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Thank you for purchasing the Roland Rhythm Composer R-8.
The R-8 is a completely new —type rhythm machine, featuring
various functions that how make possible extremely realistic

performances.
To make the best use of the R-8, please read this owner's

manual carefully.
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B IMPORTANT NOTES

o Power Supply ¢

@®Please use the supplied AC adapter with the
R-8. Using any other AC adapter will cause
trouble. Also, do not use the supplied AC
adapter with any other unit but the R-8.

@®The appropriate power supply for this unit is
shown on its name plate. Please make sure
that the line voltage in your country meets
this requirement.

@®Do not use the same socket used for any
noise generating device. (such as a motor or

) variable iighting system)

®Make sure that the unit is turned off before
connecting the power plug to the AC socket.

@®When disconnecting the power plug from the
the cord, but hold the
plug to avoid damaging the cord.

socket, do not pull

@®Avoid damaging the power cord.

®!f the unit is not to be used for a long
period of time, unplug the cord from the
socket.

@Disconnect the AC cord immediately in the
event of an electrical storm.

@Before setting up the R-8 with other MIDI
evices, turn this unit off along with all other

OU must connect the instrument (this
t). to an amplifier while switched on, be

. to connect the cord to the instrument
first. When disconnecting,

: disconnect the cord
trom” the amplifier firgt

<©Room Location ¢

@Avoid using this device in excessive heat or
humidity conditions, or where it may be
affected by direct sunlight or dust and avoid

places subject to high vibration.

O®0perating the unit light,
fluorescent lamp, TV or CRT display may

near a neon

cause noise interference. If so, change the
angle or the position of the unit.

@0Operating this unit near a TV or radio may




- Cabinet Cleaning Care <

@For cleaning the unit, use a dry and soft
cloth.

@Should the casing become soiled, use a cloth
slightly dampened with water.

@®To remove stubborn grime, clean the casing
with a cloth moistened with a neutral
detergent, then wipe it dry with a soft cloth.

@®Do not use solvents such as paint thinner

when cleaning.
OMemory Back Up System o

@This unit features a memory backup system
that retains the data even after switched off.
The battery that supports the backup circuit
should be replaced every five years. Call t;\‘e
Roland  service station for a battery
replacement. (The first replacement may be
required before five years, depending on how
much time had passed before you purchased
the unit.)

@Aithough we do our utmost to protect your
data during repairs, sometimes, especially
when working on the memory itself or on a
related area, some of your important data
may be lost. Keep a separate record of all the
data that you consider important. This can
be done by saving it into the RAM card or
by writing it down on a sheet of paper.

CHow To Handle The Unito

@®Adjust the volume control to a level that will
not disturb the neighborhood, especially at
night when sounds can travel over long
distances.

@00 not allow fluid or foreign matter, such as
water, beverages, coins and wires, to enter
this unit.

@®Do not examine or modify the internal
components or circuitry. Electrical shocks or
damage may result.

@00 not subject this unit to strong shocks, or
move it while the power is on.

@!f this unit fails to operate correctly, turn it
off immediately and contact your Roland

dealer.
@Never push or hit the display hard.

@00 not hit the key pads of the unit with a
stick or anything hard.

@if the LCD display is difficult to view, adjust
the contrast with the LCD Contrast Control

Knob on the rear of the unit.



BWOUTLINE OF THE R-8

Causes of monotonous
and mechanical rhythm

What the R-8 can do

B OUTLINE OF THE R-8

1. About Human Feel

Rhythm performances from conventional rhythm machines or
Ségquencers sometimes a monotonous and mechanical impression to
the listeners. Roland has succeeded in removing the causes of such
limitations and has provided for expression of more realistic drum
performances (a much more Human Feel). The result is the Roland
rhythm machine R-8.

There are two elements that prevent past rhythm machines from
obtaining realistic expression :

O®When a human being plays a rhythm instrument, unlike a programmable
rhythm machine, they change the strength or position with each beat to
create accentuation. Thus, the effectiveness of the drum performance varies

depending on the drummer.

®Even though one intends to play in exactly the same manner, the strength
or positions of beating will vary slightly. This means that the overall

performance will contain a vérié.ty of tonal and Rhythmical qualities.

The R-8 can express such subtle sound and timing changes as
described above, presenting more realistic performances (what we
call “Human Feel” in this manual), as follows.

®Natural tone alteration according to the beating strength
or beating positions
Depending on how hard You play the Snare drum, Kick drum or Tom, the
tones of each drum voice (Snare, Kick, or Tom) will change in a very

natural way.

®Wide variety of sound editing parameters
By changing the setting of the parameters {(Velocity, Pitch, Decay and
Nuance), the tone of each Instrument can be edited to your taste. Also,

even after having written a rhythm pattern, you can edit the sound of each

Instrument.
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MOUTLINE OF THE R8

®Micro Timing
The timing (steps) of the R-8's rhythm performance (Pattern Play or Song

Play) can be set with minute precision, to a resolution of 1,384 note.

@®Feel Function
A Feel Patch consists of two sections, Groove that changes the strength
or position for beating, and Random Factor section which sets random and
subtle tone changes. When playing a rhythm pattern, you can set a desired
Feel Patch to the rhythm pattern. The same rhythm pattern will be played
differently by changing the Feel Patch data.



MOUTLINE OF THE R-8

2. Features Of The R-8

@®The R-8 features 68 different high
quality instruments (rhythm voices)
sampled at 44.1kHz with 16 bit dynamic
range. With the Touch Sense function
provided on the Key Pads, you can
obtain extremely realistic drum sounds,
because of the natural alteration of the
volume and tone according to the
strength of pad striking.

