Kb bank from a (usb) ZIP disk takes about 3 seconds. 

• writing an 8 MB bank to a (usb) ZIP disk takes about 65 seconds. 

• reading an 8 MB bank from a (usb) ZIP disk takes about 13 seconds.  
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Installation Procedure 

 
EMXP is easy to install, but if you want floppy disk support the OMNIFLOP floppy driver must be installed first 

manually. 

 

Note:  

You don’t have to install the OMNIFLOP floppy driver (omniflop.sys) if you will not read or write floppy 

disks with EMXP. 

 

Important notes: 

 

• The EMAX floppy driver (flpyemax.sys) is not supported anymore since version 2.02. You should use 

the OMNIFLOP floppy driver instead. 

• The OMNIFLOP floppy driver (omniflop.sys) is not part of the EMXP software package. OMNIFLOP 

is a product of Sherlock Consulting Limited and must be downloaded from their website. Make sure 

you use at least the 2.01j version ! Older versions are not compatible with EMXP. Newer versions are 

OK and preferred. 

• If you want to avoid having to license OMNIFLOP for use with EMXP, please use OMNIFLOP 

version v201N or higher ! 

• EMXP v2.07 does not support Emulator III(X) floppy disks ! 

• EMXP v2.07 does not support Emulator II floppy disks ! These disks will never be supported, since the 

Emulator II formats these disks in a way which is not supported by IBM PC compatible hardware (disk 

controllers, BIOS). Besides most Emulator II contain 5.25” drives only and these drives are hardly 

found on any Windows XP computer today… 

Hence the only way to get Emulator II bank files to your Windows XP computer is  

• by first downloading the banks from the Emulator II to a Mac computer running Sound 

Designer for EmuII; 

• followed by transferring these files to your PC using Mac�PC file exchange software (e.g. 

MacDisk, PC Exchange, …). 

See also chapter “Transferring Emulator II banks between PC and Emulator II”. 
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Installing the OMNIFLOP floppy driver (omniflop.sys).  
 

 

You don’t have to install the OMNIFLOP floppy driver (omniflop.sys) if you will not read or write floppy 

disks with EMXP. 

 
Note: Do not use the original EMX software(from 1993) under Windows XP with the Omniflop Floppy Disk 

Driver installed, it will (still) generate corrupt Emax disks and Emax images. 

 
You have to download the OmniFlop driver first. After downloading the omniflop package the driver has to be 

installed  before you can use floppy disks with EMXP. If you download a version lower than v201N, you will 

also have to license/register the driver for use with EMXP. This however is not required for v201N or higher. 

• Downloading the driver: 

o Follow the download instructions on http://www.omniflop.com/ 

o Make sure you install version 2.01j or higher. To avoid the licensing procedure, please 

download version 2.01n or higher !  

• Installing the driver: 

o Detailed installation instructions can be found in the manual provided by Sherlock Consulting 

Limited. 

o Here’s a brief overview of how to install the driver: 

 

 1. Unzip the OmniFlop package 

 

  a) create a folder "Emax Driver" (e.g. in "My Documents") 

  b) unzip the OMNIFLOP.ZIP package  

  c) put following files in this folder: 

   - omniflop.inf 

   - omniflop.sys 

 

 2. Make a backup of the current floppy driver of your system: 

 

  a) create a folder "Backup Driver" (e.g. in "My Documents") 

  b) copy following two files to this folder: 

   - C:\WINDOWS\inf\flpydisk.inf (setup file) 

   - C:\WINDOWS\system32\drivers\flpydisk.sys (system file) 

 

  This is just a safety measure. Windows XP should be able to reactivate 

  the original drivers automatically in case of trouble. 

 

 3. Choose  

  a) START (--> SETTINGS) --> CONTROL PANEL 

  b) click on the SYSTEM ICON 

  c) choose the HARDWARE tab 

  d) click on the DEVICE MANAGER button 

  e) unfold [+] Floppy Disk Drives (not the Floppy Disk Controllers !) 

  f) rightclick the floppy disk device and choose UPDATE DRIVER 

 

  The Hardware wizard pops up. 

   

 4. In the Hardware Wizard: 

  a) choose INSTALL FROM A LIST OR SPECIFIC LOCATION (ADVANCED) 

  b) click NEXT 

  c) choose DON'T SEARCH, I WILL CHOOSE THE DRIVER TO INSTALL 

  d) click NEXT 

  e) click BROWSE and again BROWSE. Browse to the folder "Emax Driver"  

     in which the OMNIFLOP.INF and OMNIFLOP.SYS files have been saved  

     (see step 1) 

  f) click on OMNIFLOP (.inf)  

  g) click NEXT 
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  The Hardware wizards start the installation of the driver. 

 

 5. If you get a warning about (...) NO COMPATIBILITY WITH XP (...) 

     click CONTINUE  

  

  (the driver has no XP signature but it should work fine on any XP system) 

 

 The driver has been installed now. 

 

If you installed version v201n or higher, the installation of OmniFlop for EMXP is complete. 

 

If you installed any version between v201j and v201m, you’ll have to license the driver for use with EMXP 

first. This is described below: 

 

• Registering/Licensing the driver (only for OmniFlop versions v201j to v201m): 

o After installing the driver, you can still not use the EMXP software for reading and writing 

EMAX disks if you installed an OmniFlop version older than v201n. In this case, you first 

have to run the OmniFlop software itself.  

� Start OmniFlop and select the NEXT button. 

� Select “Get a License” (see picture below). 

 

 
 

� Select “OK” on the message window (see picture below). 

 

 
 

� In the next window, scroll through the list of software packages that use the 

OmniFlop floppy driver until you find “EMXP/EMXPN (esynthesist/Kris VC)”. 

Highlight this line and press “Finish” (see picture below). 
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� The final step in the licensing procedure is to obtain the actual license. We 

recommend to use the “Register OnLine” feature instead of the “Register by e-mail” 

option. Make sure your internet connection is active. (See picture below – the actual 

registration code will look differently on your system) 

 

 
 

� OmniFlop will open your web browser and ask you to complete a registration form. 

Simply enter your e-mail address and hit the “Get License” button. (See picture 

below) Do not enter the email address of the example below :-) You have to replace it 

by your own email address. 

Do not close the OmniFlop software window yet ! You still need it to enter the 

registration code. 
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� The Sherlock Consulting webserver will confirm that the license key has been 

generated and sent to your e-mail address. (See picture below).  

 

 
 

� Check your e-mail and copy & paste the registration code in the OmniFlop 

registration window. Press “Finish”. (See picture below. Again, the registration code 

below is just a dummy, the actual one on your system will be different) 
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� You’re ready to use the OmniFlop driver with EMXP now. 

 

 

o Start using EMXP. If you still have problems with the OmniFlop driver (EMXP errorcode 

range 160-170), you can try an additional registration. Normally this additional registration is 

not required, but I describe it here anyway: start the OmniFlop software. Put an empty DSDD 

floppy disk in the disk drive. After pressing “Next”, select formatting a floppy disk, and 

choose “80/2/10*512 (EMu EMAX) 800kB” when OmniFlop asks you to select a disk layout. 

Press the “Finish” button.  

If the additional registration is required, you will get a pop-up message which tells you to 

license for Emu EMAX floppy disk compatibility. If no license is required anymore, the 

formatting of the disk will start.  

The same is true for “80/2/5*1024 (Akai S-Series DD disk) 800 kB” and “80/2/10*1024 (Akai 

S-Series HD disk) 1600 kB”. 

 

Note: please select the 10*512 Emu EMAX disklayout, not the 5*1024 one ! See picture below: 

 

 
 

o More detailed licensing instructions can be found on the Sherlock Consulting Website and in 

the OmniFlop manual. 

o At the time of writing, licensing is free but required for EMAX disk compatibility. However 

the registration can be done in realtime and fully automated so this should not be a worry… 
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Installing the EMXP software 
 
Compared to the floppy driver installation, installing the EMXP software itself is very easy. 

 

1. Unzip the EMXPV207.ZIP package 

2. Put the EMXPN.EXE file in the folder (directory) of your choice.  

a. This has to be a directory on the hard disk of your PC ! 

b. In Windows Vista, use  a subfolder of your Users folder, e.g. Documents. Don’t put 

this program in other folders. If you put the .exe file elsewhere (e.g. in the Program 

Files folder) EMXP will not be able to find its own images and files anymore ! 
3. Create the \Images, \Akais1000, \Wav, \Os, \Html, \Html\Wav and \Temp subfolders in the EMXP 

folder: 

a. By creating them manually (e.g. using Windows Explorer > File > New > … or by using 

the MKDIR dos command in a DOS Window) 

b. OR  simply by running EMXPN.EXE. If EMXPN does not find these subfolders, it creates 

them automatically ! 

4. Software installation is finished. 

 

All EMAX sound bank images that need to be processed by EMXP have to be put in the \Images folder. 

Also all EMAX images produced by EMXP will be put in the \Images folder. 

All EMAX operating system images that need to be processed by EMXP have to be put in the \Os folder. 

Also all EMAX OS images produced by EMXP will be put in the \Os folder. 

All Emulator II sound bank images that need to be processed by EMXP have to be put in the \Images folder. 

Also all Emulator II images produced by EMXP will be put in the \Images folder. 

All Emulator III (and IIIX) sound bank images that need to be processed by EMXP have to be put in the \Images 

folder. 

Also all Emulator III (and IIIX) images produced by EMXP will be put in the \Images folder. 

All SoundFont2 files that need to be processed by EMXP have to be put in the \Images folder. 

Also all SoundFont2 files produced by EMXP will be put in the \Images folder. 

All Akai S1000 files (sample, program, drum, OS) that need to be processed by EMXP have to be put in the 

\AkaiS1000 folder.  

Also all Akai S1000 files produced by EMXP will be put in the \AkaiS1000 folder. 

All WAV files that need to be processed by EMXP have to be put in the \Wav folder. Also all WAV files 

produced by EMXP will be put in the \Wav folder. 

 

All files must have EMXP-compliant file extensions. 

See section Overview for the naming conventions of images. 

Important note:  

EMXP uses other default extensions for Akai S1000 files than the ones typically used by the Akai 

community. E.g. the EMXP extension for Akai S1000 samples is .AKS, while this is .S for other 

software. Also note that some other software packages use .AKS as the extension for Akai S5000 

samples, not Akai S1000 samples… 

 
 
Starting the EMXP software 
 
You can start the EMXP software in two ways: 

• Doubleclick the EMXPN.EXE file in Windows Explorer, 

• Or type EMXPN.EXE <ENTER> in a DOS Window. 
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Uninstalling 
 
You can uninstall the EMXP software simply by removing the EMXPN.EXE file. 

 

To uninstall the OmniFlop floppy driver, follow the instructions below: 

 

 Uninstalling the floppy driver means: 

 - replacing the OmniFlop Floppy Disk Driver by the original Microsoft Driver 

 

 

 1. Choose  

  a) START --> SETTINGS --> CONTROL PANEL 

  b) click on SYSTEM ICON 

  c) choose the HARDWARE tab 

  d) click on the DEVICE MANAGER button 

  e) unfold [+] Floppy Disk Drives (! not the Floppy Disk Controllers) 

  f) rightclick the floppy disk device and choose UPDATE DRIVER 

 

  The Hardware wizard pops up. 

   

 2. In the Hardware Wizard: 

  a) Choose INSTALL FROM A LIST OR SPECIFIC LOCATION (ADVANCED) 

  b) click NEXT 

  c) Choose DON'T SEARCH, I WILL CHOOSE THE DRIVER TO INSTALL 

  d) click NEXT 

  e) either: 

   - click on the original driver (probably called "Floppy Disk Drive") 

     or: 

   - click BROWSE and again BROWSE. Browse to the folder "Backup Driver" 

     in which the FLPYDISK.INF and FLPYDISK.SYS files have been saved  

     (see step 2 in the installation instructions) 

   - click on FLPYDISK (.inf)  

  f) click NEXT 

 

  The Hardware wizards start the installation of the driver. 

 

 3. If you get a warning about (...) NO COMPATIBILITY WITH XP (...) 

     click CONTINUE  

  

 The OmniFlop driver has been uninstalled now. 

 

 

More details on the uninstall instructions can be found in the OmniFlop manual. 
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IF YOU DON’T WANT TO CONTINUE READING: A QUICK START 
 

 
We recommend that you read the whole manual before using EMXP. 

However if you’re tired of reading, you can try out EMXP now. 

Just to make things easier, we give some hints: 

 

We assume that you have either  

• EMX images 

• EMAX floppy disks 

• EMAX removable hard disks  

• Emulator II bank files created by SoundDesigner for EmuII for Mac which are transferred to your PC 

• Emulator III or IIIX removable hard disks 

• SoundFont2 files 

• Akai S1000 floppy disks 

• Akai S1000 samples (.S files) 

• or WAV files  

available before using EMXP. 

 

Not all EMXP features are available when working directly on EMAX/EMAX-II/EMULATORIII 

removable harddisks, or directly with EMAX/EMAX-II floppy disks or EMX images. 

You should always translate or copy the files first to EMXP BANK IMAGES on your PC’s harddisk 

before using the extended EMXP functions like translating between sampler formats. 

 

In order to have all EMXP functions available on the sounds within these files, you should: 

 

In case of EMX images: 

• copy the EMX images to the \Images folder 

• change the MS-DOS extension of these images to either .EM1 or .EM2 (EMAX-I or EMAX-II) 

• start EMXP 

• go to “1. Manage Emu EMAX/EMAX-II Images and Disks” 

• go to “2. Manage EMAX EMX Images” 

• select all EMX Images by typing “A” + ENTER 

• go to “1. Create Bank Image from EMX Image(s)” 

• go back to the “EMAX SAMPLER MENU” by pressing ESC a few times 

• go to “1. Manage EMAX Bank Images” 
 

In case of Sound Designer for Emax images: 

• copy the Sound Designer for Emax images to the \Images folder 

(for help on creating and transferring Emax SD files, see also chapter “Transferring Sound Designer 

for Emax files from Emax to PC”) 

• change the MS-DOS extension of these images to either .EMS (only EMAX-I is supported) 

• start EMXP 

• go to “1. Manage Emu EMAX/EMAX-II Images and Disks” 

• go to “3. Manage Sound Designer for EMAX Images” 

• select all Sound Designer for Emax Images by typing “A” + ENTER 

• go to “1. Create Bank Image from Sound Designer for Emax Image(s)” 

• go back to the “EMAX SAMPLER MENU” by pressing ESC a few times 

• go to “1. Manage EMAX Bank Images” 
 

In case of EMAX floppy disks: 

• make sure you installed the OmniFlop floppy driver, and that you are not using a USB external floppy 

drive ! 

• go to “1. Manage Emu EMAX/EMAX-II Images and Disks” 

• go to “7. Manage EMAX Floppy Disks” 

• choose the drive 

• go to “1. Manage Banks on Floppy Disk” 
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• insert a floppy disk and press ENTER 

• when the summary of the disk is shown, press ENTER 

• go to “1. Create EMX Image from Floppy Disk” 

• enter a name for the EMX file + ENTER 

• go back to the “EMAX SAMPLER MENU” by pressing ESC a few times 

• convert the EMX Image to an EMAX Bank Image by following the instructions under “In case of 

EMX images” 
 

In case of EMAX removable hard disks: 

• go to “1. Manage Emu EMAX/EMAX-II Images and Disks” 

• go to “6. Manage EMAX Removable Hard Disks / CD-ROMs” 

• choose the drive 

• go to “1. Manage Banks on EMAX Removable HD/CD” 

• insert a removable hard disk or CD-ROM in the drive and press ENTER 

• select one or more banks by entering the corresponding individual numbers OR by using block select 

with the ‘M’ key OR by pressing ‘A’ to select all banks. Press ENTER. 

• go to “1. Create Bank Image(s) from removable EMAX HD/CD Banks” 

• for each selected bank, enter a name for the bank image and press ENTER 

• go back to the “EMAX SAMPLER MENU” by pressing ESC a few times 

• go to “1. Manage EMAX Bank Images” 

 

In case of Emulator II Sound Designer bank files: 

• copy the SDII bank files to the \Images folder 

(for help on creating and transferring Emulator II SDII files, see also chapter “Transferring Emulator 

II files from Emulator II to PC”) 

• make sure the MS-DOS extension of these images is .EII 

• start EMXP 

• go to “2. Manage Emu Emulator II Images” 

• go to “1. Manage Emulator II Bank images” 

• select one or more banks by entering the corresponding individual numbers OR by using block select 

with the ‘M’ key OR by pressing ‘A’ to select all banks. Press ENTER. 

• Choose the required action, e.g. if you want to make WAV files, select “4. Show Samples”, select one 

or more samples and choose “1. Create WAV File(s) from selected Sample(s)”. 

 

In case of Emulator III or IIIX removable hard disks: 

• go to “1. Manage Emu Emulator III Images and Disks” 

• go to “3. Manage Emulator III Removable Hard Disks / CD-ROMs” 

• choose the drive 

• go to “1. Manage Banks on Emulator III Removable HD/CD” 

• insert a removable hard disk or CD-ROM in the drive and press ENTER 

• select one or more banks by entering the corresponding individual numbers OR by using block select 

with the ‘M’ key OR by pressing ‘A’ to select all banks. Press ENTER. 

• go to “1. Create Bank Image(s) from removable Emulator III HD/CD Banks” 

• for each selected bank, enter a name for the bank image and press ENTER 

• go back to the “EMULATOR III SAMPLER MENU” by pressing ESC a few times 

• go to “1. Manage Emulator III Bank Images” 

 

In case of SoundFont2 files: 

• copy the SF2 files to the \Images folder 

(only SoundFont2 files are supported (v2.00 � v2.04); SoundFont 1 files are NOT supported) 

• make sure the MS-DOS extension of these files is .SF2 

• start EMXP 

• go to “6. Manage SoundFont files” 

• select one or more files by entering the corresponding individual numbers OR by using block select 

with the ‘M’ key OR by pressing ‘A’ to select all files. Press ENTER. 