@®Some Instruments can be played so that
the beating strength changes the nuance
(Kick, Snare and Toms). With the Hihat
and Ride cymbals only, the Nuance
creates the effect of Hihats in different
positions. Aiso, with Pan, Decay and
Pitch settings a more expressive drumset
can be realised.

@The Copy Instrument function allows you
to create up to 28 different Instruments,
in addition to the 68 existing
Instruments.

®For more realistic performance, the R-8
allows delicate adjustments in timing
velocity / decay / pitch and nuance.

@®The R-8's internal memory can store 32
Preset Rhythm Patterns, 100 User-
programmed Patterns and 10 Songs.

®Up to eight Feel Patches ( regular tone
changes in accord with accents set in
the music, and random tone changes)
can be set independently for User-
programmed patterns.

@®The following editing funz=--: =z-e

available :

¥ Pattern Copy.

winstrument  Change  this—recnz-=es —— -
Instrument in a Pattern wit ansther
Instrument,

¥ Merge function that mixes two Patierns.

vrPattern Append function that joins rmore than

one Pattern, etc.

@®Using an optional sound ROM =z-z2, /o
can extend 26 more Instrumer-z.

@®Frequently used button procez.-zs cz
be registered as Users Functio—=.

@Frequently used rhythm patterms can be
registered as Macro Notes . The
registered pattern can be en<eed by
tapping the Key pad once in the rhythm
Pattern writing mode.

(-

@®The total performance time of a song
can be checked, or the tempo needed for
playing a song within a specified time
can be calculated.




Bl PANEL DESCRIPTIONS

[Rear Panel]

MID! Sockets

Power Switch

AC Adapter Jack

M PANEL DESCRIPTIONS

Tape Sync In Jack

————— Tape Sync Out Jack

Start/Stop Jack
Value Jack

-2 A A | '
J0 009 9
{ 90000000000 o
A Ty v i
R P | ! ! L
Headphone Jack ——— | : | g RAM Card Slot
Stereo Output Jack(R/L(MONO))— ! : ROM Card Slot
Multi Output Jacks(1—8) —— LCD Contrast Controt Knob
[Front Panel]

Level Button ' Tempo Indicator
Tempo Button - ! Function Display
Volume Slider f ‘ ‘ —— Graphic Display
Value Slider Y i Key Pads 1-16

) | ! i

i

MIDI Button

.unction Button

Macro Button
d Bank Button

Mhlti Button
Scope Button

Cousor Buttons

b g
.

Page Button
Exit Button

Parameter Up/Down Buttons

Start/Stop Button
Roil Button

Shift Button

Flam Button

Parameter Select Buttons

Enter Button

Numerical Keys
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M BASIC CONNECTIONS

Bl BASIC CONNECTIONS

12

LCO
CONTRAST

R _LIMONOL_ PronEs

C 6006060066006F

®

)
J

Specific :

O

Headphones
(RH-100 etc)

0O

00O

Stereo Amplifier

Instruments can be output from any individual Multi Output jacks (1 -~ 8).

At the manufacturer, all the Instruments are set to be output from the

Stereo Output jacks, therefore no sound is output from the Multi Outputs.

If you wish to use the Muiti Output jacks, change the Output Assign of

each Instrument (see page 49).

R VI e s i
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1] LET'S

PLAY

The R-8 is programmed with 68 Rhythm Instruments plus 26 more

Copy Instruments (when released from the manufacturer) as shown

below. The sound of an Instrument with the

»”

“*” mark will change

in accord with settings for Nuance (see page 49) or the strength

of Key pad hitting. The sound of an Instrument with the

u**n

mark will change by editing the value of Nuance.

INST # DISPLAY INSTRUMENT NAME COMMENT
1 * DRY_K1 DRY KIiCK 1 Close miking sound
2 * DRY_ K2 DRY KICK 2 Close miking sound _
3 * WOOD_ K1 WOOD KICK 1 Close miking sound
4 * DBLH_ K1 DOUBLE HEAD KICK 1
5 * DBLH_K2 DOUBLE HEAD KICK 2
6 * SOLID_K SOLID KICK
7 * ROOM_K1 ROOM AMBIENT KICK 1 With large room ambience
8 * ROOM__K2 ROOM AMBIENT KICK 2 With large room ambience
<] * MONDO_ K MONDO KICK
10 * WOOD__S1 WOOD SNARE 1 Close miking sound (8 inch snare)
11 * OPEN__S1 OPEN SNARE 1 Close miking sound
12 * TIGHT__S TIGHT SNARE . Close miking sound (5 inch snare)
13 * NICE_S1 NICE SNARE 1 B With ambience
14 * FAT_S1 FAT SNARE 1
15 * IMPCT_S IMPACT SNARE With ambience
16 * SNAP__S1 SNAP SNARE 1
17 * QUCH_S OUCH ! SNARE With Reverb effect
18 * RVB_S1 REVERB SNARE With Reverb effect
19 * PICL__S1 PICCOLO_SNARE 1. | Close miking..sound (3 inch snare)
20 * RIMSHT1 RIMSHOT SNARE 1 Ciose miking sound
21 * RIMSHT2 RIMSHOT SNARE 2 With ambience
22 SIDSTK1 SIDE STICK 1
23 SIDSTK2 SIDE STICK 1
24 * DRY_T1 DRY TOM 1 Close miking sound
25 * DRY_T2 DRY TOM 2 Close miking sound
26 * DRY_T3 DRY TOM 3 Close miking sound
27 * DRY_T4 DRY TOM 4 Close miking sound
28 * ROOM__T1 ROOM AMBIENT TOM! With iarge room ambience
29 * ROOM__T2 ROOM AMBIENT TOM2 With large room ambience
30 * ROOM_T3 ROOM AMBIENT TOM3 With large room ambience
31 * ROOM__T4 ROOM AMBIENT TOM4 With large room ambience
32 * POWR__T1 POWER TOM 1 With ambience
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T LET'S PLAY