• Choose the required action, e.g. if you want to make mono WAV files, select “4. Show Samples”, select 

one or more samples and choose “1. Create WAV File(s) from selected Sample(s) (always mono)”. 
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In case of Akai S1000 floppy disks: 

• make sure you installed the OmniFlop floppy driver, and that you are not using a USB external floppy 

drive ! 

• go to “4. Manage Akai S1000 Images and Disks” 

• go to “7. Manage Akai S1000 Floppy Disk” 

• choose the drive 

• go to “1. Manage Akai S1000 Files on Floppy Disk” 

• insert a floppy disk and press ENTER 

• when the summary of the disk is shown, press ENTER 

• go to “1. Show all Akai S1000 Files on Floppy Disk” 

• select one or more files by entering the corresponding individual numbers OR by using block select 

with the ‘M’ key OR by pressing ‘A’ to select all files. Press ENTER. 

• go to “1.Copy Akai S1000 File to PC” 

• for each selected floppy disk file, enter a name for the PC-file and press ENTER 

• go back to the “AKAI S1000 SAMPLER MENU” by pressing ESC a few times 

• go to either “2. Manage Akai S1000 Program Files only” or “3. Manage Akai S1000 Sample Files only” 

 

In case of Akai S1000 sample files: 

• copy the sample files to the \Akais1000 folder 

• change the MS-DOS extension of these files (from .S) to .AKS 

• start EMXP 

• go to “4. Manage Akai S1000 Images and Disks” 

• go to “3. Manage Akai S1000 Sample Files only” 

 

 

In case of WAV files: 

• make sure the WAV-files are not encoded and have a maximum of two channels (i.e. mono or stereo) 

• copy the WAV files to the \Wav folder 

• (if necessary) change the MS-DOS extension of these files to .WAV 

• start EMXP 

• go to “5. Manage WAV Files” 
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OVERVIEW OF EMXP 
 
 
Features 
 

EMAX-related features: 

EMXP is able to: 

• Read / write EMX images (compatible with the original EMX software) 

• Read / write Sound Designer for Emax 1.12 images  

• Read / write / format EMAX floppy disks (if the OmniFlop floppy driver has been installed) 

• Read / write removable hard disks and read CD-ROMs for EMAX-I and EMAX-II. E.g. ZIP disks (both 

100M and 250) are also supported by EMXP. Make sure a removable HD drive (such as IOMEGA ZIP) 

or CD-ROM drive has been connected to your PC or installed into your PC. 

o EMXP can read/write individual EMAX sound banks from/to removable hard disks (such as 

ZIP disks) 

o EMXP can backup/restore complete removable hard disks. 

o EMXP can read individual EMAX sound banks from R/O EMAX hard disks, such as CD-

ROMs. 

o EMXP can also backup R/O EMAX hard disks (CD-ROMs), but to restore these images to CD 

again, you’ll need a CD burning software capable of burning ISO images. 

• Create / initialize new (empty) Emax HD/CD images from scratch. This feature allows to 

create/assemble/change complete user-defined HD/CD images upfront. Once the sound library on the 

image is ready, you can save the whole image to a removable harddisk (using the “restore” function) or 

burn it to CD-ROM (using a burning software). The HD/CD is ready now for use in an Emax sampler. 

• Read / write backup images of your removable EMAX hard disks. 

• Read / write EMAX bank images. A bank image contains a whole bank, whereas an EMX image 

contains only one floppy disk image of a bank. On EMAX-II a bank can take up to 16 floppy disks, 

hence up to 16 EMX images. A “bank image” contains all of the 16 images in one “full image”. 

• Read / write EMAX or EMAX-II operating systems from / to floppy disks or from / to removable 

EMAX hard disks. Note that only the EMAX Plus 1.0 OS can be written to EMAX-I removable hard 

disks, and only the EMAX-II 2.14 OS can be written to EMAX-II removable hard disks. 

• Convert EMAX and EMAX-II samples to WAV files. 

• Create EMAX and EMAX-II bank images from a selected set of WAV files. 

• Convert EMAX bank images between EMAX format and EMAX-II format. The original EMAX format 

consists of 12-bit samples compressed to 8-bit files. The EMAX-II format consists of 16-bit samples 

and is not compressed. Note that EMAX samplers do not support all sampling rates of EMAX-II 

samplers. EMXP currently does NOT support sampling rate conversion. If you convert an EMAX-II 

image to an EMAX-I image while the bank’s sampling rate is not supported by EMAX-I, the converted 

bank can still be read by an EMAX-II sampler but it can probably not be read by an EMAX-I sampler. 

• Convert EMAX and EMAX-II bank images to Akai S1000 program files and sample files. 

• Convert EMAX and EMAX-II bank images to Emulator II bank images. 

• Convert EMAX and EMAX-II bank images to Emulator III and Emulator IIIX bank images. 

• Convert EMAX and EMAX-II bank images to SoundFont2 v2.01 files. 

• Create EMAX and EMAX-II bank images from a selected set of Emulator II bank images. 

• Create EMAX and EMAX-II bank images from a selected set of Emulator III/IIIX bank images. 

• Create EMAX and EMAX-II bank images from a selected set of SoundFont2 (v2.00 � v2.04) files. 

• Show all parameters of Bank, Preset, Key Area, Voice and Sample data on screen. 

 

 

EMULATOR II-related features: 

EMXP is able to: 

• Convert Emulator II bank images into EMAX and EMAX-II bank images. 

• Convert Emulator II bank images into Emulator III and Emulator IIIX bank images 

• Convert Emulator II bank images into SoundFont2 v2.01 files 

• Create Emulator II bank images from a selected set of EMAX or EMAX-II bank images. 

• Create Emulator II bank images from a selected set of Emulator III or Emulator IIIX bank images 

• Create Emulator II bank images from a selected set of SoundFont2 (v2.00 � v2.04) files 

• Convert Emulator II samples to WAV files. 
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• Create Emulator II bank images from a selected set of WAV files. A new Emulator II bank image is 

created and the WAV-files are translated to samples in this file. Also one or two presets are created and 

each sample is assigned to a key within the preset. 

• Show all parameters of Bank, Preset, Key Area, Voice and Sample data on screen. 

 

 

EMULATOR III-related features: 

EMXP is able to: 

• Read / write removable hard disks and read CD-ROMs for Emulator III and Emulator IIIX. E.g. ZIP 

disks (both 100M and 250) are also supported by EMXP. Make sure a removable HD drive (such as 

IOMEGA ZIP) or CD-ROM drive has been connected to your PC or installed into your PC. 

o EMXP can read/write individual Emulator III and IIIX sound banks from/to removable hard 

disks (such as ZIP disks) 

o EMXP can backup/restore complete removable hard disks. 

o EMXP can read individual Emulator III and IIIX sound banks from R/O Emulator III(X) hard 

disks, such as CD-ROMs. 

o EMXP can also backup R/O Emulator III(X) hard disks (CD-ROMs), but to restore these 

images to CD again, you’ll need a CD burning software capable of burning ISO images. 

• Create / initialize new (empty) Emulator III HD/CD images from scratch. This feature allows to 

create/assemble/change complete user-defined HD/CD images upfront. Once the sound library on the 

image is ready, you can save the whole image to a removable harddisk (using the “restore” function) or 

burn it to CD-ROM (using a burning software). The HD/CD is ready now for use in an Emulator III(X) 

sampler. 

• Read / write backup images of your removable Emulator III(X) hard disks. 

• Convert Emulator III/IIIX bank images into EMAX and EMAX-II bank images. 

• Convert Emulator III/IIIX bank images into Emulator II bank images 

• Convert Emulator III/IIIX bank images into SoundFont2 v2.01 files 

• Create Emulator III/IIIX bank images from a selected set of EMAX or EMAX-II bank images. 

• Create Emulator III/IIIX bank images from a selected set of Emulator II bank images 

• Create Emulator III/IIIX bank images from a selected set of SoundFont2 (v2.00 � v2.04) files 

• Convert between Emulator III and Emulator IIIX bank images. 

• Convert Emulator III(X) samples to WAV files. 

• Create Emulator III bank images from a selected set of WAV files. The WAV-files are translated to 

Emulator III samples, but the samples are not assigned to any key and no preset is created. Moreover 

only the original Emulator III format is supported, not the EIIIX format. 

 

 

SoundFont2-related features: 

EMXP is able to: 

• Convert SoundFont2 files (v2.00 � v2.04)  into EMAX and EMAX-II bank images. 

• Convert SoundFont2 files (v2.00 � v2.04)  into Emulator III and Emulator IIIX bank images 

• Convert SoundFont2 files (v2.00 � v2.04)  into Emulator II bank images 

• Create SoundFont2 v2.01 files from a selected set of EMAX or EMAX-II bank images. 

• Create SoundFont2 v2.01 files from a selected set of Emulator III or Emulator IIIX bank images 

• Create SoundFont2 v2.01 files from a selected set of Emulator II bank images 

• Convert SoundFont2 (v2.00 � v2.04) samples to WAV files (16 bit only) 

• Create SoundFont2 v2.01 files from a selected set of WAV files. A new SoundFont2 file is created and 

the WAV-files are translated to samples in this file. Also one or more presets are created and each 

sample is assigned to a key within the preset. 

• Show all parameters of Bank, Preset, Instrument, Zone and Sample data on screen. 

 

 

Akai S1000-related features: 

• Read and write Akai S1000 program files, sample files, drum files and OS files from / to Akai S1000 

floppy disks (both DD and HD disks). 

• Backup/restore complete Akai S1000 floppy disks to/from Akai S1000 floppy disk images. 

• Read Akai S1000 files from Akai S1000 floppy disk images. 

• Format Akai S1000 floppy disks. Note however that some problems can occur with Akai S1000 double 

density disks formatted by EMXP. Sometimes these disks can not be read/written by both EMXP and 
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Akai samplers after the EMXP-format procedure. In that case, please reformat the disk in the Akai 

S1000 sampler itself, or use HD disks. 

• Convert Akai S1000 sample files to WAV-files. 

• Convert WAV-files to Akai S1000 sample files. 

 

 

Physical formatting of removable EMAX and Emulator III(X) hard disks is NOT supported by EMXP version 

2.07 (*).  

Especially formatting ZIP disks is not supported because the available USB WinXP drivers for IOMEGA ZIP 

drives do not allow the formatting of more sectors than strictly required by Windows XP. EMAX and Emulator 

III(X) samplers however need a few more sectors. These sectors can be read/written by the available drivers, but 

not formatted. Don’t ask me why. 

ZIP disks formatted by an Apple Macintosh do format these additional sectors, but I have decided not to put an 

‘initialisation format function’ into EMXP since you would first need an Apple computer to format the disks 

before initializing them on a Windows XP machine. 

 

(*) Logical formatting is also not supported, but can be “emulated” by using the “create new HD/CD backup 

image” feature and by copying (restoring) this image to the removable harddisk. This harddisk must have been 

physically formatted for Emax/Emulator III, e.g. by first formatting it on an Apple Macintosh. 

 

 
 
 
 
File location & naming constraints 
 

All EMAX sound images (bank, zip backup, EMX) that have to be read by EMXP must be put in the \Images 

folder. 

All EMAX sound images (bank, zip backup, EMX) created by EMXP will also be put in the \Images folder. 

Subfolders of \Images are NOT supported. 

 

All EMAX operating system images that have to be read by EMXP must be put in the \Os folder. 

All EMAX operating system images created by EMXP will also be put in the \Os folder. 

Subfolders of \Os are NOT supported. 

 

All Emulator II bank images that have to be read by EMXP must be put in the \Images folder. 

All Emulator II bank images created by EMXP will also be put in the \Images folder 

 

All Emulator III(X) sound images (bank, zip backup, …) that have to be read by EMXP must be put in the 

\Images folder. 

All Emulator III(X) sound images (bank, zip backup,  …) created by EMXP will also be put in the \Images 

folder. 

 

All SoundFont2 files that have to be read by EMXP must be put in the \Images folder. 

All SoundFont2 files created by EMXP will also be put in the \Images folder 

 

All Akai S1000 files (program, sample, drum, OS, image) that have to be read by EMXP must be put in the 

\Akais1000 folder. 

All Akai S1000 files (program, sample, drum, OS, image) created by EMXP will also be put in the \Akais1000 

folder. 

Subfolders of \Akais1000 are NOT supported. 

 

All WAV files that have to be read by EMXP must be put in the \Wav folder. 

All WAV files created by EMXP will also be put in the \Wav folder. 

Subfolders of \Wav are NOT supported. 

 

The naming conventions of the images are: 

• Any Windows XP supported name is OK… 

• … but the file MUST have an EMXP-defined extension. See following table. 
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Image type DOS file extension 

EMX image EMAX-I bank .EM1 

EMX image EMAX-II bank .EM2 

Sound Designer for EMAX file .EMS 

Bank image EMAX-I .EB1 

Bank image EMAX-II .EB2 

Bank image Emulator II .EII 

Bank image Emulator III(X) .EB3 

Removable harddisk backup image EMAX-I .EZ1 

Removable harddisk backup image EMAX-II .EZ2 

Removable harddisk backup image Emulator 

III(X) 

.EZ3 

EMAX Operating System image .EMX 

SoundFont2 file .SF2 

Akai S1000 program file .AKP 

Akai S1000 sample file .AKS 

Akai S1000 drum file .AKD 

Akai S1000 operating system file .AKO 

Akai S1000 floppy disk image .AKI 

WAV file .WAV 

HTML file .HTML 

 

 

 

Note: 

The old EMXP version 0.91 required specific naming rules for EMAX-II multi-disk images (the filename had to 

end with _1, _2, …). This is not required anymore since EMXP version 1.91. 
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Conversion flows supported by EMXP 
 

 

The following diagram shows all possible read/write dataflows supported by EMXP.  
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The bank images (extensions .EB1, .EB2, .EB3, .EII and .SF2) are the cornerstones of EMXP.  

This is very important, especially for EMAX users since until now the “standard” files used within the EMAX 

community are EMX-files, not bank image files. 

 

EMXP can not use EMX images as its central layout, because EMX images don’t necessarily contain the whole 

EMAX bank. This is true for EMAX-II, of which sound banks can take up to 16 EMX images or 16 floppy 

disks. E.g. if EMXP wants to convert a sample from an EMAX-II bank to WAV layout, it must be sure that it 

can read the whole sample at once. With EMX images this is not guaranteed as the sample could be spread over 

two or more EMX files. 

 

As a consequence, if you want to copy a bank from floppy to a EMAX removable hard disk 

• you first have to create the EMX images from the floppy disks 

• than you have to merge all EMX images into one bank image (automatically, using EMXP of course) 

• and finally you can copy the bank image to the removable hard disk. 

Copying floppy disks directly to removable hard disks or even to bank images is not supported because of the 

damage this can cause (risk of uncomplete bank images or HD banks). 

 

Therefore we recommend to build at least a library of EMAX bank images, because you will always need these 

if you want to: 

• read / write removable hard disks 

• convert between EMAX-I and EMAX-II banks 

• convert to Akai S1000 samples and programs. 
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USER INTERFACE 
 

 
The user interface of EMXP is still plain old DOS look & feel, although it can only run under Windows XP… 

 

However the user interface is more user-friendly than the old EMX or EMXP v0.91 version. 

E.g. you don’t have to type input file names anymore: you can select file(s) from a list. 

 

The main screen after launching EMXPN.EXE looks like this: 

 

 

 
 

 

Selecting a menu option can be done simply by typing the menu option number. 

E.g. if you want to process EMAX disks or files, you press 1 and the EMAX SAMPLER MENU will be shown. 

Note that you don’t have to press ENTER: after pressing 2, EMXP immediately responds and executes the 

requested function. 

 

EMXP consists of ten types of screens: 

 

1) Menu screens, in which you can choose a function of EMXP 

2) List screens / overviews, in which you can choose one or more items (images, banks, presets, files…) 

3) Detailed information screens, in which all details of an item are displayed 

4) Name request screens, in which you can type in a name for a newly created file  

5) Disk request screens, in which EMXP asks you to put a disk in a drive 

6) Confirmation screens, in which you have to confirm critical operations such as deleting a bank 

7) End-of-process screens, in which EMXP confirms that (part of) a process has been completed 

8) Warning or Error screens, in which EMXP tells you something has gone wrong (WARNING / ERROR) 

or seriously gone wrong (FATAL ERROR). 

9) Proceeding screens, in which EMXP shows how much % of the operation has already been executed 

10) Wait screens, that ask you to be patient while EMXP is doing something. 

 

In almost all screens, you can leave the screen and go back to the previous screen by pressing the ESCAPE 

button on your keyboard. 

 

Windows itself may also show warning or error screens due to some processes in EMXP. This is true when a 

serious bug occurs (e.g. a System Error due to a memory leak), but Windows messages can also pop up when 

specific EMXP actions are performed, e.g. when you want to format a floppy disk which currently contains an 

unknown disk layout.  
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See the example below, where we want to format an EMAX floppy disk while the disk has been formatted for 

Apple Macintosh previously: 

 

 
 

(Note: we apologize for the non-English message example – it’s in Dutch) 

 

In that case, simply press “continue” and continue using EMXP. 