INST # DISPLAY INSTRUMENT NAME COMMENT
33 * POWR_T2 | POweR Tom 2 With ambience
34 * POWR_T3 | Power Tom 3 With ambience
35 * POWR_T4 | Power ToMm 4 With ambience
36 * DOOM_T1 | DooMm TOM 1 With effect
37 * % CLSD__H1 CLOSED HIHAT 1
38 * % OPEN_ H1 OPEN HIHAT 1
39 PDAL_ H1 PEDAL CLOSED HIHAT
40 CRSH_C1 | cRasH CYMBAL 1
41 * % MLLT__C1 MALLET CRASH CYMBAL | Can be used for rolling with mallet
42 * % RIDE__C1 RIDE CYMBAL !
43 * * RDBL__C1 RIDE - BELL CYMBAL 1 Mixture of bell and ride
44 BELL_C1 RIDE CYMBAL BELL
45 808CLAP 808 HAND CLAP Handclap of the TR — 808
46 * QPEN__D1 OPEN DRUM 1 Large drum voice without Mute
47 * TAIKOI} TAIKO 1 Japanese drum, “Taiko”
48 CLAVET * | cCLAVE 1
49 CABASA1 CABASA 1
50 COWBEL1 COWBELL 1
51 TAMBRN1 TAMBOURINE 1
52 SHAKER?1 SHAKER 1
53 MUTE_CG | MUTE HIGH CONGA
54 SLAP_CG SLAP HIGH CONGA
55 LOW_CG OPEN LOW CONGA
56 * % SLID__CG SLIDE LOW CONGA With slidihg manner
57 AGOGO1 AGOGO !
58 * % OCT_AGG | OCTAVE AGCGO
59 - -WHISTLT. - wHisTLE - --{-Short-Whistle
60 WHISTL2 WHISTLE 2 Long Whistle
61 * * CAN1 CAN 1
62 * % BACK__S1 BACK SNARE | Reverse of RVB__S1 (INST # 18)
63 BACK _T1 BACK TOM 1 Reverse of DOOM__T1 (INST # 36)
64 BACK_C1 BACK CYMBAL | Reverse of CRSH__C1 (INST # 40)
65 * * SPARK1 SPARK 1
66 * * SURF SURF
67 * % WHEEL1 WHEEL 1
68 REST REST No sound {for mute or choke)

15




NS

(ILET'S PLAY

Copy Instruments

COPY INST # SIC;LS,:C: DISPLAY INSTRUMENT NAME COMMENT

1 4 * DBLH_K3 DOUBLE HEAD KICK 3

2 20 * RIMSHT3 RIMSHOT SNARE 3

3 36 DOOM__T2 | DooM ToMm 2

4 36 DOOM__T3 | boom Tom 3

5 37 * % CLSD__H2 CLOSED HIHAT 2 Harder than CLSD__H1

6 37 % % CLSD__H3 | CLOSED HiaAT 3 Similar to CLSD__H1, but hit at
a position Closer to the edge

7 38 * % OPEN__H2 OPEN HIKAT 2 Can be used as halfopen

8 38 % % OPEN__H3 | OPEN HIHAT 3 Open sound similar to bell

9 40 CRSH__C2 CRASH CYMBAL 2

10 40 CHOK_C1 CHOKED CRASH CYMBAL 1 Muted with a hand immediately
after hit _ _

11 40 SPLA_ C1 SPLASH CYMBAL 1

12 40 SPLA_C2 SPLASH CYMBAL 2

13 45 DRYCLAP DRY HAND CLAP

14 46 * OPEN_D2 OPEN DRUM 2

15 49 CABASA2 CABASA 2

16 50 COWBEL2 | cowseLf 2

17 55 HIGH_CG OPEN HIGH CONGA

18 57 AGOGO2 AGOGO 2

19 38 * % PLATE PLATE 1

20 57 RING1 RING 1

21 59 PIPE1 PIPE 1

22 48 WBLOCK1 WOOD BLOCK 1

23 48 WBLOCK2 WOOD BLOCK 2

24 65 * % THRILLR THRILLER

25 45 GUNSHT1 GUN SHOT 1

26 52 SHADOW SHADOW -

L .




DLET'S PLAY

1. Manual Playing

Step 1

Step 2

Step 3

You can try out a variety of sounds by playing it manually :

Check that the unit is connected to your amplifier or mixer, switch the unit

on.

Raise the VOLUME slider.

VOLUME

A Higher

Volume

H lower

Simply tap each key:; all keys have different drum instruments.

Depending on the strength of tapping, the volume varies. Instruments marked

with “*7 (in the table shown on page 14) will vary in according to the

tapping strength.

-

-
*Tap the bottom of each key pad on the R-8 lightly so that
natural sound alteration (volume and tone) can be obtained.
Hitting it with a drum stick will damage it.

13 KICK
|| /Tap here
COPY

To obtain a Flam effect, hit a key pad while holding { FLAM | down.
To add a Roll effect, depress a key pad with [ROLL | held down : while the

key pad is being pressed down, the relevant sound will keep playing as long

as |[ROLL!| is held down.

17



ROLL button

U0 ] | —

e 00 FLAM button

=E S5

= = U 0000

* If you wish to change the interval for Flam, Roll, see page 86 and 88.

Pad Bank Selection Any of the 80 different Instruments can be assigned to each key
pad. A Pad Bank is a set of Instrument assignments to the 16 key
pads. The R-8 can store up to five Pad Banks (A to E). You can
select any of those five Pad Banks.

Bank E

Bank D

Bank C

Bank B .

¢«

Bank A

0ooo

0ooo

0ooo

0ooo
L

Procedure Press {PAD BANK | to change Banks.”

The selected Pad Bank is shown in the display.

PAD BANK MODE PATTERN TEMPO

* EDIT
| USER moTTTTeneooe 4 carp T

b PAD BANK | A — | ASSIGN |

fa—y

b
[N

q__
wmall

*Hf you wish to change the Instrument assignment or play an instrument which is

not assigned to any key pad, perform “Instrument Assignment” on page 40.

18
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dLET'S PLAY

The five Pad Banks consist of the following instruments :

Bank A

CRSH__C1 (INT40)

CRSH_C2 (CPY09)

BELL_C1 (INT44)

RIDE_C1 (INT42)

DRY_T1 (INT24)

DRY_T2 (INT25)

DRY_T3 (INT26)

DRY_T4 (INT27)

SIDSTK1 (INT22)

RIMSHT1 (INT20)

CLSD__H1 (INT37)

OPEN__H1 (INT38)

DRY_ K1 (INTO1)

FAT_S1 (INT14)

PDAL_H1 (INT39)

808CLAP (INT45)

Bank B

CRSH__C1 (INT40)

CRSH__C2 (CPY09)

BELL_C1 (INT44)

RIDE_C1 (INT42)

ROOM__T1 (INT28)

ROOM__T2 (INT29)

ROOM__T3 (INT30)

ROOM__T4 (NT31)

BACK__S1 (INT62)

OUCH_S (NT1T)

CLSD_H3 (CPY(086)

OPEN__H2 (CPYOT)

ROOM__K1 (INTO7)

RVB_S1 (INT18)

PDAL_H1 (INT39)

COWBELL1 (INT50)

Bank C

CRSH__C1 (INT40)

CRSH_C2 (CPY09)

BELL_C1 (INT44)

RIDE_C1 (INT42

POWR_T1 (INT32)

POER_T2 (INT33)

POWR__T3 (INT34)

POWR__T4 (INT35)

SIDTK2 (INT23)

RIMSHT2 (INT21)

CLSD_H1 (NT37)

OPEN__H1 (INT38)

DBLH_K2 (INT0OS)

IMPCT_S (INT15)

PDAL_H1 (INT39)

SPLA_C2 (CPY12)

Bank D

S e o B

A s

i
{
!
|
{

WBLOCK1 (CPY22)

WBLOCK2 (CPY23)

AGOGO1T (INT57)

AGOGO2 (CPY18)

LOW__CG (INTS5)

HIGH_CG (CPY1T)

V SLAP_CG (INT54)

MUTE_CG (INTS3)

TAMBRN1 (INT51)

SHAKER1 (INT52)

CABASAT (INT49)

CABASA2 (CPY15)

OPEN_D1 (INT48)

CLAVET (INT48)

WHISTL1 (INT59)

WHISTL2 (INT60)

Bank E

CHOK_C1 (CPY10)

SPLA_C1 (CPY11)

RDBL_C1 (INT43)

MLLT_C1 (INT41)

DOOM__T1 (INT36)

DOOM__T2 (CPYD3)

SPARK1 (INT65)

PLATET (CPY19)

BACK_C1 (INT64)

BACK_T1 (INTE3)

SURF (INT66)

PIPET (CPY21)

WHEEL1 (INT67)

THRILLR (CPY24)

GUNSHT1 (CPY25)

SHADOW (CPY26)

INT : Internal Instrument
CPY : Copy Instrument
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2. Demonstration Songs

Sample song programs are stored in your R-8. Do as follows to
play the demo songs.

Step 1 Press .
MODE
SONG PATTERN MIDI
L, I 1, [@FCaY BURITE
ﬁ b ﬂ, CARD UTILITY
*When the Menu Display is not shown, press [EXIT |.
Step 2 Press 1 in the Numerical Keys to select “PLAY’.
Song Number Song Name
v
SOHG G L JUMGLE
MEAS B8G1 FTH Zz-oi
Bar T Bar number within the
Pattern Number  current rhythm pattern
Step 3 Press 0 in the Numerical Keys to select song number 0.
{
*[;1/0Fﬂ[i 1/@ or VALUE slider can also be used for selecting a song.
Step 4 Press [START./STOP| to start playing.
The Tempo Indicator blinks in step with the playing song, and the display
shows the current status of the demo playback.
Tempo Indicator Current Part empo
v 4
O ZERT S0 MODE SONG TEMPO
EDIT
USER [ caro ] T
PAD BANK | A [ assion ] y -
) SOHE & “FART G835
—h MEAS G805 FTH 40>
¥ 7
Current bar  Pattern Number
Bar number within the rhythm
pattern currently playing
Step 5 Press |START,”STOP] to stop playing. i

Pressing |START, STOP while holding [SHIFT| down will

where it was stopped.

resume playing

20




Start,/Stop using a
Footswitch

Tempo Adjustment

Step 1

Step 2

Step 3

Level Adjustment

Step 1

Step 2

Step 3

{LET'S PLAY

By connecting a footswitch (optional DP-2) to the Start,”Stop
Jack at the rear of the unit, you can start or stop playing with the

footswitch.