 

 

Important note: 

 

If you go back to a list of images or files on your harddisk, the list is not refreshed automatically with possible 

new content in the \Images, \Akais1000 or \Wav directory. To refresh the list, you have to go back to the main 

menu and select the list function again ! 
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Now we will give some more details on each of the screentypes: 

 

 

Menu screen 

 
E.g. the main menu shown before. 

On a menu screen you can: 

• Select a menu option by typing the correct option number 

• Leave the menu by pressing ESC. 

 

 

List screen 

 

In a list screen, you see an overview of items such as banks or images.  

E.g. an EMX image overview: 

 

 
 

 

On a list screen you can: 

• Select one or more items by typing the item number. E.g. you have to type 001 to select the 000-

GRANDPIANO1_1 EMX image in the above list. Once you have selected an item, an ‘X’ is put in 

front of it. You can select more than one item, but if you select multiple items, the list of possible 

actions on it can be smaller. You can only type numbers that are displayed on the current screen. Items 

on following or previous screens can only be selected by scrolling to these screens first. 

• Select / deselect one or more ranges of items by typing ‘M’. After typing ‘M’, you’ll have to provide 

the number of the start item and the number of the end item to select or deselect the items of that range. 

To enter the required start number and end number, you can scroll through the screens in order to find 

the requested items. 

• Select / deselect all items by typing ‘A’. 

• Scroll between screens (if more than 18 items are available) by pressing the PGUP or PGDN buttons on 

your keyboard. Note that selected items of other screens are memorized, so if you scroll back you will 

still find your selected items. 

• Go to the function menu to perform some actions on the selected items. This can be done by pressing 

ENTER. 

• Leave the list by pressing ESC. 

• Perform an action on a selected item, e.g. jump directly to the Preset overview for a selected bank 

(instead of going to the menu first). Actions are only supported if one item has been selected. A 

maximum of two actions are provided, depending on the overview screen. The available actions can be 

found in the bottom right corner (e.g P for preset overview and S for sample overview). 
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Detailed information screen 

 

On a detailed information screen, EMXP shows all parameters and their values that are available for a selected 

item. E.g. voice parameters for a specific voice that has been selected in the Voice Overview screen: 

 

 
 

On a detailed information screen you can: 

• Scroll up/down using the PGUP/PGDN keys. This has only effect if the details span more than one 

page. 

• Leave the screen and go back by pressing ESC. 

 

 

Name request screen 

 
In a name request screen, EMXP asks you to type in a name of a target file. 

E.g. a name request screen for a bank image: 
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On a name request screen you can: 

• Type a name, followed by ENTER. 

• Accept a default name suggested by EMXP, simply by pressing ENTER. 

• Leave the screen and go back by pressing ESC. 

 

Note: when a filename must be entered, the extension of the file (e.g. .EMX or .EB1) will automatically be 

appended by EMXP. If you add an extension to the filename yourself, it will be considered part of the name, not 

as the extension itself ! 

 

 

Disk request screen 

 
In a disk request screen, EMXP asks you to select a drive letter or to put a disk in a drive. 

E.g. enter the drive letter of your floppy drive: 

 

 
 

 

On a disk request screen you can: 

• Enter a drive letter 

• Accept the default drive letter simply by pressing ENTER 

• Confirm that a disk is in the drive by pressing ENTER 

• Leave the screen and go back by pressing ESC. 

 

 

Confirmation screen 

 
On a confirmation screen, EMXP asks to confirm some critical operations, such as terminating a copy process 

(see example). 
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On a confirmation screen you can: 

• Press Y to confirm 

• Press any other key to go on 

• Sometimes it is also possible to press ESCape. The difference between ESC and “any other key” is that 

ESC can terminate a sequence in which you are confirming actions, while “any other key” only skips 

the current action. 

 

 

End of process screen 

 

In an end-of-process screen, EMXP informs you that an operation has been completed (successfully). 

E.g. end of an operation to convert EMX images to bank images: 
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On an end-of-process screen you can: 

• Leave the screen by pressing any key 

 

Note: this screen also pops up when only (an important) part of a process has been completed, but not the whole 

process yet. In the example shown above two EMX files are being merged into one bank image file. EMXP 

shows that the first EMX file has been copied successfully (see “part (1/2)”-indicator) but it will ask for the next 

EMX file in the next screen (not shown here). 

 

 

Error screen 

 
In an error screen, EMXP informs you of an error that has occurred. 

Sometimes an error is fatal, i.e. an internal error has occurred due to a bug in the software. If this kind of error 

arises, EMXP will be terminated immediately. 

E.g. an error when a file is in use by another program: 

 

 
 

On an error screen you can: 

• Leave the screen by pressing any key 

 

Below is an example of a warning screen, in which EXMP tells you that it has found a corrupt HD backup image 

while looking for all HD backup images in the \Images folder: 

 



 32 

 
 

On this kind of warning screen, you can: 

• Skip the current warning and go on (perhaps to the next warning), by pressing any key besides ESC 

• Skip the current and all succeeding warnings of the same type, by pressing ESC. E.g. in the example 

above EMXP might have found other corrupted images. To avoid the popup of a warning screen for 

every corrupted image, press ESC. 

Note that the current version of EMXP might also contain some memory leaks (bugs). If such an error occurs, 

EMXP will crash and a Windows system error will pop up on your screen. We apologize for this, but hey, this is 

a beta version !   

 

Proceeding screen 

 

On an proceeding screen, EMXP informs you of the remaining time to complete a job.  

EMXP uses a bar at the bottom of the screen to show you this. 

This bar is only shown when some slow activity is going on, such as reading / writing floppy disks or removable 

hard disks. 
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Important note: You can not interrupt the activity while this screen is shown. If you type something on the 

keyboard, this is remembered by EMXP and will be executed after the proceeding screen has disappeared ! As 

this is a dangerous practice, we recommend not to enter anything at all on the keyboard while the proceeding 

screen is shown ! 

 

On a proceeding screen you can’t do anything. The screens disappears automatically after completion of the job. 

 

 

Wait screen 

 

On an wait screen, EMXP asks you to wait until the processing of EMXP has completed. This is almost the same 

as a proceeding screen, but there is no “time bar” in a normal wait screen. 

 

 
 

Important note: You can not interrupt the activity while this screen is shown. If you type something on the 

keyboard, this is remembered by EMXP and will be executed after the wait screen has disappeared ! As this is a 

dangerous practice, we recommend not to enter anything at all on the keyboard while the wait screen is shown ! 

 

On a wait screen you can’t do anything. The screen disappears automatically after completion of the operation. 
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USING EMXP 
 
 
WARNING 
 
The current version of EMXP is still a BETA version (which becomes a tradition with EMXP…). 

This means that you should NOT TRUST EMXP ! 

Don’t rely on this software version as the only way of saving your sampling work ! 

You don’t want to destroy your ZIP disk containing weeks of studio sampling time. 

If you use this software, you are aware of the fact that 

• this software is not tested thoroughly 

• this software could “destroy” the contents of your floppies or removable hard disks 

• you are a beta tester 

Please report your EMXP-problems to esynthesist @ yahoo.com 

 

That being said, I can say that  

• until today almost no (serious) error reports have been sent to me 

• I am using EMXP myself all the time and it has never caused any damage to my disks, to my sample 

library and to my samplers. 

  

 

RECOMMENDATION 
 

If you want to use the removable hard disk capabilities of this software, such as the support for ZIP disks, we 

strongly recommend to: 

• use an empty removable hard disk formatted by an EMAX/Emulator III sampler when using EMXP for 

the first time, 

• to backup your removable hard disk first if it already contains valuable sound banks, before writing 

additional content to it with EMXP.  

 

 

STARTING EMXP 
 
You can start the EMXP software in two ways: 

• Doubleclick the EMXPN.EXE file in Windows Explorer, 

• Or type EMXPN.EXE <ENTER> in a DOS Window. 

 

 

 
USING EMXP: CONCEPT 
 
 

EMXP is “source object oriented”. This means that you have to choose one or more source objects first and then 

select what you want to do with the source object(s). 

This is the opposite of “target object oriented” where you first have to decide what objects or information you 

want to have and then select the sources from which the objects or information must be derived. 

 

Let’s give an example. 

 

If you want to create some WAV files from EMAX samples, you first have to select the source bank.  

E.g. 

• You ask an overview of the banks on a ZIP disk first 

• You select one bank 

• You ask an overview of the samples in that bank 

• You select a sample 

• You ask to create a WAV file from the sample 
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Because of this source object oriented approach, the high level menu screens of EMXP shows all possible object 

types you can perform actions on. 

After launching EMXPN.EXE, you get the main menu of EMXP. 

 

 
 

At the moment you can choose to work with either EMAX disks/files, Emulator II files, Emulator III(X) 

disks/files, Akai S1000 disks/files, WAV files or SoundFont2 files. 

 

 

EMAX OBJECTS 
 

If you select option 1 on the main menu, you get all possible Emu EMAX source objects: 

 

 
 

You can choose between 8 options. 

 

Option 1, must be used if you want to “do something with”: 

• Bank images (both EMAX-I and EMAX-II) stored in the \Images folder 
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“Doing something” here means: 

• Selecting one or more of the images (or one or more banks in the selected image) 

• Copying the selected items (images or banks) to another image or to a disk (removable hard disk) or 

converting banks between EMAX-I format and EMAX-II format. 

• Getting detailed information on the banks, presets, voices and samples stored in the selected image(s) 

• Converting complete EMAX banks to Akai S1000 samples and programs 

• Converting samples from the banks in the images to WAV files 

• Converting complete EMAX banks to Emulator II banks, Emulator III(IIIX) banks or SoundFont2 files 

• Extracting an operating system from a removable HD backup image 

• … 

 

Options 2, 3 and 5 must be used if you want to “do something with”: 

• EMX images (both EMAX-I and EMAX-II) stored in the \Images folder 

• Sound Designer for Emax files (only EMAX-I) stored in the \Images folder 

• Backup images of EMAX removable hard disks / CD-ROMs (both EMAX-I and EMAX-II)  stored in 

the \Images folder. 

 

“Doing something” here means: 

• Selecting one or more of the images (or one or more banks in the selected image) 

• Copying the selected items (images or banks) to another image or to a disk (floppy / removable hard 

disk) 

• Getting detailed information on the banks, presets, voices and samples stored in the selected image(s) 

• Extracting an operating system from a removable HD backup image 

• … 

 

Options 6 and 7 must be used if you want to “do something” with the contents of a floppy disk or removable 

EMAX hard disk / CD-ROM. 

 

“Doing something” here means almost the same as for options 1, 2, 3 and 5: 

• Selecting one or more banks 

• Copying the selected items to an image on your hard disk 

• Getting detailed information on the banks, presets, voices and samples stored on the disk 

• Extracting an operating system from a disk 

• … 

 

Option 4 must be used if you want to copy an EMAX Operating System to a floppy disk or removable EMAX 

hard disk. 

 

Option 8 is a special one. Here you can define what the target sampler is. You can choose between EMAX-I and 

EMAX-II. 

This option has almost no effect on the functions of EMXP. The only function that depends on it is the 

conversion of EMAX-II bank images to EMAX-I bank images. If your target sampler is defined as EMAX-I and 

the sampling rate of the source EMAX-II bank is not supported by EMAX-I samplers, EMXP can either change 

the samplerate to an EMAX-I sample rate (*), or keep the original sample rate (which is OK if the compressed 

bank will be used on EMAX-II samplers). This choice can be defined in option 7. 

 

(*) when changing samplerates, EMXP will always DOWNGRADE the samplerate to the nearest (lower) 

supported sample rate. 

 

 

 

EMULATOR II OBJECTS 

 
If you select option 2 on the main menu, you get all possible Emulator II source objects: 

 

But… only one type of Emulator II objects is supported by EMXP: the Emulator II Bank image created by 

Sound Designer for Emu II.  

So there’s only one option: option 1. 
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Option 1 can be used if you want to “do something with” EmuII Bank images stored in the \Images folder 

 

“Doing something” here means: 

• Getting detailed information on the bank, presets, voices and samples stored in the selected image(s) 

• Converting samples from the banks in the images to WAV files 

• Converting Emulator II banks to EMAX banks, Emulator III(X) banks or SoundFont2 files 

• … 

 

 

 

EMULATOR III (IIIX) OBJECTS 

 
If you select option 3 on the main menu, you get all possible Emulator III source objects: 

 

You can choose between 8 options. 

 

Option 1 must be used if you want to “do something with”: 

• EmuIII Bank images (both EmuIII and EmuIIIX) stored in the \Images folder 

 

“Doing something” here means: 

• Selecting one or more of the images (or one or more banks in the selected image) 

• Copying the selected items (images or banks) to another image or to a disk (removable hard disk) 

• Getting detailed information on the banks, presets, voices and samples stored in the selected image(s) 

• Converting complete Emulator III/IIIX banks to EMAX banks, Emulator II banks or SoundFont2 files 

• Converting samples from the banks in the images to WAV files 

• … 

 

Option 2 must be used if you want to “do something with”: 

• Backup images of EmuIII removable hard disks / CD-ROMs (both EmuIII and EmuIIIX)  stored in the 

\Images folder. 

 

“Doing something” here means: 

• Selecting one or more of the images (or one or more banks in the selected image) 

• Copying the selected items (images or banks) to images on your hard disk 

• Getting detailed information on the banks, presets, voices and samples stored in the selected image(s) 

• Restoring the complete image to a removable hard disk 

• Converting samples from the banks in the images to WAV files 

• … 

 

Option 3 must be used if you want to “do something” with the contents of a removable Emulator III(X) hard 

disk or CD-ROM. 

 

“Doing something” here means almost the same as for option 2: 

• Selecting one or more banks 

• Copying the selected items to an image on your hard disk 

• Getting detailed information on the banks, presets, voices and samples stored in the selected image(s) 

• Converting samples from the banks in the images to WAV files 

• … 
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AKAI S1000 OBJECTS 

 
If you select option 4 on the main menu, you get all possible Akai S1000 source objects: 

 

 
 
Option 1 can be used to get an overview of all Akai S1000 files in the \AkaiS1000 folder, except for the 

operating system files. 

From this list, you can either choose to copy files to a floppy disk, or to remove some files. 

 

Option 2 and 3 give a subset of the view from option 1. From the generated overview, you can again choose to 

either remove or copy files. 

In addition, if you select option 3 you will also be able to convert Akai S1000 samples to WAV files. 

 

Option 4 and 5 have the same function as option 1, but limited to either Akai S1000 drum files or Akai S1000 

operating system files. 
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With option 6 it is possible to browse the files within a backup image of an Akai S1000 floppy disk. You can 

choose to extract on or more of these files. 

 

Option 7 must be used to manage Akai S1000 floppy disks. Functions available are: formatting disks, copying 

individual Akai S1000 files from floppy disk to PC harddisk, and making backups of floppy disks. 

 

NOTE: while testingEMXP it seemed that formatting Double DensityAkai S1000 disks does not always result in 

usable disks. However, EMXP can still read and write the contents of Akai S1000 DD disks formatted by the 

Akai S1000 sampler itself.  

 

 

 

 

SOUNDFONT 2 OBJECTS 

 
If you select option 6 on the main menu, you get immediate access to the SoundFont2 files, on which (after 

selecting one or more files) following actions are possible: 

• Getting detailed information on the bank, presets, instruments, zones and samples stored in the selected 

file(s) 

• Converting samples to WAV files 

• Converting SoundFont2 files to EMAX banks, Emulator II banks or Emulator III(X) banks 

… 

 

Please note that original SoundFont “version 1” files can not be processed by EMXP. 

Only SoundFont2 files are supported. All known SoundFont2 versions, from v2.00 to v2.04, are supported, but 

when using v2.04 files only the 16 bit portion of the 24 bit sound data is processed. 

 

 
 
WAV OBJECTS 

 
Option 5 on the main menu can be used to select one or more WAV files and merge them together into an 

EMAX bank image, into an Emulator II or Emulator III bank image, into a SoundFont2 file or to convert them to 

Akai S1000 samples. 

 

Please note that not all WAV files can be processed by EMXP.  

EMXP can only convert WAV files with following characteristics: 

• The WAV file must be either MONO or STEREO. Multi-channel .WAV files (e.g. 5.1 surround) are 

not supported. 

• The .WAV files must contain raw audio. Encoded audio is not supported. 

• The .WAV file must be 16-bit. Lower or higher precisions are not supported. 

 

 

 

General note on converting WAV-files: 

 
EMXP only translates basic WAV data to the target format (EMAX, EMUII, EMUIII, SF2, AKAI S1000). Only 

the actual sound data is transferred to the target file. Parameters like loop information etc. are not translated. 

Some more extended WAV-translation may be built into EMXP in the future (esp. the loop parameters). 

 

 

Note on converting from WAV to EMAX: 
 

EMXP will convert the sample rate of the WAV-file to an EMAX supported sample rate. This conversion will 

always be an UPGRADE to the nearest (higher) supported sample rate (except if the WAV samplerate is higher 

than 41667 Hz for EMAX-I or 44100 Hz for EMAX-II). 

 

Total memory required for all selected .WAV files may not exceed: 

o 512 Kb for EMAX-I 
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o 8 Mb for EMAX-II 

EMXP will give a warning if you exceed these limits. 

 

EMXP will put each selected .WAV file on a different key of the same preset (called PRESET 00). 61 keys are 

used (C1 --> C6). If more than 61 .WAV files have been selected, a second preset (called PRESET 01) is 

created. And so on. The .WAV files are assigned to the keys in alphabetical order. 

 

If the .WAV file is stereo, the two stereo tracks are put in the primary and the secondary voice of the key. EMXP 

will also change the DUAL VOICE or STEREO VOICE parameter to ON. 

 

The original pitch of each sample is preserved, independent of the key EMXP will assign the sample to. 