START /STOP

F°6W - e op-2
o =—=||]

Roland

To adjust the tempo, do as follows.

Press | TEMPO |.

TEMFD ACJUST
[__ b _“—] - 4= .].-. DA

Using | — 1/OFF’” +1,/0N | or the Numerical Keys, set the tempo (20 to 250).

Higher values quicken the tempo.

Press | TEMPO | to return to the pravious display.

To adjust the level of each Instrument, do as follows.

Press | LEVEL |.

TEMPO LEVEL L E ” E L F‘l D ._T U 5 T
;‘Lb =P fRCRsH_Ci3= 1%
f f
Instrument Level

Press the key pad that correspond to the Instrument whose level is to be

changed.

Change Pad Banks with {PAD BANK |, if necessary.

Using any of | — 1 /OFF|[+ 1/ON], the VALUE slider, or the Numerical Keys,

set the level (0 to 15).

Higher values increase the volume (At zero, no sound is produced).

21



DLET'S PLAY

The level setting procedure can be monitored in the display,

LEVEL |23456789l01|)213)4!5

NST 1 Te
INST 2 e
INST 3" @
INST 4 |@

oleje/e/o]ale] | [
sle/ole]elele] i
olejejejelelelole olele
000000 olefe

Step 4 To continue, and set the level of the other Instruments

Step 5 Press to return to the previous display.

4
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a. Playing Preset

Step 1

' Step 2

Step 3

Step 4

JLET'S PLAY

3. Pattern Playing

A song is made of many rhythm patterns. Let's play some Preset
rhythm patterns and User - programmed (in fact, preprogrammed
from the manufacturer) rhythm patterns.

Patterns

In the R-8, 32 different rhythm patterns (Preset Pattern Numbers
00 to 31) are preprogrammed. Any Preset Rhythm Pattern cannot
be used for writing a song, Unless it is copied to a User-Pattern

pattern can be edited to make a different rhythm pattern.

Let's play a Preset Rhythm Pattern.

Press | PATTERN | to turn to the Pattern Mode.

MODE ey
SONG PATTERN MIDI MOOE c L’A:TER?/' : _Temro
[ L L ] e TN 120
wpe | PAD BANK | A 1 _AssioN | el
INST ASSIGN ( ) UTILITY ﬂ F, I__ F-I IT! E .:: T E F'
L =37 |greal OFRESET

¥ Menu Display

*if the Menu Display does not appear, press [EXIT].

Press 4 in the Numerical Keys to select “PRESET".

Pattern Number The number of bars Pattern Name

-3 contained in the pattern

I l
FFRE BE-81 <2EBEATI
FLY T=@4- 4

Time Signature

Using | — 1/OFF ][+ 1,/ON], VALUE slider or Numerical Keys, assign the Preset
Number (0 to 31) you wish to play.

If you select a rhythm pattern made of more than one bar, you can start
playing from the middle of the rhythm pattern.

Move the cursor to the Bar Number with [«] and [»]. then assign the bar
number to start playing using [ - 1/OFF] [+ 1 ON|, VALUE siider or

Numerical Keys.

Press | START “STOP |, and the rhythm pattern is played repeatedly.
To start playing from the assigned bar, press [START./STOP | while holding

down.

23
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Step 5

Step 6

Step 7

Step 1

Step 2

Step 3

Step 4

24

Press fSTART/STOP] to stop playing.

To play another Preset Pattern, repeat steps 3 and 4,

Press | START,”STOP | to stop playing.

*To return to the Menu Display, press .

b. Playing User - Patterns

User - patterns can be edited any time.

Now, let's play a user- pattern from the manutacturer (pattern

numbers 00 to 31 are the same as the Preset patterns).

Press |PATTERN| to turn to the Pattern Mode.

MODE MODE ":A:T;R; \l JEMPO
SONG PATTERN MIDI EDIT | L
USER I carp | 1 T
l ”_ _jl l o [ 22D BaNK[ A i ASsiGN | el
INST ASSIGN ¢ b ) UTILITY BrFLAY BSTEFR
[ Il HREEAL BFREE=ET
Menu Display

*If the Menu Display does not "ap?ear, press (EXIT|.

Press 1 in the Numerical Keys to select “PLAY”.

Pattern Number (0 — 99)

The number of bars contained in the pattern

indicated when data exists in the pattern

Pattfrn Name

H1J<DEMD @

84" 4 FEEL=w#
7 7

Time Signature

Feel Patch (0 - 7)

Using | - 1 OFF]| [+1/0N], VALUE slider or Numerical Keys, assign the

Pattern Number (00 to 99) you wish to play.

It you select a rhythm pattern made of more than one bar, you can start

playing from the middle of the rhythm pattern.

Move the cursor to the Bar Number with Eand [»>]. then assign the bar

number to start playing using [ 1/OFF] [+ 170N] ., VALUE slider or

Numerical Keys.

Press | START, “STOP , and the rhythm pattern is played repeatedly.
To start playing from the assigned bar, press START_STOP | while holding

SHIFT | down.
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Step 5 To play another User-Pattern, repeat step 3.
The seiected pattern number is shown in the display and played after the
current pattern.
Pattern Number to be played next
¥y
FTH GE"81d<++FTH G2
FLY T=84- 4 FEEL=#
Step 6 Press | START “STOP | to stop playing.

*To return to the Menu Display, press .

c. Feel Patch Assignment

Preset Rhythm Patterns contain rhythm patterns of past rhythm
machine types, to demonstrate the effect of the Feel Patches. Feel
Patches are not assigned to Preset Patterns, and therefore need to
be copied to User-Patterns once.

}
Step 1 Select a Preset pattern where you wish to assign a Feel Patch from the
following pattern numbers.
Pattern Number | Type of the Rhythm Pattern
00. 01 8 beat type
04, 05 16 beat type
10, 11, 20 Triplet type
Step 2 While holding [SHIFT | down, press Key pad 13 to enter the copying mods.
Preset Pattern selected in Step 1
ERASE 13 KICK i
o [FTH COFY <FRE Go>
EHRE 810333 =:2FTH g
SHIFT b COPY f
b Destination Rhythm Pattern
Step 3 Select the destination rhythm pattern (User-Pattern 00 — 99), then press

:

Pressing |ENTER | will copy the source pattern to the selected destination
pattern.

*From the manufacturer, some demonstration rhythm patterns are preprogrammed
in the User-Patterns. If you wish to retain these preprogrammed rhythm patterns,

select a rhythm pattern number which contains no data.

25
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Step 4

Step 5

Step 6

Step 7

Step 8

Step 9

Press [EXIT] to return to the Menu Display.

Now, assign a Preprogrammed Feg| Patch to the copied User - Pattern,

Press the Numerical Key 1, then assign the copied User - Pattern.

Pattern Number (0~99)

FTH 114 :
F L L 1. g F E E L=x

Feel Patch Setting (0~ 7)
Press START “STOP] to listen to the rhythm pattern before assigning a Feel
Patch. Press START “STOP | to stop playing.

Move the cursor to "FEEL" using @ then select a Feel Patch with the

e
ek

I
U]

—K
1%
Ju 1

Numerical Keys.
Select a Feel Patch that matches the rhythm pattern as shown in the table

below.

Ejttern Number , Feel Patch Numberj
00, 01 | 0. 1 N
I
|

2-4 %
5-7

*To retrieve the rhythm pattern where the Feel Patch was not yet assigned, lower

the VALUE slider to the minimum, then set the Feel Patch setting to “x".

Press START“STOP] to start playing.

Natural and realistic performance is obtained because of the Feegl Patch,

Next, play the same rhythm pattern with a different Feel Patch,

pattern with a different Feel Patch,
The rhythm will sound different from Step 8.
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WRITING RHYTHM DATA

1. Procedures for Rhythm Programming

a. Three Procedures

Instrument Setting

Pattern Write

Song Write

To create original rhythm data, take the following three procedures.

@®The R-8 stores 68 different Instruments. It may be a good idea
to assign the Instruments to each Pad Bank before making
rhythm patterns.

@®The tone of each Instrument can be changed by editing the
Sound parameters. Also, apart from the 68 Instruments, 26 more
Instruments can be created using the Copy Instrument function.

@®Using a Sound ROM card (optional), you can extend 26 more
Instruments.

@Pattern Write makes rhythm patterns which will later be used for
combining into song data.

a

’
@®Up to 100 rhythm patterns can be stored in the unit. Each

rhythm pattern can have up to 99 bars.

@There are two methods for programming a rhythm pattern : Step
Writing, in which the timing of sounds to be produced is
determined one step at a time, and Real — time Writing, which is
programming a rhythm by actually playing the key pads.

@®The programmed rhythm patterns can be later edited using the
range of Editing functions.

@®You can create data for use in performance (a song) by
combining rhythm patterns you have made in Pattern Write.

@®In a Song, a repeat mark, tempo and level change data, which is
called a Part, can be appended with each rhythm pattern.

@®Up to 10 Songs can be stored in the unit. Each song can have
up to 999 Parts.

@For quicker song programming, use Delete, Insert and Copy
functions, etc.

27
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b. How to carry out Rhythm Programming

[Course 1]

28

e e on owge,

The R-8 features a great many functions and some of them may
be unfamiliar to you. Some of YOu might feel lost and know not
where to begin.

The following are three Courses for rhythm pattern and song
writing. Follow any course you like. To master the basic procedures
for the R-8, follow all three courses,

The following three courses, however, do not include all the
functions of the R-8. To make the best use of the R-8, read the
owner's manual thoroughly.

The indexes (to functions and terminology) at the back of

this owner’s manual may be usefyl for accessing the
function you want,

Make a song wusing only the Preset or preprogrammed rhythm
patterns.

‘ 32 Preset Patterns , ( -

@®Copy Preset Patterns

Preset patterns cannot be used
unless they are copied.

Copy the Preset patterns you
wish to use to the User -
patterns. (see page121)

\d

100 User-programmed patterns

@ Write a song

Arrange the rhythm patterns to
make a song (tune) as
explained on page 126 “Song
Write”
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[Course 2] Make a song using not only preset rhythm patterns but also your
original rhythm patterns.

32 Preset Patterns

v

@® Copy Preset Patterns ®Make your own rhythm patterns
Preset patterns cannot be used Make original rhythm patterns
unless they are copied. by modifying the existing
Copy the Preset patterns you rhythm patterns or rewriting
wish to use to the User- them as explained in “Pattern
patterns. (see pagel21) Writing (Basic)”.(see page 58)

100 User-programmed patterns

v

@ Write a song

Arrange the rhythm patterns to
make a song (tune) as
explained on page 126 “Song
Write”

29
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[Course 3]

* Procedure
—eP  Editing procedure

@ Edit Sequence Parameters

Make a song with the Human Feel functions or Edit Functions.