E.g. Suppose your .WAV file is sampled at C3 pitch. If EMXP puts this sample on C1, the C3 pitch can be heard 

on that C1 key. You can change this to whatever you want by using the "edit assignment" function on your  

EMAX sampler. 

 

 

 

Note on converting from WAV to Emulator II: 

 

EMXP will convert the sample rate of the WAV-file to 27778 Hz (the only Emulator II supported sample rate).  

 

Total memory required for all selected .WAV files may not exceed 484000 bytes (samples). EMXP will give a 

warning if you exceed this limit. 

 

EMXP will put each selected .WAV file on a different key of the same preset (called PRESET 00). 61 keys are 

used (C1 --> C6). If more than 61 .WAV files have been selected, a second preset (called PRESET 01) is 

created. The .WAV files are assigned to the keys in alphabetical order. 

 

If the .WAV file is stereo, the two stereo tracks are put in the primary and the secondary voice of the key. 

 

The original pitch of each sample is preserved, independent of the key EMXP will assign the sample to. 

E.g. Suppose your .WAV file is sampled at C3 pitch. If EMXP puts this sample on C1, the C3 pitch can be heard 

on that C1 key. You can change this to whatever you want by using the "edit assignment" function on your  

Emulator II sampler. 

 

 

Note on converting from WAV to Emulator III: 
 

EMXP will create Emulator III images only. Conversion from WAV to Emulator IIIX images is not supported 

yet. As Emulator IIIX samplers can perfectly read Emulator III images, this should not be a real problem. 

 

EMXP will translate a maximum of 99 samples (WAV-files) into one Emulator III image. Only samples are 

created. This means that the samples will not be assigned to any key (zone) in any preset. That’s something 

you’ll have to do yourself on the Emulator III. Note that this is a different approach than with the WAV-to-

EMAX conversion… 

 

EMXP will convert the sample rate of the WAV-file to an Emulator III supported sample rate. All samplerates 

below 7000 Hz will be upgraded to 7000 Hz. All samplerates above 50000 Hz will be downgraded to 50000 Hz. 

Any samplerate between 7000 Hz and 50000 Hz is preserved. 

 

Total memory required for all selected .WAV files may not exceed 8 Mb. EMXP will give a warning if you 

exceed this limit. 

 

The mono (left) and stereo characteristics of the WAV-files is preserved. 

 

Also the original pitch of each sample is preserved, independent of the key you will assign the sample to. You 

can influence this pitch by changing the “original key” parameter in the “place sample” module of any Emulator 

III(X) sampler. 
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Note on converting from WAV to Akai S1000 samples: 

 
EMXP will convert the sample rate of the WAV-file to an Akai S1000 supported sample rate (either 22050 Hz or 

44100 Hz). This conversion will always be an UPGRADE to the nearest (higher) supported sample rate (except 

if the WAV samplerate is higher than 44100 Hz). 

 

 

Note on converting from WAV to SoundFont2: 
 

There are no limitations regarding the conversion from WAV to SoundFont2. 

 

 

 
MORE INFORMATION 
 

We think all screens are pretty self-explanatory. So we won’t discuss them in further detail here.  

 

At the end of this document we show two examples of typical scenarios using the EMXP software: 

1. Copy a set of 2-disk EMAX-II floppy bank to an EMAX-II zip disk. 

2. Create an EMAX-I EMX image from a set of WAV files. 
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CORRUPT BANKS AND VALIDATION RULES 

 
 

Strong validation rules 

 
Starting from version 1.91 EMXP applies strong validation rules to the banks and images it is processing. 

 

Image validation 

 
The disk and image validation layer checks things like: 

• Is a floppy formatted for EMAX, Akai 1000 ? 

• Is a removable hard disk formatted for EMAX or Emulator III ? 

• Is an EMX image “EMX-signed” and does it have the correct size ? 

• … 

If this validation fails EMXP will report an error and you will not be able to use the image(s). 

If the validation is successful you will be able to get at least an overview of banks and/or operating systems on 

the image, or to write banks and operating systems to the image/disk. 

 

If EMXP encounters a disk or image error, your sampler will also not be able to process the disk or image. 

 

 

Bank validation 
 

Bank validation is independent of disk and image validation. It only occurs for EMXP functions that need access 

to the actual content of the bank. 

(Un)fortunately a lot of features of EMXP need the values of the bank parameters:  

• Of course this is true for all “show detail” and reporting functions, as these functions print the values of 

those parameters to the screen or to HTML files.  

• Also all overview (list) screens of presets, samples, voices and key areas depend on some parameter 

values.  

• Even most copy functions (like copying EMX images or converting images between EMAX-1 and 

EMAX-2 layout) need some of the parameters, especially the sample parameters. 

 

Bank parameter validation within EMXP is set up in two levels: 

• Level 1: limited bank parameter validation. This is the validation of parameters like Number Of Disks, 

DiskNumber, Emax type (I or II) or Emulator type, Number Of Sequences, etc. Also the preset and 

sequence addressing scheme and some other global addresses are validated on level 1. 

• Level 2: validation of all preset, sample, key area and voice parameters. This also includes detailed 

addressing schemes of the voices, key areas and samples. 

 

Some functions of EMXP only require level-1 validation. But other functions require level-2 validation. The 

examples at the beginning of this paragraph all require level-2 validation. 

 

If EMXP encounters a bank error, your sampler might still be able to load the corrupt bank. However it is pretty 

sure that the sampler will crash while using the bank, especially if you try to use the invalid preset/sample/voice 

which caused the bank to be corrupt… 

 

 

 
How EMXP handles corrupt banks 

 

 
Showing parameter details 
 

EMXP validates each individual parameter stored in a bank. If EMXP encounters a corrupt parameter, it will put 

a “corrupt flag” on the object containing the wrong parameter.  
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E.g. if a preset contains 10 voices, and voice 3 contains an invalid parameter, voice 3 gets a “corrupt” indicator 

and its detailed parameters can not be shown by EMXP. However all other voices and the preset parameters 

themselves can still be displayed by EMXP.  

 

Note: one of the common problems found in corrupt EMAX banks is that parameters are simply missing. E.g. a 

preset contains 10 voices, but all data on the last 4 voices is missing and only half of the parameters of the 5th 

voice are present. The bytes that should contain these parameters are often filled with (a copy of) parameters of 

another object (preset, voice, …). This problem is probably caused by reading EMX bank images from 800K 

floppies using 720K file routines (i.e. ignoring the every 10
th

 sector of the EMAX disks).  

 

The example below shows the contents of a corrupt bank found on the internet (EMU Factory Bank ZD775): 

 

 
 

In this example, a lot of presets contain invalid parameters. For each corrupt preset EMXP shows a “CORRUPT” 

flag and an errorcode which explains what parameter causes the (first) error. A list of possible errors can be 

found at the end of this chapter. 

 

If we select the P01 preset in the example above, and request an overview of the voices in that preset, we get the 

results below: 
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As you can see, even this “valid” preset contains corrupt data: voice 001 seems to be invalid. 

 

To correct these errors, we recommend to load the bank into your sampler, try to load the parameters and change 

the values. Save the bank and copy it back to your PC. 

 

 

Copying/converting corrupt banks 
 

EMXP will not disable the image copy and conversion functions for banks which are corrupt on the second level 

(e.g. invalid presets). Banks which are corrupt on the first level can not be processed by EMXP. 

 

When converting between EMAX and EMAX-II: 

Corrupt EMAX banks can be converted to EMAX-II and the other way around. The errors will be copied as 

well. 

Only if one of the sample parameters is corrupt, copying EMAX banks will not be possible anymore. This is 

due to the fact that EMXP needs the sample addressing scheme to create or copy images. But even when the 

sample parameter area seems to be OK, the actual addresses can be wrong. As a consequence, the copied bank or 

generated WAV file can contain (part of the) sound data of two different samples of the bank at the same time. 

 

When converting between samplertypes EMAX – Emulator II – Emulator III – Emulator IIIX: 

Only those parts that are corrupt will not be converted. All valid parts (presets, samples, voices) will still be 

subject of conversion though. 

 

 

Emax error list 

 

This paragraph gives the list of possible errors causing a corrupt bank, preset, voice, key area or sample. 

 

Bank level 1 errors: 

 

1: disknumber 

2: recent preset or sequence 

3: sequence address 

4: sample parameter address 

5: total samplesize 

6: number of required floppy disks 

 

Preset parameter errors: 

 

0-7: realtime controls 

MIDI: 

8: midi channel 

9-16: midi switch on/off parameters 

17: midi left wheel 

18: midi right wheel 

19: midi pressure 

20: midi pedal 

21: midiA 

22: midiB 

ARPEGGIATOR: 

23: arpeg tempo 

24-26: 3 arpeg on off switches: on/off, cruz, glissando 

27: key repeats 

28: arpeg resolution 

29: latch 

30: mode 

31: interval 

32: extensions 

33: velocity 

34: high key 
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35: low key 

36: harmony 1 

37: harmony 2 

OTHER:  

38: pitch wheel range 

39: stacked presets  

40: master velocity curve  

41: number of voicegroups in preset  

42: number of voices in preset  

43: number of key areas in preset 

44: inconsistent number of key areas 

 

 

Key area parameter errors: 

 

4: crossfade loop type 

 

Voice parameter errors: 

0-4: VCA envelope AHDSR 

5-9: VCF envelope AHDSR 

10: LFO rate 

11: LFO delay  

12: LFO variation  

13-16: LFO to VCA, LFO to filter, LFO to pitch, to panning  

17: voice tune  

18-24: velo to panning, to VCA attack, to VCF attack, to level, to filter cutoff, to pitch, to Q  

25-32: routing controls  

33: chorus value  

34: chorus on off  

35: cutoff frequency  

36: resonance  

37: filter envelope amount  

38: keyboard solo  

39: keyboard transpose  

40: filter tracking  

41: panning  

42: voice delay  

43: voice attenuation  

44: orginal sample note  

45: sample number  

46: output channel to  

47: output channel from (only EMAX 1)  

 

 

Sample parameter errors: 

 

2: Loop on/off switch 

3: Start address 

4: End address 

5: Samplerate 

 

 

 

 
Emulator II error list 

 

This paragraph gives the list of possible errors causing a corrupt preset, voice or sample. 

 

Preset parameter errors: 
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2: Realtime controller 

3: Preset name 

4: MIDI channel 

5: MIDI switches/parameters 

6: Arpeggiator mode & on/off 

7: Arpeggiator extensions 

8: Arpeggiator tempo 

9: Arpeggiator resolution/note 

10: Crossfade settings 

11: Consistency between key areas and voices 

 

Voice parameter errors: 

1: addressing information 

2: tuning 

3: LFO delay 

4: LFO rate 

5: LFO variation  

6: filter keyboard tracking 

7: checksum parameters (1) 

8: filter envelope amount 

9: vibrato depth (LFO to pitch) 

10: LFO to VCF 

11: LFO to VCA 

12: VCF  Sustain 

13: VCF Cutoff 

14: Velocity to VCF Cutoff 

15: Voice attenuation 

16: Velocity to Level 

17: VCF Attack 

18: VCA Attack 

19: VCF Decay 

20: checksum parameter (2) 

21: checksum parameter (3) 

22: checksum parameter (4) 

23: checksum parameter (5) 

24: VCF Release 

25: checksum parameter (6) 

26: VCA Decay 

27: checksum parameter (7) 

28: VCA Sustain 

29: checksum parameter (8) 

30: checksum parameter (9) 

31: VCA Release 

32: checksum parameter (10) 

33: Voice name 

34: loop data settings 

35: addressing data 

36: addressing data 

37: addressing data 

38: addressing data 

39: addressing data 

40: addressing data 

41: checksum parameters (11) 

42: VCF Resonance 

43: Velocity to resonance 

 

Sample parameter errors: 

 

1: sample addressing 
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Emulator III error list 

 

This paragraph gives the list of possible errors causing a corrupt bank, preset, voice, key area or sample.. 

 

Bank level 1 errors: 

 

1: samplertype 

2: disknumber 

3: number of required floppy disks 

4: recent preset  

5: recent sample 

6: bankname 

 

Sample parameter errors: 

 

1: sample rate 

2: sample name 

3-4: sample addressing 

5: loop addressing 
 

Preset parameter errors: 

 

1: realtime controllers 1�6 

2: realtime controllers 7�8 

3: MIDI channel 

4: MIDI parameters 

5: Arpeggiator tempo 

6: Arpeggiator velocity 

7: Arpeggiator cruz/glissando conflict 

8: Arpeggiator resolution 

9: Arpeggiator clock 

10: Pitch wheel range 

11: Velocity curve 

12: Arpeggiator echo amount 

13: Arpeggiator echo counts 

14: MIDI footswitches 

15: Velocity switch level 

16: Number of zones 

17: Zone error 

18: Number of voices 

19: Voice/Zone inconsistency 

 

Voice parameter errors: 

 

1: Sample original key 

2: Sample reference inconsistency 

3-4: Outputchannels 

5-9: VCA envelope stage 

10: LFO Rate 

11: LFO Delay 

12: LFO Variation 

13: Filter cutoff 

14-18: VCF envelope stage 

19-22, 33: AUX envelope stage 

23: AUX envelope destination 

24-27: LFO destination 

28: VCA level 

29: Voice tuning 

30: Panning 

31: LFO Waveform 
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32: Sample channel disable 

33: AUX envelope stage 

 

 

 

SoundFont2 error list 

 
This paragraph gives the lists of possible errors causing a corrupt bank, preset, instrument, zone or sample.. 

 

 

Preset errors: 

 

1: preset’s zones are not found 

2: invalid number of preset zones 

 

Instrument errors: 

 

1: instrument’s zones are not found 

2: invalid number of instrument zones 
 

Sample errors: 

 

1: invalid start and/or end address 

3: invalid loop start and/or loop end address 

4: linked sample not found (e.g. other channel of stereo sample is missing…) 

8: unsupported sample type (different from mono, left, right, linked, …) 

9: unsupported sound source (different from ROM, sample, …)  
 

Zone errors: 

 

1: zone’s generators can not be found 

2: zone’s modulators can not be found 

3: zone’s generators and modulator can both not be found 

4: empty zone (no single generator and modulator has been defined) 

5: zone’s instrument or sample can not be found 

 

Generator and modulator errors: 

 

If a generator or modulator is corrupt, this will be shown on the zone’s “details” screen with a flag 

“(corrupt)” at the end of the generator’s or modulator’s data.  

 

A generator is corrupt if its value(s) are out of the supported value range defined by the SoundFont2 

standard. Note however that for conversion purposes, EMXP will correct these corrupt values 

automatically to the nearest supported amount. 

 

A modulator is corrupt 

• If its amount is out of the supported value range defined by the SoundFont2 standard. Note 

however that for conversion purposes, EMXP will correct these corrupt values automatically to the 

nearest supported amount. 

• If the base source controller, the amount source controller, the transform controller or the target 

generator or  target modulator are not supported by the SoundFont2 standard.   
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CONVERSION BETWEEN EMAX-1 BANKS AND EMAX-2 BANKS 

 
 

How to convert between EMAX-1 banks and EMAX-2 banks  
 

Make sure the source bank is an EMAX Bank image file, not an EMX image, Sound Designer file or a bank on a 

disk. 

 

You can convert EMAX-1 banks to EMAX 2 banks and vice versa by selecting: 

 

“1. Manage Emu EMAX/EMAX-II Images and Disks” � “1. Manage EMAX Bank Images” � [select one or 

more bank EMAX-I and/or EMAX-II images] � “6. Convert to Other Sampler Format” � “1. Convert EMAX-

1 <- -> EMAX-II”  

 

 

Notes on the quality of the converted EMAX banks 

 

EMXP tries to keep the quality of the converted bank as close as possible to the quality of the original bank. 

However it should be clear that converting from EMAX-II to EMAX-I will result in a (very small) loss of sound 

quality, since the EMAX-I sound data is compressed (~12..14 bit) while the EMAX-II sound data is raw 16-bit 

data. 

Moreover the compression algorithm, which compresses 12 or 16 bit audio data into 8 bit data, is proprietary  (or 

even “lost”) knowledge of Emu Systems. 

Fortunately EMXP uses an algorithm which is very similar to the original one. It is probably not exactly the 

same as the one used in Emu EMAX samplers, but no major audible differences should be expected. 

 

Please note that continuously translating banks from EMAX-II to EMAX-I, and again to EMAX-II and again to 

EMAX-I (and so on) will result in an increasing loss of audio quality. 

 

Other important issues concerning conversion between EMAX-I and EMAX-II are: 

• EMAX-I samplers do not support all samplerates supported by EMAX-II samplers. If the Target Emax 

Sampler Type is set to EMAX-I (see menu option 7 in “EMAX SAMPLER MENU”), EMAX-II 

samples with a frequency of either 22050 Hz, 39000 Hz or 44100 Hz will be resampled to a lower 

frequency. This will not occur if the Target Emax Sampler Type is set to EMAX-II. 

 

This automatic samplerate conversion with Target Emax Sampler Type = EMAX-I will NOT 

occur when converting EMAX-I EMX images to EMAX-I Bank Images. If the EMAX-I EMX 

image contains samples with EMAX-II-only samplerates, and the Target Emax Sampler Type is 

set to EMAX-I, an error will arise. You will have to change the Target Emax Sampler Type to 

EMAX-II to enable this EMX����Bank conversion. 
 

• EMAX-I samplers have limited transposition possibilities, especially with samples having high 

samplerates. Hence there might arise some pitch problems (like non-transposition effects)  on some 

keyboard areas after translating an original EMAX-II bank to EMAX-I. 

 

• EMAX-I samplers have a “feature” called Dual Voice. EMAX-II samplers have a feature called “Stereo 

Voice”. These parameters are NOT the same. When EMXP converts between EMAX-I and EMAX-II, 

it will always set these parameters to OFF. 

 

This means that when you convert an EMAX-I image with “dual voice ON” to EMAX-II and again to 

EMAX-I, the resulting EMAX-I image will have “dual voice OFF”. Note that this has impact on the 

polyphony of an EMAX-I sampler.  
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CONVERTING EMAX BANKS INTO AKAI S1000 FILES 
 
 

How to convert EMAX banks into Akai S1000 Files 
 

EMXP supports the conversion of EMAX-I and EMAX-II banks into Akai S1000 samples and programs. 

 

This can be achieved by selecting 

“1. Manage Emu EMAX/EMAX-II Images and Disks” � “1. Manage EMAX Bank Images” � [select one or 

more bank images] � “6. Convert to Other Sampler Format” � “1. Convert to Akai S1000 Program and Sample 

Files”. 

 

During conversion, EMXP will create  

• one Akai S1000 Program file for each EMAX preset in the bank 

• one Akai S1000 Sample file for each EMAX sample in the bank 

EMXP will automatically generate filenames for these files on your PC harddisk but it needs a prefix (1) to do 

this.  

The names of the Akai S1000 programs within the generated Akai S1000 files will be derived from the EMAX 

presetnames. EMXP will make sure that two different EMAX presets with the same name will result in two 

different Akai S1000 files with different programnames. 

The names of the Akai S1000 samples within the generated Akai S1000 files will be based on the sample 

number within the EMAX bank. This number will be joined to a prefix (2) which you’ll also have to provide. 

 

So in order to enable this naming algorithm, EMXP will ask the two prefixes (1) and (2) after you select the “1. 

Convert to Akai S1000 Program and Sample Files” menu option. 

 

 

Notes on the quality of the generated Akai S1000 programs and samples 

 
EMXP uses some simple, yet at some points advanced translation rules to convert EMAX banks into Akai S1000 

files. However EMAX samplers are different from Akai S1000 samplers.  

They not only sound different, they also have different capabilities and constraints concerning program and 

sample parameters. 

Therefore, converted presets on Akai S1000 will not always sound or behave the same as the original EMAX 

presets.  

For “plain vanilla” presets, the differences will be minimal. Complex presets however, e.g. with non-typical 

envelope curves or extensive use of modulators like LFOs, can sound pretty different on the Akai S1000 

sampler. This is not (only) due to the simplicity of the EMXP translation rules – it is mainly the consequence of 

the different parameter capabilities of the two samplers. 

 

Basically the translation rules: 

• convert each EMAX preset to an individual Akai S1000 program, 

• convert each voice within that EMAX preset to an individual Akai S1000 keygroup within the program,  

• convert each EMAX sample to an individual Akai S1000 sample. 

 

Here is a list of the major “constraints” or “differences between EMAX and Akai S1000 files”: 

• Akai S1000 samplers don’t support resonance on their filter. Hence the resonance parameter (and 

sound effect) will not be translated. 

• Akai S1000 samplers don’t have an arpeggiator. Hence all EMAX arpeggiator settings are ignored 

during conversion. 

• An Akai S1000 sample always has a samplerate of either 22050 Hz or 44100 Hz 

• EMAX voices that are defined in the keyboard range Midinote 0 – Midinote 23 are not translated 

• Since each voice is converted to a separate keygroup in the Akai S1000 program, Velocity Crossfading 

between primary and secondary EMAX voices is NOT translated. Akai S1000 supports Velocity 

Crossfading, but only between samples within the same keygroup. At the moment we have decided that 

being able to change the majority of voice parameters is more important than having velocity crossfade 

support, so EMXP translates each voice into a whole keygroup instead of into a (more restricted) 

sample within the same keygroup (*). 
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• EMAX allows to define modulator and controller settings on individual voice level. E.g. LFO 

settings, LFO routing, Enabling/disabling preset controller routings on voice level, … Akai S1000 

requires one single definition for the entire program. EMXP had to make some compromises here. 

Hence you’ll definitely hear differences between EMAX presets and Akai S1000 programs using 

modulators. E.g. EMXP will always take the lowest LFO rate setting of all voices, even if one voice 

needs an LFO rate of – let’s say – 99.  

• The LFO rate and delay range are different. This means that frequence and delay differences can arise 

if the original sample rate/delay is not supported by Akai S1000. 

• The controller/modulator routing matrix and capabilities of EMAX are more advanced than the ones 

on Akai S1000. As a result some important audio effects will disappear after conversion. E.g. tremolo 

effects. 

• Both EMAX and Akai S1000 samplers support chorus effects, but on Akai S1000 enabling chorus will 

decrease polyphony. EMXP will ask you whether enabling chorus on Akai S1000 programs is required 

or not.  

• The VCA and VCF envelopes have different characteristics. Timing parameters are different, e.g. 

EMAX supports longer decay times than Akai, the attack curve of Akai is not as smooth as the EMAX 

one, …. Moreover EMAX envelopes have 5 stages, while Akai S1000 envelopes only have 4. EMXP 

tries to simulate the HOLD stage of EMAX envelopes on Akai S1000 by using its DECAY stage 

(combined with the Attack Hold setting, but this is for VCA only). As a result, some sounds can have 

longer ‘real’ decay effects on Akai. If this would not be allowed, the important impact of the HOLD 

stage would not be present… 

• Filter tracking on the keyboard is different between EMAX and Akai S1000. This difference is 

translated to Akai S1000 but it could result in small yet audible filter setting differences. 

• Both samplers support “non-transposed (fixed)” keyboard mode, meaning that the sound has the 

same pitch no matter what key is pressed. The pitch chosen by Akai S1000 is the one that belongs to the 

C3 key, based on the original note as defined in the sample parameter area. On EMAX, the pitch is 

simply the one that belongs to the original sample and is even not dependent of the “original key” 

setting in the voice ! Unfortunately EMAX does not store this “real” original note value (which is only 

known at sampling time). Therefore EMXP assumes that the “real” original pitch is the one that 

corresponds to the most common “original key” of this sample within the preset. 

• (*) Since EMXP translates each EMAX voice into a single Akai S1000 keygroup, each voice requires 

150 parameter bytes in the memory of the Akai S1000 sampler. For most EMAX banks this does not 

cause any problems, but for banks containing many presets with many voices, the Akai S1000 

parameter memory limit could be reached (64K). If this is the case, you should not try to load all 

programs at once… 

• … 
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CONVERTING BETWEEN EMAX(II), EMU II, EMU III(X) and SF2 
 

 
Important note: EMXP does not guarantee that the translated files sound exactly the same as the original ones. 

This is due to hardware differences between the various sampler types. Most sound differences are caused by 

different filter characteristics.  If you think the translated file lacks some brightness (or is too bright) we suggest 

that you change the filter Fc and Q settings on the target sampler to a level which sounds more pleasing or 

natural. For all possible causes of sound differences, see the “Sound differences…” sections below. 

Consider the translation functions of EMXP only as a “quick start” for translations between samplers, not 

as a “final exact copy” ! You will still have to add the finishing touch to your translated soundbanks 

yourself, especially considering filter settings. 

 

 

 

How to convert sound files 
 

 

Example: how to convert EMAX/EMAX-II banks to Emulator II banks 
 

As an example, we show how you can translate EMAX banks to Emulator II banks. EMXP supports the 

conversion of both EMAX-I and EMAX-II banks into Emulator II banks.  

 

This can be achieved by selecting 

“1. Manage Emu EMAX/EMAX-II Images and Disks” � “1. Manage EMAX Bank Images” � [select one or 

more bank images] � “6. Convert to Other Sampler Format” � “1. Convert to Emu Emulator II Bank Images”. 

 

• EMXP will ask for a “prefix” for the filename of the Emulator II imagefiles. If the EMAX bank 

requires more than one Emulator II file, EMXP will add a sequence number to this prefix. E.g. in the 

example below the Emu factory bank called Cornucopia requires 2 Emulator II files, these will be 

named Cornucopia_1.EII and Cornucopia_2.EII. 

 

 
 

(note that EMXP will warn you if some Emulator II files already exist with the specified prefix – you 

will have the opportunity to either overwrite existing files or to choose another prefix) 

 

• If the EMAX bank contains some voices which have the CHORUS setting enabled, EMXP can try to 

simulate the chorus effect on Emulator II by adding some detuned voices (if an empty PRI or SEC 

voice is available). The advantage of this feature is that the target presets will sound more similar to the 
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original one; the drawback however is that polyphony will decrease (from 8 to 4 !). For that reason you 

can choose yourself how EMXP should handle chorus settings: 

 

 
 

• After conversion, EMXP will show a translation report mentioning how many and which Emulator II 

files have been created, which presets, voices and samples can be found in each of them and which 

objects have not been translated. This report is also written to a .TXT file in the Logs subfolder. 
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Converting to EMAX or EMAX-II banks 
 

EMXP supports the conversion of Emulator II, Emulator III and Emulator IIIX banks to Emax or Emax-II banks.  

When translating from any source to Emax or Emax-II, following questions must be answered in EMXP: 

 

• If you’ve chosen Emax-II conversion, EMXP will ask for the memory size of your EMAX-II sampler. 

The default size is 8MB (i.e. the maximum size of a fully expanded Emax-II Turbo sampler), but you 

can scale this down to 1MB. EMXP can try to create (multiple) smaller Emax-II bank files if you have a 

limited Emax-II sampler. Note that even the “8MB files” may load perfectly in your 1 MB sampler, as 

long as the contents of the file does not exceed 1 MB of data… 

 

 
 

• In the next step you have to specify the lowest samplerate that can be used by EMXP in order to try to 

fit as many presets as possible into one target bank imagefile. With high samplerates the number of 

target files and/or the number of presets which can not be translated will increase. Note that EMXP will 

never upgrade the samplerate, unless the source samplerate is lower than the minimum samplerate 

supported by Emax (which will never happen when converting from Emulator II). Also note that even if 

you specify a high minimum samplerate of e.g. 39000 Hz, all original samples recorded at lower 

samplerates (e.g. 20000 Hz) will still be translated into 20000 Hz samples. The lower the specified 

samplerate, the longer the conversion process can take (up to several minutes !!) 
 

 



 55 

 

• Now EMXP will ask for a “prefix” for the filename of the EMAX imagefiles. If the source bank 

requires more than one target Emax file EMXP will add a sequence number to this prefix for each 

generated Emax file.  

 

 
 

(note that EMXP will warn you if some Emax/Emax-II files already exist with the specified prefix – you 

will have the opportunity to either overwrite existing files or to choose another prefix) 

 

• If the source bank contains some STEREO samples, EMXP will give you the opportunity to either keep 

these stereo characteristics or convert theses samples to mono. Since EMAX samplers do not support 

stereo samples by nature, the only way to preserve the stereo effects is to use primary and secondary 

voices for each sound channel, and to assign opposite panning settings to each voice. Using PRI/SEC 

voices is only possible if these voices are still available. 

 

 
 

• After conversion, EMXP will show a translation report mentioning how many and which Emax files 

have been created, which presets, voices and samples can be found in each of them and which objects 

have not been translated. This report is also written to a .TXT file in the Logs subfolder. 
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Converting to Emulator II banks 
 

EMXP supports the conversion of Emax, Emax-II, Emulator III and Emulator IIIX banks to Emulator II banks.  

When translating from any source to Emulator II, following questions must be answered in EMXP: 

 

• EMXP will ask for a “prefix” for the filename of the Emulator II imagefiles. If the source bank requires 

more than one target Emulator II file, EMXP will add a sequence number to this prefix. E.g. in the 

example below the EMAX bank called Cornucopia requires 2 Emulator II files, these will be named 

Cornucopia_1.EII and Cornucopia_2.EII. 

 

 
(note that EMXP will warn you if some Emulator II files already exist with the specified prefix – you 

will have the opportunity to either overwrite existing files or to choose another prefix) 

 

• If the source bank contains some voices which have the CHORUS setting enabled, EMXP can try to 

simulate the chorus effect on Emulator II by adding some detuned voices (if an empty PRI or SEC 

voice is available). The advantage of this feature is that the target presets will sound more similar to the 

original one; the drawback however is that polyphony will decrease (from 8 to 4 !). For that reason you 

can choose yourself how EMXP should handle chorus settings: 
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• After conversion, EMXP will show a translation report mentioning how many and which Emulator II 

files have been created, which presets, voices and samples can be found in each of them and which 

objects have not been translated. This report is also written to a .TXT file in the Logs subfolder. 

 

When converting sound banks to Emulator II you will notice that quite a lot of presets, samples and voices can 

not be translated. This is due to the limited capacities of the Emulator II, both in terms of hardware (memory 

size) and sound processing (e.g. limited pitch shifting). See ‘Conversion constraints of the Emulator II’ for more 

details. 

 

 

 

Converting to Emulator III/IIIX banks 
 

EMXP supports the conversion of EMAX-I, EMAX-II and Emulator II banks to Emulator III or Emulator IIIX 

banks, as well as translations between Emulator III and Emulator IIIX. 

When translating from any source to Emulator III/IIIX, following questions must be answered in EMXP: 

 

• EMXP will ask for the memory size of your Emulator III/IIIX sampler. The default size is 8MB for 

Emulator III (can be scaled down to 4MB), and 32MB for Emulator IIIX (can be scaled down to 8MB). 

EMXP can try to create (multiple) smaller bank files if you have limited memorysize. Note that even 

the “8MB files” may load perfectly in your 4 MB Emulator III sampler, as long as the contents of the 

file does not exceed 4 MB of data… 

 

 
 

• In the next step you have to specify the lowest samplerate that can be used by EMXP in order to try to 

fit as many presets as possible into one target bank imagefile. With high samplerates the number of 

target files and/or the number of presets which can not be translated will increase. Note that EMXP will 

never upgrade the samplerate, unless the source samplerate is lower than the minimum samplerate 

supported by Emulator III/IIIX (which is not possible when converting . Also note that even if you 

specify a high minimum samplerate of e.g. 50000 Hz, all original samples recorded at lower 

samplerates (e.g. 20000 Hz) will still be translated into 20000 Hz samples. The lower the specified 

samplerate, the longer the conversion process can take (up to several minutes !!) 
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• EMXP will ask for a “prefix” for the filename of the Emulator III/IIIX imagefiles. If the conversion 

requires more than one Emulator III/IIIX file, EMXP will add a sequence number to this prefix. E.g. if 

in the example below the EMAX bank called Lead Guitar requires 2 Emulator III files, these will be 

named 36_LEAD_GUITAR_1.EB3 and 36_LEAD_GUITAR_2.EB3. 

 

 
 

(note that EMXP will warn you if some Emulator III files already exist with the specified prefix – you 

will have the opportunity to either overwrite existing files or to choose another prefix) 

 

• If the source bank contains some STEREO samples, EMXP will give you the opportunity to either keep 

these stereo characteristics or convert theses samples to mono (to gain some memory): 
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• After conversion, EMXP will show a translation report mentioning how many and which Emulator 

III/IIIX files have been created, which presets, voices and samples can be found in each of them and 

which objects have not been translated. This report is also written to a .TXT file in the Logs subfolder. 

 

 

 
Converting to SoundFont2 files 
 

EMXP supports the conversion of EMAX-I, EMAX-II, Emulator II, Emulator III and Emulator IIIX banks to 

SoundFont2 files. SoundFont version 1.xx files are not supported. All known SoundFont2 versions, from v2.00 

to v2.04, are supported, but when using v2.04 files only the 16 bit portion of the 24 bit sound data is processed. 

 

EMXP will ask for the filename of the SoundFont2 files: 

 

 
 

(note that EMXP will warn you if a file already exists with the specified filename – you will have the 

opportunity to either overwrite existing files or to choose another filename) 
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Conversion constraints of the Emax 
 

 

The Emax and especially the Emax-II samplers are more sophisticated than their Emulator II predecessor. 

Nevertheless they also have some important limitations… sometimes the Emulator II is even more efficient than 

the Emax. This paragraph explains some important limitations of the Emax.  

• The Emax can not use the same raw audio samples with different sample parameters (looping…) in 

different voices (*). If any source bank is doing this, the samples must be cloned X times into the Emax 

memory which can result in memorysize problems. 

• The Emax can not share voices across presets. If any source bank is doing this, the voices must be 

cloned X times into the Emax. Fortunately a single voice only requires 32 bytes of parameter data as 

opposed to 256 bytes on the Emulator II. And there’s no limit on the number of voices as opposed to the 

Emulator II. 

• The Emax defines some parameters on voice level (original note, transposition, outputchannels) while 

the Emulator II defines these on key area level which is more flexible. 

• The Emax-I (not Emax-II !) is limited in its pitch shifting / transposition range. Upward transposition is 

limited depending on the samplerate of the voice’s sample. The maximum number of semitones for 

upward transposition is: 

Samplerate 

(Hz) 

Upward 

transposition 

(Semitones) 

10000 25 

15625 18 

20000 13 

27778 8 

31250 6 

41667 1 

 

EMXP will not prevent illegal transpositions; however EMXP will warn you in the translation report 

when the converted bank contains illegal assignments. Sometimes choosing a lower minimum 

conversion samplerate can solve the problem but this depends on the required memory size. To correct 

the problem “forever”, please apply samplerate conversion on your Emax sampler. Future versions of 

EMXP may prevent these kind of illegal assignment by applying this samplerate conversion itself. 

• The maximum memory size available for presets, voice and sample parameters is only 28672 bytes. 

• Tuning range is limited to -48 ct � +45 ct. 

 

 

(*) the truth is that in fact this can be accomplished – however this is not in line with Emax specifications and 

not supported by the Emax OS itself so we decided to not use this tweak. Perhaps the tweak will become an 

option in a future version of EMXP. 