32 Preset Patterns /

@®Copy Preset Patterns

Preset patterns cannot be used
unless they are copied.

Copy the Preset patterns you
wish to use to the User -
patterns. (see page 121)

Modify the sounds in a rhythm
pattern to your taste as
explained in “Editing the
Sequence Parameters”.

(see page 107)

\

@®Edit the Timing

~
~

Modify the timing of the so
in a rhythm
Editing the Timing
(see page 112)

OMa

o

M
modifying the existing rhythm
patterns or rewriting them as

/

»

{
100 User-programmed patterns

@ Setting the Feel Patch

® Set Performance parameters

To write “tone change™data in a
rhythm pattern, set the

Performance parameters
(see page 77) beforehand.

!

ke your own rbythm patterns

ake original rhythm patterns by

explained in
(Basic)”. (see

“Pattern Writing
page 58)

N

unds

pattern delicately.

30

@ Write 2 song

Arrange the rhythm patterns to
make a song (tune) as explained
on page 126 “Song Write”

Add regular or random changes
to the sound to make the
performance more realistic,
Feel Patch (see page 96) -




2. The R-8's Nine Modes

The R-8 has the following modes ; six Main modes and three Edit
modes.

Main Mode
Song Mode

Pattern Mode

MIDI Mode

Instrument Assign Mode

Card Mode

Utility Mode

Edit Mode

‘}Sound Edit Mode

Y

Feel Edit Mode

{
I I
i t
I I
! !
I I
! I
! Performance Edit Mode :
¥
| I
I ]
j I
] ]
I !
| I
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Main Mode
Edit Mode
32

R

®Song Mode

This mode is for playing, writing and editing Songs.

@®Pattern Mode
This mode is for playing, writing and editing Rhythm Patterns.

O®MIDI Mode
Select this mode to set MIDI parameters when using an external MiIDI sound

module or using the R-8 as a MIDI sound module.

®Instrument Assign Mode
This mode is used for assigning an instrument to each key pad or

specifying instruments to be indicated in the Graphic display.

@®Card Mode
This mode allows you to save data in the internal memory onto a memory

card (RAM) or load data from an optional sound ROM card.

@Utility Mode
This mode aliows you to check the remaining memory capacity or erase all

song or rhythm pattern dat:‘:]. F

®Sound Edit Mode
This mode is for setting how each Instrument is to be played, by editing
Pitch, Nuance, Sense Curve, Assign Type, Decay and Output Assign

parameters.

®Performance Edit Mode
This mode allows You to set how the Instrument plays for each key pad,

by editing Pitch, Decay, Nuance and Pan parameters.

®Feel Edit Mode

This mode is for setting the Feel Patch.
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3. Basic Procedures

Proceed with the R-8's basic operations in the following order. It
is very important tc understand this before actually moving into
each operation section.

Mode Selection Bl
y
l Function Selection -
y
[ Parameter Selection T"_
y
[ Parameter Setting

1) Mode Selection Select an appropriate Mode.
MODE Selected Main Mode is displayed
SONG PATTERN MIDI PR, S .
’ “ - S [ pMODE  LSONG e TEMPO
” - |EDIT SOUND .
LINST ASSIGN” CARD “ UTILITY ] ;‘fg"BANK " % ACS,;IRGDN % 1268
EDIT « Selected Edit Mode is displayed
SOUND PERFORM FEEL wooE ST { __________________________ v
I ” ][ ‘I_’ EDIT '] SOUND Y _
USER _ f------so-----o-- 1---carg---—----=-- '1 Ras
PAD BANK | A [ _assioN | -
b When the Song Mode is selected
['MooE [ sonG 1
Ceoir | 1
When the Edit Mode is selected in Song Mode
[MooE [ song ]
[eor — Tsounp ]

@®Use an appropriate MODE button ([SONG ], [PATTERN], [MIDI], [UTILITY]
[CARD]| or [INST ASSIGN] ), for selecting a Main Mode (without rhythm

playing).
@Use an appropriate Edit button ({SOUND], [PERFORM]| or [FEEL]), for
selecting an Edit Mode. To return to the Main Mode, press the same EDIT

button or any MODE button.

2) Function Selection Select a function you want.

@The Menu Display appears on selecting a mode.

Menu Display of the Song Mode

dFLHY BWEITE
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*When a Menu Display does not appear, press |EXIT|. i a Main Mode is selected,
pressing the same MODE button will call a Menu Display just the same.

@A Menu Display shows the function names which are available in the current
Mode.
Some Modes may have more than one page of menu display. If so, “—"

is shown at the right corner of the display, and you can shift the menu

displays using .

PAD BANK MULTI SCOPE
r===-=-- ir----= Ir=—-=-= i
L | I !
CURSOR—
< PAGE >
| r

EUELD PR Indicated when another Menu
DECHY ! |7 Display follows.

_ HH l::E E': l:l F' l'|'I {Indicated at the last Menu
I:LEI:I 3 ¢ |7 Display.

@®Using the Numerical Keys, specify the number shown at the left of the

function name, to change to the function® setting display. N

7 STU 8 VWX 9 Y/
L |
4 JKL S MNO 6 PQR
L ]
1 ABC 2 DEF 3 GH!
LT | I
EXIT 0  *.8PACE ENTER
r=—==-= | r====-= |

*You can specify functions which reside in other pages of menu displays (those is

not shown in the current menu display).