 

 

 

Conversion constraints of the Emulator II 
 

 

Converting sound banks from any sampler to Emulator II is quite a challenge. While the Emulator II is a great 

sounding device, its capacities are very limited. Hence he success ratio of conversions from Emax factory banks 

to Emulator II will only be about 50%, and this number will be even lower (10% ?) for conversions from 

Emulator III factory banks. This paragraph explains why. 

• The emulator II can hold only 484599 sample points. 

• The memory must be shared by raw samples, preset/voice parameters and sequences. The more presets 

and voices, the less room for samples and sequences. And vice versa. 

• The maximum memory size available for presets and voice parameters is only 25856 bytes. 

• The Emulator II can hold only 99 presets and only 99 voices (the latter being a serious limitation !) 

• The same raw audio sample data can be shared by multiple voices having different sample parameters. 

Good points for the Emulator II ! 
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• Only one samplerate is supported: 27778 Hz. Because of this the number of possibilities to decrease 

memory size per sample is zero. 

• The Emulator II has limited pitch shifting capabilities. One sample can not be transposed over a range 

of more than 25 keys (2 octaves). Moreover one sample can not be transposed more than one octave up 

or down from the original note of this sample. 

• There are no Hold stages in the envelopes. 

• Tuning range is limited to -50 ct � +48 ct. 

• There’s no chorus effects processor. Chorus must be emulated by using PRI and SEC voices which are 

slightly detuned from each other. This is only possible if the second voice has not been used already for 

some other sound. Moreover this kind of chorus decreases the polyphony of the Emulator II. 

• There’s no stereo processing on the Emulator II. Forget any support for panning effects etc. ! 

• The maximum key range is C1�C6. Only 61 keys are addressable (instead of the default of 88…) 

• Presets can not be stacked/linked.  

• There is only one keyboard velocity curve. 

 

 

 

Conversion constraints of the Emulator III/IIIX 
 

 

The Emulator III and especially the Emulator IIIX samplers are far more sophisticated than the Emulator II and 

Emax and slightly more sophisticated than the Emax-II. This paragraph explains some limitations of the 

Emulator III/IIIX.  

• The Emulator III/IIIX can not use the same raw audio samples with different sample parameters 

(looping…) in different voices. If any source bank is doing this, the samples must be cloned X times 

into the Emulator III/IIIX memory which can result in memorysize problems. 

• The Emulator III/IIIX can not share voices across presets. If any source bank is doing this, the voices 

must be cloned X times into the Emulator III/IIIX. Fortunately a single voice only requires 48 bytes. 

There’s no limit on the number of voices however. 

• Like the Emax/Emax-II, the Emulator III/IIIX defines some parameters on voice level (original note, 

transposition, outputchannels) while the Emulator II defines these on key area level which is more 

flexible. 

• The Emulator-III (not Emulator-IIIX !) is limited in its pitch shifting / transposition range. Both upward 

and downward transposition is limited depending on the samplerate of the sample. The exact limits can 

be found in the Emulator III’s manual. 

EMXP will not prevent illegal transpositions; however EMXP will warn you in the translation report 

when the converted bank contains illegal assignments. Sometimes choosing a lower minimum 

conversion samplerate can solve the problem but this depends on the required memory size. To correct 

the problem “forever”, please apply samplerate conversion on your Emulator III sampler. Future 

versions of EMXP may prevent these kind of illegal assignment by applying this samplerate conversion 

itself. 

• The maximum memory size available for presets and voice parameters is only 55542 bytes on the 

Emulator III. 

• Chorus depth can not be changed; chorus is either on or off (as on the Emax). 
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Sound differences between Emax, Emulator II and Emulator III/IIIX 
 

 

EMXP tries to translate each individual parameter of the source bank to the closest possible countervalue of the 

target bank. This however is not an easy thing to do ! While about 85% of the presets will sound almost exactly 

the same, the remaining 15% can seem to be completely different presets. The most important reasons for this 

are: 

• Difference between the filters. The filter dynamics of both cutoff frequency and resonance are different 

between Emax, Emulator II and Emulator III. We tried to use a compromise model in between all filter 

types. During audition tests we found this model to be OK for 70% of the sounds. But in some cases the 

original sound can be brighter than the target sound, while in other cases the opposite is true. To avoid 

these differences in EMXP we should first have to develop “modelled” software versions of the Emax, 

Emulator II and Emulator III filters. This requires a thorough reverse engineering of these filters, and 

this unfortunately is currently beyond our capacity and time availability.  

• Difference in dynamics curves of filter envelope amount. Reverse engineering showed that this curve 

is more or less linear in Emax and Emulator III while it seems exponential in the Emulator II. EMXP’s 

translation algorithm contains both these curves but still we found some presets which translated pretty 

“wrong”. Again you have to accept that EMXP uses a compromise model which should have a success 

ratio of 85%.  

• Difference in LFO routing amounts. This is a similar problem as the one of the filter envelope 

amount. 

• Difference in LFO waveform. The Emulator III/IIIX support different LFO waveforms, while the 

Emax/Emax-II and Emulator II don’t. 

• Difference in velocity amounts. The Emulator III/IIIX allows for negative velocity amounts, and even 

the start of the sample can be controlled by velocity. 

• Difference in envelope stages and dynamics. The Emax and Emulator III have an additional envelope 

stage called Hold. This stage does not exist on the Emulator II – EMXP tries to simulate this stage by 

increasing the Decay stage. Also the sustain curve and time curves are different, e.g. the Emax is 

capable of longer release times than the Emulator II… 

• Difference in number of envelopes. The Emulator III/IIIX have an auxiliary envelope on board, while 

the Emulator II and Emax/Emax II don’t. 

• Difference in tuning. The tune range of the supported samplers are different. 

• Difference in Arpeggiated sounds. While the Emax  and Emulator III contain a very advanced 

arpeggiator, the Emulator II’s one is only basic. Conversions from Emulator II to Emax/Emulator III 

will be > 90 % OK, but conversions in the other way can result in completely different arpeggios.  

• Difference in Samplerate. The Emulator II only supports 27778 Hz. This means that the sound quality 

of 44100 Hz samples of the Emax or even 50000 Hz samples of the Emulator III will decrease on the 

Emulator II. 

• Difference in sample looping paths. The Emulator II supports forward/backward looping. Conversion 

of samples looped in that way to Emax and Emulator III can result in “clicks”.  

• Difference in 8-bit compression. While the Emax-II and Emulator III uses uncompressed 16 bit PCM 

data, the Emax and Emulator II compress their sound data into non-linear 8-bit data. This compression 

results in lower sound quality. Moreover the compression algorithm of the Emax-I differs from the one 

of the Emulator II. 

• Difference in stereo processing. The Emulator II doesn’t have any stereo features. E.g. panning is not 

supported. 

• Difference in preset stacking. The Emulator II does not support stacks of presets. 

• Difference in velocity curves. The Emulator II supports only one velocity curve. Note also that the 

keyboard of the Emax is not very velocity-friendly, it’s too light.   

• Difference in transposition (pitch shift) ranges. While the Emax-II and Emulator IIIX can transpose 

any sample over the whole keyboard range, the Emax, Emulator II and Emulator III have some 

limitations. In case of Emax and Emulator III these limitations depend on the samplerate. More details 

can be found in the sampler’s manuals. Currently EMXP does not automatically resolve transposition 

problems. Hence the resulting presets can have some non-transposed keyboard areas. You can try to 

remove them by (a) requesting lower allowed target samplerates in the EMXP conversion screens, or 

(even better) (b) apply samplerate conversions on the target sampler afterwards. The conversion reports 

of EMXP will indicate which presets suffer from transposition problems. 
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Conversion issues between E-Mu sampler formats and the SoundFont2 format 
 

 

SoundFont2 as an interchange format 

 

The main reason why EMXP supports SoundFont2 is because it is a widely accepted sound standard, which 

makes it suitable as an “interchange” format between two different samplers. 

 

There are however also some native SoundFont2 samplers out there. Most (all) of them are based on a 

combination of computer hardware with sound cards, and some piece of software.  

• Some of the available SoundFont2 software packages use the computer’s soundcard only for audio 

in/out. Example: the free Viena SoundFont editor. 

• Other SoundFont2 software packages actually rely on soundcards which natively support the 

SoundFont2 specification within their hardware synth engine. This is true for most Creative Lab’s 

hardware products (SoundBlaster Live!, Audigy, …) which can be combined with their proprietary 

Vienna SoundFont studio software. 

 
Since so many different SoundFont compliant solutions are available, it’s not possible to apply some “corrective 

models” to make a SoundFont2 bank generated by EMXP sound as close as possible to – let’s say – an original 

Emulator III bank.  

E.g. some SoundFont2 engines may apply non-linear envelopes for their VCA (just like the Emulator does), 

while others may apply linear envelopes (like the Audigy 2 ZS does with Vienna). 

For this reason, corrective modelling has not been applied in EMXP’s conversion engines to and from 

SoundFont2.  

 

 

Lack of support for some SoundFont2 parameters in other software out there 

 

Note also that some SoundFont2 “compliant” software and commercial sample translator software don’t 

necessarily support all parameters defined in the SoundFont2 specification. This is especially true in the area of 

modulator support. Some of the more basic software/VSTs even only support the basic sample assignment to a 

keyboard !   

 

The lack of modulator support in most software solutions is an important disadvantage which should be taken 

into account when using EMXP for conversion of E-Mu sound banks to SoundFont2. To illustrate the impact of 

this disadvantage, let’s illustrate this with a few examples:  

• the Velocity-to-<destination> settings of E-Mu samplers can only be translated to modulators in 

SoundFont2.  

• the same is true for most realtime routing definitions and for Velocity/Realtime Crossfades.  

If the SoundFont2 (translation) software ignores these modulators which have been generated by EMXP, the 

result can sound dramatically different from the original one ! 

 

Another possible cause of problems are the so-called “default generators and modulators” in SoundFont2. For 

each sound parameter, SoundFont2 defines a default setting, which means that if it has not been explicitly set in 

a SoundFont2 file, the SoundFont2 engine should apply this default instead. EMXP relies heavily on these 

defaults: 

• EMXP will not generate a parameter (generator or modulator) explicitly if it corresponds to the default 

of SoundFont2. The main reason of this approach is to keep the amount of generators and modulators in 

the SoundFont2 file limited, because SoundFont2 supports only 65536 explicitly defined generators and 

modulators. 

• EMXP will assume SoundFont2 defaults for any parameter which has not been defined explicitly in a 

source SoundFont2 file. These defaults will then be converted to E-Mu hardware sampler parameters.  

 

 

EMXP supports (and uses !) almost all possible parameters of the SoundFont2 standard 

 

EMXP tries to translate as much parameters as possible between SoundFont2 and the other sampler formats. 

As always though, there are some “incompatibilities by definition” between SoundFont2 and E-Mu hardware 

samplers. 
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This chapter explains some of the most important incompatibilities, which may cause a bank to sound 

(completely) different between the source sampler and target sampler. 

 

 

Incompatibilities and limitations when converting TO SoundFont2 

 

• Positional Crossfades are not converted to SoundFont2. Velocity and Controller (Realtime) Crossfades 

and Cross switches however áre converted by EMXP. 

• Envelope stages taking longer than 100 seconds are limited to 100 seconds in SoundFont2. 

• Auxiliary envelope usage is only converted if not more than two envelopes are actually in use in the 

source (E-Mu) voice. If the source voice uses all three envelopes (VCA, VCF and AUX) then priority is 

given to VCA and VCF. If the VCF envelope is not used, then the Aux envelope may be converted but 

only if it drives pitch. Note that SoundFont2 only supports two envelopes, of which one is fixed to 

VCA. 

• LFO variation settings are not converted; LFO to Panning is not converted. 

• Solo (mono) and Gate settings of the E-Mu keyboard are not translated. 

• Most MIDI settings are not translated because SoundFont2 is “almost” MIDI unaware on itself: its 

“host” should tackle these settings… 

• Arpeggiator settings are not converted. 

• Output channel settings are not converted 

• Stacking of presets is not converted. 

• Portamento and Attack curves are not converted 

• Velocity curves are converted to only a limited number of types: linear, convex, concave or switch. 

• If loops could cause distortion because their start or end points are too close to the sample’s start or end 

point (less then 8 points), EMXP will add blank sample points to the start or end if the loop is enabled 

on at least one voice. 

• Separate loop points for “In release” loops as opposed to “In sustain” loops are not converted. 

SoundFont2 only allows one set of loop start/end sample points. 

• Forward/Backward loop cycles and Reversed loop cycles are not converted. 

• Some parameters, like LFO-to-<destination> settings may not be translated if this parameter is also 

controlled by an enabled realtime controller routing. E.g. if LFO-to-VCA is set to 60% in a voice on the 

Emulator III, but the Mod Wheel is routed to LFO-to-VCA and this routing is enabled in that Emulator 

III voice, then the Emulator III ignores the fixed 60% setting until the routing control of the Mod Wheel 

is switched off. SoundFont2 has no such “priority” mechanism in its specification and hence would 

cause both LFO settings to be enabled and heard concurrently. To avoid this, the fixed parameter 

settings are not converted. 

• Although one single SoundFont2 file can hold a lot of sound data and parameters, the total number of 

presets, instruments, zones, generators, modulators and samples is limited to 65536 each. Especially for 

the generators this limit could sometimes be reached during a conversion process. If that’s the case, the 

conversion process will fail; EMXP does not support (yet) the generation of multiple target SoundFont2 

files from a single source bank. 

 

 

Incompatibilities and limitations when converting FROM SoundFont2 

 

• SoundFont2 supports multiple layers of samples (multisamples) on one key, while E-Mu samplers are 

limited to two voices per key called primary and secondary. EMXP will decide which SoundFont2 

samples will “survive” and which ones will be “ignored/thrown away”. EMXP will always try to 

preserve the unit of an “instrument”, i.e. EMXP will try to keep all zones and samples belonging to an 

instrument in the translated bank. Which instruments get priority is based on the key-span of the 

instrument: the more keys are covered by one instrument, the more chance the instrument will be 

preserved. If all instruments stacked on the same keyboard area have the exact same keyspan, EMXP 

will take the first instrument it encounters in the SoundFont2 file. 

 

���� WARNING: This selection algorithm, combined with the flexible data structure layout of 

SoundFont2, can cause EMXP’s conversion processes from SoundFont2 to E-Mu formats to take 

quite a long time and quite a lot of CPU power.  The more instruments and zones that are defined 

in the SoundFont2 file, the longer it will take to convert the file. Conversion of SoundFont2 files 

with 40 presets, 200 instruments and hundreds of zones can take 0.5 to 1 minute on modern PCs. 
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• SoundFont2 allows the same controller (like pedal, mod wheel, …) to control multiple destinations 

(like VCA level, Pitch, …) at the same time; and it also allows the same destination to be concurrently 

controlled by many controllers. E-Mu samplers however restrict both directions to one. EMXP will 

decide which controller/destination combination will “survive” and which ones will be “ignored/thrown 

away”. The most common combinations get priority, e.g. Pitch controlled by Pitch Wheel and Vibrato 

by Mod Wheel. If no common combinations are found, the controller with the lower controller type 

number will “win” (this numbering is defined in the SoundFont2 specification and mainly relies on the 

MIDI controller numbers).  

• The sample rate is adapted to the nearest supported sample rate of the E-Mu sampler. Lower sample 

rates may be chosen if specified by the user on the sample rate screen (only if the samples would 

otherwise not fit in the target bank file). 

• Linked samples – except for left/right links in stereo samples – are not converted. 

• Crossfades and Cross switches – although not natively supported by SoundFont2 parameters – are 

detected by EMXP and can be enabled in the target E-Mu sound banks. 

• Reverb Effects are not converted. 

• Delay settings of the Modulation Envelope are not converted. 

• The Keynumber-to-Envelope Hold and Decay stages are not converted. 

• The forced MIDI keynumber and velocity interpretation parameters are not converted. 

• Any modulator which contains a controller/destination routing which is not supported by E-Mu 

samplers are not translated. If the routing IS supported, some modulator parameters may still be 

ignored, e.g. bipolar settings while E-Mu only supports unipolar settings for that routing combination. 

Also cascades of modulators and usage of amount submodulators and transformer submodulators are 

rarely converted. 

• Any parameter value which is out of range by SoundFont2 standards will be corrected to the nearest 

allowed value. 

• Any parameter value which is out of range by E-Mu sampler standards will be adapted to the nearest 

supported E-Mu value.   
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CREATING CD-ROMS 
 
Yes ! You can create Emax, Emax II and Emulator III CD-ROMs with EMXP but you’ll need a CD burning 

software since EMXP is not capable of writing CDs directly. 

 

Creating a CD-ROM is a 3-step process: 

1. Create a CD image first. Basically there are two ways to achieve this: 

a. By making a backup of an existing HD/CD (choose the “backup HD/CD” feature in either the 

Emax or Emulator III sampler menu). Of course the resulting image will already contain sound 

banks, but you can replace these by other sound banks (see step 2). 

 

b. By initializing a new image from scratch. This can be done by using the “create new HD/CD 

image” in either the Emax or Emulator III sampler menu. E.g. for Emax II, choose “1. Manage 

Emu EMAX/EMAX II Images and Disks” � “5. Manage EMAX HD/CD Images” � “3. 

Create new (blank) Emax-II HD/CD Image”. 

 

(choose an appropriate size for the image, make sure it fits on a CD: 

� For Emax-I, an image is always 20 MB. This fits perfectly on any CD. 

� For Emax-II, the maximum image size supported today by EMXP is 239 MB. This 

also fits perfectly on any CD. 

� For Emulator-III, you should choose the 501 MB imagesize: this is the largest size 

supported by EMXP which still fits on a CD.) 

 

2. Add/Remove sound banks to/from the CD image. 

You can do this by selecting Emax or Emulator bank images and copying them to the HD/CD 

Image. 

You can also remove sound banks from the HD/CD image by selecting these banks and 

removing them. 

 

3. Burn the image to a CD using a CD burning software: 

The images produced by EMXP seem to be ISO compliant, so you can choose the “burn ISO image” 

function in your CD burning software. 

You’ll have to take three things into account: 

• You need a CD burning software. 

• The (backup) image filesize may not exceed the maximum physical capacity of the target CD 

(either 650 MB or 700 MB); 

• Most CD burning software packages require the ISO-images to have a file extension of .ISO. 

The images produced by EMXP however have an extension of .EZ1, .EZ2 or .EZ3. You’ll 

simply have to rename the file. Note that you’ll have to change it back to .EZ1, .EZ2 or .EZ3 if 

you want to use them again in EMXP. 
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TRANSFERRING EMULATOR II FILES FROM EMULATOR II TO PC 
 
 

No direct link between Windows XP and the Emulator II (yet) 
 

To get bank data out of the Emulator II or into the Emulator II there are only two possible ways: 

• Use Emulator II formatted floppy disks. Unfortunately, the Emulator II is the only machine that can 

format and write these disks. And the Emulator II is also the only machine that can read those disks, 

except for the Oberheim DPX-1 sampler player. Conclusion: using floppy disks to exchange data 

between the Emulator II and your PC is impossible. 

• Use RS422 digital communication. The only software which is able to communicate with the Emulator 

II via RS422 is the old Sound Designer for EmuII for Mac, created by Digidesign. You’ll need a Mac 

computer running OS 7.6 or lower to run this software package. 

 

Perhaps in the future EMXP will also be able to communicate directly with the Emulator II via RS422, by using 

an RS422�USB convertor. But this feature is not planned yet. 

 

 

Downloading / uploading Emulator II bank files using Sound Designer for Emu II 
 

So besides your Windows XP computer running EMXP, you’ll still need an old Mac computer (like the Mac 

Classic) to get data into or out of the Emulator II. Sorry for that… 

 

To download a bank loaded in your Emulator II: 

• Make sure the Emulator II is connected to your Mac using a serial cable to the printer or modem port 

• The serial port within the Calibration menu of Sound Designer must match the actual port to which the 

serial cable is connected 

• Make sure that no MIDI jacks are connected to your Emulator II 

• The AppleTalk listener should be either on or off (depending on the Mac type – see the MAC 

compatibility list on the Emulator II Yahoo Group for more details) 

• Select Mode E-2 Front Panel 

• Choose Extras � Get Bank from EmuII 

 

The file created by Sound Designer for Emu II has following characteristics: 

• Size = 485887 Bytes 

• Mac Filetype = E2BK 

• Mac Creator = XFER. 

 

To upload a bank file to the Emulator II, the same procedure should be used, but of course you have to select 

Extras � Send Bank to EmuII instead of Extras � Get Bank from EmuII. 

 

 

Transferring files between the Mac and the Windows XP PC 

 

Once you’ve downloaded a file from the Emulator II using Sound Designer for Emu II, you have to find a way to 

copy this file to your PC. 

The same is true in the opposite direction: a file created by EMXP must be copied to your Mac computer. 

 

There are a few options here: 

• Use PC Exchange by Claris on the Mac PC to read/write files from DOS-formatted disks (floppy). 

This program was (probably) included in the Mac OS 7.5.3 or higher. 

• Use MacDisk from Logiciels & Services Duhem.  A demo/trial version is available from their website: 

http://www.macdisk.com . The only limit of this trial version is the filesize limit of 1MB. Fortunately 

Emulator II files only take 475KB, so the trial version is perfectly suitable for Emulator II purposes. 

• Use TransMac from Acute Systems / Paul Thompson. See their website: http://www.asy.com  

• Any other Mac�PC file exchange tool… 

 

Most of these tools support multiple types of disks: floppy disks, ZIP disks (!), … 
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When using file exchange tools, it is VERY IMPORTANT to configure the FILETYPE CONVERSION 

correctly: 

• Mac Files with filetype E2BK and creator XFER should be translated to MS DOS extension .EII 

• Windows files with extension .EII should be translated to filetype E2BK and creator XFER. 

 

Example: when using MacDisk, use the Options � Signature Editor to setup this translation. Don’t forget to 

save the signature file ! 

 

If this configuration is not done correctly, files created by EMXP will not be recognized by Sound Designer for 

Emu II ! 
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TRANSFERRING SOUND DESIGNER FOR EMAX FILES FROM EMAX TO PC 
 
 

Besides transferring Emax files by floppy disk or removable hard disk/CD-Rom, the Emax-I also allows bank 

transfer via RS422 digital communication. 

The only software which is able to communicate with the Emax via RS422 is the old Sound Designer for Emax 

for Mac, created by Digidesign. You’ll need a Mac computer running OS 7.6 or lower to run this software 

package. 

Note that EMAX-II bank transfer via RS422 is not supported by Sound Designer for Emax. 

 

Moreover you will also need a “hacked” version of one of the following Emax Operating systems: 

• Emax SE 1.1 

• Emax SE HD 1.1 

• Emax Plus 1.0 

The hack consists of applying a higher software revision number within the operating system code. Sound 

Designer for Emax 1.12 only accepts Emax OS versions with rev 4.0 or higher, but this revision number has 

never been used by Emu. Hence a small (but completely innocent) hack is required on the Emax OS. The hacked 

versions of the above mentioned OS can be downloaded from the EMXP website. 

 

Perhaps in the future EMXP will also be able to communicate directly with the Emax-I via RS422, by using an 

RS422�USB convertor. But this feature is not planned yet. 

 

 

Downloading / uploading Emax bank files using Sound Designer for Emax version 1.12 

 
To download a bank loaded in your Emax: 

• Make sure the Emax is connected to your Mac using a serial cable to the printer or modem port 

• The serial port within the Calibration menu of Sound Designer must match the actual port to which the 

serial cable is connected 

• The AppleTalk listener should be either on or off (depending on the Mac type – please experiment with 

this) 

• Select Mode Emax Front Panel 

• Choose Bank � Send Bank to Mac 

 

The file created by Sound Designer for Emax has following characteristics: 

• Size = 553080 Bytes 

• Mac Filetype = EMBK 

• Mac Creator = XFER. 

 

To upload a bank file to the Emax, the same procedure should be used, but of course you have to select Bank � 

Send Bank to Emax instead of Bank � Send Bank to Mac. 

 

 
Transferring files between the Mac and the Windows XP PC 

 
Once you’ve downloaded a file from the Emax using Sound Designer for Emax, you have to find a way to copy 

this file to your PC. 

The same is true in the opposite direction: a file created by EMXP must be copied to your Mac computer. 

 

There are a few options here: 

• Use PC Exchange by Claris on the Mac PC to read/write files from DOS-formatted disks (floppy). 

This program was (probably) included in the Mac OS 7.5.3 or higher. 

• Use MacDisk from Logiciels & Services Duhem.  A demo/trial version is available from their website: 

http://www.macdisk.com . The only limit of this trial version is the filesize limit of 1MB. Fortunately 

Emax files only take 541KB, so the trial version is perfectly suitable for Emax purposes. 

• Use TransMac from Acute Systems / Paul Thompson. See their website: http://www.asy.com  

• Any other Mac�PC file exchange tool… 

 

Most of these tools support multiple types of disks: floppy disks, ZIP disks (!), … 
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When using file exchange tools, it is VERY IMPORTANT to configure the FILETYPE CONVERSION 

correctly: 

• Mac Files with filetype EMBK and creator XFER should be translated to MS DOS extension .EMS 

• Windows files with extension .EMS should be translated to filetype EMBK and creator XFER. 

 

Example: when using MacDisk, use the Options � Signature Editor to setup this translation. Don’t forget to 

save the signature file ! 

 

If this configuration is not done correctly, files created by EMXP will not be recognized by Sound Designer for 

Emax ! 
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“LOOP” ISSUES ON EMAX(II), EMU II, EMU III(X) AND SF2 
 
 

Strange loop start points and loop end points 
 

Maybe you already noticed that some Emu samplers don’t allow a loop start and loop length which completely 

span the sample: 

• EMAX-I does not allow loops starting on the first 2 sample points, and the loop must end at least 2 

sample points before the actual sample end. 

• EMAX-II does not allow loops starting on the first 3 sample points, and the loop must end at least 44 

sample points before the actual sample end.  

• EMULATOR II does not allow loops starting on the first 4 sample points, and the loop must end at least 

4 sample points before the actual sample end. 

• EMULATOR III/IIIX allows loops which span the complete sample length. 

 

Moreover also some SoundFont2 software or hardware engines may have problems with some loop settings. E.g. 

start or end loop points which are closer than 8 sample points to the sample’s start or end points can cause 

problems, as well as loop lengths smaller than 32 sample points. 

 

This is an annoying characteristic of these samplers and EMXP cannot overcome all of these problems. 

 

 

Why is this important to EMXP users ? 
 

Some people carefully design sample files on their PC using their favourite audio editing software. Sometimes 

they create their samples in such way that they can be looped over their full length in a smooth way.  

These samples are then saved as WAV files and transferred to an Emu sampler using EMXP. 

On the Emu/SoundFont2 sampler the musician tries to redefine the original loop, since EMXP does not translate 

WAV loop information (yet). 

However, since some samplers don’t allow loops that span the full sample length, it is impossible to recreate the 

original loop. This may result in some audible “glitches” while playing the samples. 

 

This problem is true for: 

• EMAX-I, on which the problem is restricted to the loop end point only. EMXP already adds two blank 

sample points at the beginning of each converted WAV file, since this is required by the EMAX-I 

specification. 

• EMULATOR II, on which the problem occurs both at the beginning and at the end of the sample. 

EMXP doesn’t add any sample points. 

• EMULATOR III. In theory there should be no problem here, but since EMXP replaces the first two 

sample points by blank sample points, you lose a very small audio portion which could be audible in the 

loop (glitch). 

 

There’s no problem for EMAX-II samples. 

 

For conversions from any looped source to SoundFont2, EMXP will add as many blank sample points to the start 

and end of the sample as is required to make sure that the loop’s start and end point are at least 8 sample points 

from the sample’s start and end point. EMXP however can not solve looping problems caused by loop lengths 

which are too small (smaller than 32 sample points). 

 

 

How to solve these problems ? 

 
When converting from WAV, you can solve this problem quite easily: make sure the WAV file contains the 

exact number of additional leading and trailing sample points as required by your Emu/SoundFont2 sampler. 
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Example 1: Copy a 2-disk EMAX-II floppy bank to a ZIP disk 
 
Step 1: create EMX images of the two floppies 

 

Choose option 1 in the main menu, followed by option 7 in the EMAX SAMPLER MENU. 

Then type the drive letter, e.g. A. 

Then choose option 1 in the floppy menu. (Option 4 can also be used. This option will require less keystrikes in 

between copying multiple floppy disks in a row; it will also automatically decide which target filename will be 

used, unless this filename has already been used before…) 

 

 
 

Enter one of the 2 floppy disks in the specified drive and press ENTER. 

EMXP shows the bank that is stored on the disk and tells you how many disks are used (right column). 

The bank has already been selected for you by EMXP (see [X]). Press ENTER. 
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Choose option 1 in the floppy bank menu and wait a few seconds. 

 

 
 

Enter a name for the target EMX imagefile or you can accept the suggested name by pressing ENTER. If the file 

exists already, EMXP will give a warning and  you will have to give another name. 

 

 
 

The copy process starts and the EMX image is being created. Please wait until the copy process has finished. 
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Repeat these steps for the second disk. 

 

 

 

Step 2: create a bank image from the two EMX images. 

 

Go back to the EMAX SAMPLER MENU (by pressing ESC a few times). 

Choose option 2.  

EMXP will make a list of all EMX images in the \Images folder. This can take a while, because EMXP is reading 

each file and collecting some interesting information from them (such as number of presets). 

 

 
 

Scroll through the list using PGDN and PGUP until you find at least one of the EMX files created in step 1. 

Select one of these files (or both) by typing their item number (here 32) and press ENTER. (*) 

You don’t have to (but can) select both of them – EMXP will always ask for the second image during the copy 

process later on. 
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Choose option 1 from the EMX menu. 

 

 
 

 

Enter a name for the target bank image. You can accept the suggested name by pressing ENTER. 
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After the first EMX image has been copied to the bank image, EMXP will ask to select the second image from the 

EMX images list. EMXP tries to find this file itself, and if EMXP thinks it has found the file, it will have pre-

selected the file for you. In that case, you only have to confirm the selection by pressing ENTER. 

If you selected only the second EMX image in (*), EMXP will also ask to confirm the first EMX image in the 

same way. 

 

 
 

After the second EMX image is copied to the bank image, the bank image is created. 

 

 

Step 3: copy the bank image to the ZIP disk. 

 
Go back to the EMAX SAMPLER MENU (by pressing ESC a few times). 

Choose option 1. 

EMXP will make a list of all bank images in the \Images folder. This can take a while, because EMXP is reading 

each file and collecting some interesting information from them (such as number of presets). 

 

Scroll through the list using PGDN and PGUP until you find the bank image created in step 2. 
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Select the file by typing its item number (here 17) and press ENTER.  

 

 
 

Choose option 3 from the Bank menu. 

 

 
 

Make sure the ZIP drive is connected to your PC. 

Enter the drive letter of your ZIP drive. 
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Then put an EMAX formatted ZIP disk in the drive and press ENTER. 

Note: you’ll have to wait a few seconds before the disk is ready. If you press ENTER too fast, you’ll get an 

error saying the disk is not ready. Ignore this message and simply try again (a few times). 
 

 

 
 

Now EMXP will show a list of empty banks that can can be used to put your bank in. Choose one of the empty 

banks by typing the correct item number (here: 01), and press ENTER. 
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EMXP will now copy the bank to your ZIP disk. 

 

 
 

 

Step 4 (optional): check your ZIP disk. 

 

If you want to see the new contents of your ZIP disk, go back to the EMAX SAMPLER MENU menu. 

Choose option 6. 

You have to specify the drive letter again (see picture in step 3). 

Choose option 1 in the EMAX REMOVABLE HD/CD menu. 
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Put the ZIP disk in the drive and press ENTER. 

 

EMXP gives an overview of the banks on the ZIP disk. Scroll through the list and try to find your bank (here item 

44, bank 47). 

 

 
 

You can check some bankdetails now by asking a presetoverview of this bank.  

Press key P and you’ll get the presetoverview: 
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Let’s zoom into even more details by selecting the first preset P00. Type 01 and then press K for an overview of 

the Key Areas. 

 

 
 
Important note: on the EMAX sampler voices are numbered by their Key Area Number followed by the PRI or 

SEC indicator. In EMXP however, voices get a unique number that is valid across presets. The same is true for 

samples. So if you want to compare the details from EMXP to the details on the EMAX sampler display, use the 

KeyArea number + PRI/SEC indicator instead of the Voice or Sample numbers shown in EMXP. 

 

Select one of the Key Areas (e.g. 1) and press ENTER. The Key Area menu is shown: 
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Instead of looking at the Voices, let’s take a look at the Key Area details themselves. Press ‘2’.  

The Key Area details screen is shown: 

 

 
 

 

That’s about it. Of course you can try out some other screens and windows yourself ! 
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Example 2: Create an EMAX-I EMX image from a set of WAV files 
 
Step 1: Select the WAV files 

 

Choose option 5 in the main menu, by pressing ‘5’. 

You’ll get an overview of all WAV files in the \Wav folder, sorted in alphabetical order. 

(if there are some .WAV files that are not compatible with EMXP, EMXP will first give some warnings. You can 

skip these by pressing ESC. Note that the incompatible WAV files are NOT shown in the WAV Overview). 

 

 
 

Select the WAV files that you want to put into an EMAX bank. Simply type the corresponding numbers (e.g. ‘01’ 

for the TR808 Kick file) or use the “Mark” function to define the start item and end item of the range you want 

to select. Use PGUP/PGDN to go to other WAV files. 

 

In this example we select 6 WAV files, of which one has quite a large size (9Sussudio_sample_1). We do this on 

purpose to show how EMXP will respond when we try to fit all samples into one EMAX-1 image… 

 

Press ENTER. 

 

 

Step 2: Create an EMAX-1 bank image 
 

In the WAV menu, choose ‘1’ to create an EMAX-1 bank image. Note that this is not an EMAX-1 EMX image 

yet… 
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After pressing ‘1’ we get an error window. 

 

 
 

Indeed, the selected set of WAV files takes too much room to fit into one ‘tiny’ EMAX-1 bank (which is limited to 

512 Kb). If we would have chosen the second option everything would have worked fine because EMAX-II 

samplers support banks of up to 8 MB ! 

 

But we want to have an EMAX-I bank, so we go back to the selection list by pressing ESC twice, and we remove 

some WAV files from our list (here: 9Sussudio_sample_1.wav). 

 

After pressing ENTER and choosing ‘1’ again, we get following screen: 
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We have to give a name to the EMAX bank image. We accept the suggested name: 808_KICK.EB1by pressing 

ENTER. 

 
EMXP starts converting the WAV files to the EMAX-1 bank image. This can take a while, as is shown in the 

‘wait’ screen: 

 

 
 

The long processing time is due to the conversion algorithm which  compresses the 16 bit WAV data into 8 bit 

EMAX data. After completion we get an end-of-process confirmation: 

 



 86 

 
 

This message tells us that the bank image has been created, but it also tells us that the “key to wav” mapping 

has been written to a report file named 808_KICK.TXT which can be found in the \Wav folder. When we press a 

key, we can read the contents of that report: 

 

 
 

The report shows how the WAV files have been assigned to the keys on the EMAX-Keyboard. If more than 61 

WAV-files would have been processed, there would be another preset (PRESET 01). If one of the WAV files 

would have been a STEREO file, its channels would have been assigned to the Primary and Secondary voice of 

the same key. In our example however, all WAV-files had only one MONO channel, so the secondary voices are 

empty. 

 

We press ESC and go back to the EMAX SAMPLER MENU by hitting ESC a few more times.  

 

Note that the report has been saved on your harddisk, so you can print it or read it again later. It will not be 

removed by EMXP, but it could be replaced by EMXP when you make another bank image from WAV-files and 

give that bank image the same name (the .EB1 or .EB2 extension is NOT being taken into account). 
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Step 3: Create the EMAX-1 EMX image 
 

In the previous step we have created an EMAX-1 bank image. But we need an EMX image, so we have to convert 

the bank image to an EMX image ! 

 

Go back to the main menu, and enter the EMAX SAMPLER MENU by selecting option 1. Then choose option ‘1’ 

and select the 808_KICK bank image we just created by pressing the corresponding itemnumber (here: ‘01’): 

 

 
 

Let’s first have a look at this file… Are our 5 WAV files really in it ? We already observed ‘#Samp: 5” in the 

overview, so it seems to be OK.  

But let’s look at the sample overview anyway by pressing ‘S’: 

 

 
 
Yes, there they are ! If we select these samples here and press ENTER,  we will have to possibility to make WAV 

files from them again ☺… 

 
But let’s go back to the bank image overview by pressing ESC. 

Now press ENTER to open the Bank image menu, and choose ‘1’ to create an EMX image: 
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After pressing ‘1’, we must give a name for the EMX image. Again we accept the suggested name (PRESET_00) 

by pressing ENTER. 

 

 
 

 

After completion of the copy process, let’s go back to the EMAX SAMPLER MENU by pressing ESC a few times. 

We select option ‘2’ to see whether our EMX image really exists: 
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Yes ! There you have it, on number 32. It is ready to be copied to an EMAX-1 floppy disk now… 
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GNU FREE DOCUMENTATION LICENSE 
 
GNU Free Documentation License 

Version 1.2, November 2002 

 

 

 Copyright (C) 2000,2001,2002  Free Software Foundation, Inc. 

     51 Franklin St, Fifth Floor, Boston, MA  02110-1301  USA 

 Everyone is permitted to copy and distribute verbatim copies 

 of this license document, but changing it is not allowed. 

 

 

0. PREAMBLE 

 

The purpose of this License is to make a manual, textbook, or other 

functional and useful document "free" in the sense of freedom: to 

assure everyone the effective freedom to copy and redistribute it, 

with or without modifying it, either commercially or noncommercially. 

Secondarily, this License preserves for the author and publisher a way 

to get credit for their work, while not being considered responsible 

for modifications made by others. 

 

This License is a kind of "copyleft", which means that derivative 

works of the document must themselves be free in the same sense.  It 

complements the GNU General Public License, which is a copyleft 

license designed for free software. 

 

We have designed this License in order to use it for manuals for free 

software, because free software needs free documentation: a free 

program should come with manuals providing the same freedoms that the 

software does.  But this License is not limited to software manuals; 

it can be used for any textual work, regardless of subject matter or 

whether it is published as a printed book.  We recommend this License 

principally for works whose purpose is instruction or reference. 

 

 

1. APPLICABILITY AND DEFINITIONS 

 

This License applies to any manual or other work, in any medium, that 

contains a notice placed by the copyright holder saying it can be 

distributed under the terms of this License.  Such a notice grants a 

world-wide, royalty-free license, unlimited in duration, to use that 

work under the conditions stated herein.  The "Document", below, 

refers to any such manual or work.  Any member of the public is a 

licensee, and is addressed as "you".  You accept the license if you 

copy, modify or distribute the work in a way requiring permission 

under copyright law. 

 

A "Modified Version" of the Document means any work containing the 

Document or a portion of it, either copied verbatim, or with 

modifications and/or translated into another language. 

 

A "Secondary Section" is a named appendix or a front-matter section of 

the Document that deals exclusively with the relationship of the 

publishers or authors of the Document to the Document's overall subject 

(or to related matters) and contains nothing that could fall directly 

within that overall subject.  (Thus, if the Document is in part a 

textbook of mathematics, a Secondary Section may not explain any 

mathematics.)  The relationship could be a matter of historical 

connection with the subject or with related matters, or of legal, 

commercial, philosophical, ethical or political position regarding 
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them. 

 

The "Invariant Sections" are certain Secondary Sections whose titles 

are designated, as being those of Invariant Sections, in the notice 

that says that the Document is released under this License.  If a 

section does not fit the above definition of Secondary then it is not 

allowed to be designated as Invariant.  The Document may contain zero 

Invariant Sections.  If the Document does not identify any Invariant 

Sections then there are none. 

 

The "Cover Texts" are certain short passages of text that are listed, 

as Front-Cover Texts or Back-Cover Texts, in the notice that says that 

the Document is released under this License.  A Front-Cover Text may 

be at most 5 words, and a Back-Cover Text may be at most 25 words. 

 

A "Transparent" copy of the Document means a machine-readable copy, 

represented in a format whose specification is available to the 

general public, that is suitable for revising the document 

straightforwardly with generic text editors or (for images composed of 

pixels) generic paint programs or (for drawings) some widely available 

drawing editor, and that is suitable for input to text formatters or 

for automatic translation to a variety of formats suitable for input 

to text formatters.  A copy made in an otherwise Transparent file 

format whose markup, or absence of markup, has been arranged to thwart 

or discourage subsequent modification by readers is not Transparent. 

An image format is not Transparent if used for any substantial amount 

of text.  A copy that is not "Transparent" is called "Opaque". 

 

Examples of suitable formats for Transparent copies include plain 

ASCII without markup, Texinfo input format, LaTeX input format, SGML 

or XML using a publicly available DTD, and standard-conforming simple 

HTML, PostScript or PDF designed for human modification.  Examples of 

transparent image formats include PNG, XCF and JPG.  Opaque formats 

include proprietary formats that can be read and edited only by 

proprietary word processors, SGML or XML for which the DTD and/or 

processing tools are not generally available, and the 

machine-generated HTML, PostScript or PDF produced by some word 

processors for output purposes only. 

 

The "Title Page" means, for a printed book, the title page itself, 

plus such following pages as are needed to hold, legibly, the material 

this License requires to appear in the title page.  For works in 

formats which do not have any title page as such, "Title Page" means 

the text near the most prominent appearance of the work's title, 

preceding the beginning of the body of the text. 

 

A section "Entitled XYZ" means a named subunit of the Document whose 

title either is precisely XYZ or contains XYZ in parentheses following 

text that translates XYZ in another language.  (Here XYZ stands for a 

specific section name mentioned below, such as "Acknowledgements", 

"Dedications", "Endorsements", or "History".)  To "Preserve the Title" 

of such a section when you modify the Document means that it remains a 

section "Entitled XYZ" according to this definition. 

 

The Document may include Warranty Disclaimers next to the notice which 

states that this License applies to the Document.  These Warranty 

Disclaimers are considered to be included by reference in this 

License, but only as regards disclaiming warranties: any other 

implication that these Warranty Disclaimers may have is void and has 

no effect on the meaning of this License. 
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2. VERBATIM COPYING 

 

You may copy and distribute the Document in any medium, either 

commercially or noncommercially, provided that this License, the 

copyright notices, and the license notice saying this License applies 

to the Document are reproduced in all copies, and that you add no other 

conditions whatsoever to those of this License.  You may not use 

technical measures to obstruct or control the reading or further 

copying of the copies you make or distribute.  However, you may accept 

compensation in exchange for copies.  If you distribute a large enough 

number of copies you must also follow the conditions in section 3. 

 

You may also lend copies, under the same conditions stated above, and 

you may publicly display copies. 

 

 

3. COPYING IN QUANTITY 

 

If you publish printed copies (or copies in media that commonly have 

printed covers) of the Document, numbering more than 100, and the 

Document's license notice requires Cover Texts, you must enclose the 

copies in covers that carry, clearly and legibly, all these Cover 

Texts: Front-Cover Texts on the front cover, and Back-Cover Texts on 

the back cover.  Both covers must also clearly and legibly identify 

you as the publisher of these copies.  The front cover must present 

the full title with all words of the title equally prominent and 

visible.  You may add other material on the covers in addition. 

Copying with changes limited to the covers, as long as they preserve 

the title of the Document and satisfy these conditions, can be treated 

as verbatim copying in other respects. 

 

If the required texts for either cover are too voluminous to fit 

legibly, you should put the first ones listed (as many as fit 

reasonably) on the actual cover, and continue the rest onto adjacent 

pages. 

 

If you publish or distribute Opaque copies of the Document numbering 

more than 100, you must either include a machine-readable Transparent 

copy along with each Opaque copy, or state in or with each Opaque copy 

a computer-network location from which the general network-using 

public has access to download using public-standard network protocols 

a complete Transparent copy of the Document, free of added material. 

If you use the latter option, you must take reasonably prudent steps, 

when you begin distribution of Opaque copies in quantity, to ensure 

that this Transparent copy will remain thus accessible at the stated 

location until at least one year after the last time you distribute an 

Opaque copy (directly or through your agents or retailers) of that 

edition to the public. 

 

It is requested, but not required, that you contact the authors of the 

Document well before redistributing any large number of copies, to give 

them a chance to provide you with an updated version of the Document. 

 

 

4. MODIFICATIONS 

 

You may copy and distribute a Modified Version of the Document under 

the conditions of sections 2 and 3 above, provided that you release 

the Modified Version under precisely this License, with the Modified 

Version filling the role of the Document, thus licensing distribution 
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and modification of the Modified Version to whoever possesses a copy 

of it.  In addition, you must do these things in the Modified Version: 

 

A. Use in the Title Page (and on the covers, if any) a title distinct 

   from that of the Document, and from those of previous versions 

   (which should, if there were any, be listed in the History section 

   of the Document).  You may use the same title as a previous version 

   if the original publisher of that version gives permission. 

B. List on the Title Page, as authors, one or more persons or entities 

   responsible for authorship of the modifications in the Modified 

   Version, together with at least five of the principal authors of the 

   Document (all of its principal authors, if it has fewer than five), 

   unless they release you from this requirement. 

C. State on the Title page the name of the publisher of the 

   Modified Version, as the publisher. 

D. Preserve all the copyright notices of the Document. 

E. Add an appropriate copyright notice for your modifications 

   adjacent to the other copyright notices. 

F. Include, immediately after the copyright notices, a license notice 

   giving the public permission to use the Modified Version under the 

   terms of this License, in the form shown in the Addendum below. 

G. Preserve in that license notice the full lists of Invariant Sections 

   and required Cover Texts given in the Document's license notice. 

H. Include an unaltered copy of this License. 

I. Preserve the section Entitled "History", Preserve its Title, and add 

   to it an item stating at least the title, year, new authors, and 

   publisher of the Modified Version as given on the Title Page.  If 

   there is no section Entitled "History" in the Document, create one 

   stating the title, year, authors, and publisher of the Document as 

   given on its Title Page, then add an item describing the Modified 

   Version as stated in the previous sentence. 

J. Preserve the network location, if any, given in the Document for 

   public access to a Transparent copy of the Document, and likewise 

   the network locations given in the Document for previous versions 

   it was based on.  These may be placed in the "History" section. 

   You may omit a network location for a work that was published at 

   least four years before the Document itself, or if the original 

   publisher of the version it refers to gives permission. 

K. For any section Entitled "Acknowledgements" or "Dedications", 

   Preserve the Title of the section, and preserve in the section all 

   the substance and tone of each of the contributor acknowledgements 

   and/or dedications given therein. 

L. Preserve all the Invariant Sections of the Document, 

   unaltered in their text and in their titles.  Section numbers 

   or the equivalent are not considered part of the section titles. 

M. Delete any section Entitled "Endorsements".  Such a section 

   may not be included in the Modified Version. 

N. Do not retitle any existing section to be Entitled "Endorsements" 

   or to conflict in title with any Invariant Section. 

O. Preserve any Warranty Disclaimers. 

 

If the Modified Version includes new front-matter sections or 

appendices that qualify as Secondary Sections and contain no material 

copied from the Document, you may at your option designate some or all 

of these sections as invariant.  To do this, add their titles to the 

list of Invariant Sections in the Modified Version's license notice. 

These titles must be distinct from any other section titles. 

 

You may add a section Entitled "Endorsements", provided it contains 

nothing but endorsements of your Modified Version by various 

parties--for example, statements of peer review or that the text has 
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been approved by an organization as the authoritative definition of a 

standard. 

 

You may add a passage of up to five words as a Front-Cover Text, and a 

passage of up to 25 words as a Back-Cover Text, to the end of the list 

of Cover Texts in the Modified Version.  Only one passage of 

Front-Cover Text and one of Back-Cover Text may be added by (or 

through arrangements made by) any one entity.  If the Document already 

includes a cover text for the same cover, previously added by you or 

by arrangement made by the same entity you are acting on behalf of, 

you may not add another; but you may replace the old one, on explicit 

permission from the previous publisher that added the old one. 

 

The author(s) and publisher(s) of the Document do not by this License 

give permission to use their names for publicity for or to assert or 

imply endorsement of any Modified Version. 

 

 

5. COMBINING DOCUMENTS 

 

You may combine the Document with other documents released under this 

License, under the terms defined in section 4 above for modified 

versions, provided that you include in the combination all of the 

Invariant Sections of all of the original documents, unmodified, and 

list them all as Invariant Sections of your combined work in its 

license notice, and that you preserve all their Warranty Disclaimers. 

 

The combined work need only contain one copy of this License, and 

multiple identical Invariant Sections may be replaced with a single 

copy.  If there are multiple Invariant Sections with the same name but 

different contents, make the title of each such section unique by 

adding at the end of it, in parentheses, the name of the original 

author or publisher of that section if known, or else a unique number. 

Make the same adjustment to the section titles in the list of 

Invariant Sections in the license notice of the combined work. 

 

In the combination, you must combine any sections Entitled "History" 

in the various original documents, forming one section Entitled 

"History"; likewise combine any sections Entitled "Acknowledgements", 

and any sections Entitled "Dedications".  You must delete all sections 

Entitled "Endorsements". 

 

 

6. COLLECTIONS OF DOCUMENTS 

 

You may make a collection consisting of the Document and other documents 

released under this License, and replace the individual copies of this 

License in the various documents with a single copy that is included in 

the collection, provided that you follow the rules of this License for 

verbatim copying of each of the documents in all other respects. 

 

You may extract a single document from such a collection, and distribute 

it individually under this License, provided you insert a copy of this 

License into the extracted document, and follow this License in all 

other respects regarding verbatim copying of that document. 

 

 

7. AGGREGATION WITH INDEPENDENT WORKS 

 

A compilation of the Document or its derivatives with other separate 

and independent documents or works, in or on a volume of a storage or 
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distribution medium, is called an "aggregate" if the copyright 

resulting from the compilation is not used to limit the legal rights 

of the compilation's users beyond what the individual works permit. 

When the Document is included in an aggregate, this License does not 

apply to the other works in the aggregate which are not themselves 

derivative works of the Document. 

 

If the Cover Text requirement of section 3 is applicable to these 

copies of the Document, then if the Document is less than one half of 

the entire aggregate, the Document's Cover Texts may be placed on 

covers that bracket the Document within the aggregate, or the 

electronic equivalent of covers if the Document is in electronic form. 

Otherwise they must appear on printed covers that bracket the whole 

aggregate. 

 

 

8. TRANSLATION 

 

Translation is considered a kind of modification, so you may 

distribute translations of the Document under the terms of section 4. 

Replacing Invariant Sections with translations requires special 

permission from their copyright holders, but you may include 

translations of some or all Invariant Sections in addition to the 

original versions of these Invariant Sections.  You may include a 

translation of this License, and all the license notices in the 

Document, and any Warranty Disclaimers, provided that you also include 

the original English version of this License and the original versions 

of those notices and disclaimers.  In case of a disagreement between 

the translation and the original version of this License or a notice 

or disclaimer, the original version will prevail. 

 

If a section in the Document is Entitled "Acknowledgements", 

"Dedications", or "History", the requirement (section 4) to Preserve 

its Title (section 1) will typically require changing the actual 

title. 

 

 

9. TERMINATION 

 

You may not copy, modify, sublicense, or distribute the Document except 

as expressly provided for under this License.  Any other attempt to 

copy, modify, sublicense or distribute the Document is void, and will 

automatically terminate your rights under this License.  However, 

parties who have received copies, or rights, from you under this 

License will not have their licenses terminated so long as such 

parties remain in full compliance. 

 

 

10. FUTURE REVISIONS OF THIS LICENSE 

 

The Free Software Foundation may publish new, revised versions 

of the GNU Free Documentation License from time to time.  Such new 

versions will be similar in spirit to the present version, but may 

differ in detail to address new problems or concerns.  See 

http://www.gnu.org/copyleft/. 

 

Each version of the License is given a distinguishing version number. 

If the Document specifies that a particular numbered version of this 

License "or any later version" applies to it, you have the option of 

following the terms and conditions either of that specified version or 

of any later version that has been published (not as a draft) by the 
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Free Software Foundation.  If the Document does not specify a version 

number of this License, you may choose any version ever published (not 

as a draft) by the Free Software Foundation. 
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