@®To select another function that belongs to the same Mode, press | EXIT to
return to a Menu dispiay.

34
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@®The Song Mode and Pattern Mode feature functions (Shift Functions) which
are not shown in the Menu Display. Shift functions are written under each

key pad. To use a Shift function, with the unit stopped, tap the relevant key

pad while holding | SHIFT | down.

1 CRASHI1

SONG CHAIN a——3hift Function of the Song Mode
INST CHANGE 4~ Shift Function of the Pattern Mode

3)Parameter Selection Select the parameter you want from the function in use, as follows.

GG

=== —— 0O0O0o-d

PAGE Button \

}

Ne= =850
?\f =¥=00000
.

PAD BANK Button

SELECT Button T ------------- -
A

CURSCR (« " ») Buttons Key Pads

® |PAGE Some Functions have more than one page of displays. When a function has

more than one page, “—" is shown at the right corner of the display, and

you can shift pages using | PAGE|.

® E E’ When more than one parameter is shown in the display, you can move the

(Cursor Buttons) cursor (underfine charactor) to the value of the relevant parameter using [«(]

or [E]
@ [SELECT When “$” is shown at the left of a parameter, pressing | SELECT | will change

parameters.

® [PAD BANK /S Use this for selecting an Instrument or writing rhythm patterns.

Key Pad
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4) Parameter Setting The value of parameter can be edited as shown below. —

e G N

=== o OO0

Numerical Keys —» E—e= D D D ‘_’

oye——y N fossemies ¥ evemers § v H

—— ==oooon

s ¥ v e

T R F OOOOn

.[: T/OF?HIT/CW’ Use these buttons to make precise changes in value.

increases values, while decreases them.
While holding [+ 10N] ([=170FF]) down, press ( )

to quicken the valye changes.

@ VALUE Slider Use this to change values drast‘icqﬂy.

@® Numerical Keys Use these to enter numbers and letters; or to set beat or Quantize values.

When you enter a number, put 0O instead of leaving it empty.

<Ex.>
To change from 123 to 15, enter 015 instead of just 15
To change 13 to 3, enter 03 instead of just 3.

To set a beat or Quantize, the following values can be entered using

Numerical Keys 1 to 9.

7 STU 8 VWX g vz,
[_1/32‘”4/4&7”@ 9]
4 JKL 5 MNO 8 PQR
UAZ—IL‘/“?”_’/-?N
1 ABC 2 DEF 3 GHI
174 e [ 18

*¥Parameters whose values are enclosed with the * marks (Ex. * POLY x* ) cannot

be entered with the Numerical Keys.
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Indications shown in the display have the following meanings :

ZBEFORE WRITING RHYTHM DATA

Mode

Display

Description

Function Selecting
Parameter Selecting

=+

+

Lower right corner or
upper right corner

The display changed with [ PAGE ] .
— shift to the next display.
<« shift to the first display.

Parameter Selecting

$ Parameter Name

Pressing changes the parameters.

Parameter Setting

+ Value #

The value cannot be entered with Numerical keys.

B o2 R

The value is not set or cannot be set.

Instrument Selecting

(Instrument Name)

Specify the instrument with a Key Pad.

Rhythm Pattern Display

FTHOO-00O

Pattern number and the number of bars contained.

FTHOO™OO

Pattern number and current bar.

F*THOO00

Pattern number and the bar number that can be written
(in the step writing).

FTHOO-004

Data is written in the pattern number currently shown.

F THOO-0D#

No data exists in the pattern number currently shown.

Song Writing

No data is written in the selected part.
Or the data currently shown in the display is not vet
written in the Part.
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1] INSTRUMENT ASSIGNMENT

This section explains about the Instrument Assignment to each key

pad, how to use a ROM card and how to set the Instrument to
be shown in the Graphic Display.

1. Instrument Assigning

To each key pad, you can assign one of the 68 instruments, 26
instruments on a Sound ROM card or 26 Copy Instruments (see

page 54).
R-8's Internal Memory
[ Bank E
Instrument
Bank D _
l Bank C
Bank B
Copy Instrument \ Bank A
— S
s ROM Card \EEDE _J
ound ar
T -+ [ _
INNE e s .,(

*When you are using instruments on a Sound ROM card, read the next chapter
“How to use a Sound ROM card”, then follow the procedure.

*Even after you have edited the original instrument assignment (preset from the
manufacturer), it can be restored at any time with the Instrument Assign Initialize

procedure (see page 158).

Step 1 Press [INST ASSIGN] to turn to the instrument Assign Mode.

MODE
SONG PATTERN MIDI
HIMH=ST BOISFLAY
%sr ASS;'LCARD jL unu‘nj-’ El I H I T

Lbjl ]

*If the Menu Display is not shown, press [EXIT].
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Step 2 Press Numerical Key 1 to select “INST”.
[H=T AZSIGH
LH-B1 s=+¢l4BiCRSH_C1#*
¥
Pad Bank T Instrument Name
(A-B) Mo 68 +« Instrument in the internal memory
Key Pad Number []01 - .. Copy Instrument
1-16) Ho1 - + Instruments on a Sound ROM Card

*if the key pads are set to Muiti Assign (see page B81), the display will respond

as shown below. Turn to the Instrument Assign mode by pressing |MULTI]|.

~—

H
TRHRGOE01 +

.
L

N —.I

I
E'l

+ L

Step 3 Select a Pad Bank with |PAD BANK|.

Step 4 Tap the key pad for which you wish to change the assignment.

)
Step 5 Using [ - 1/OFF]| [+ 1 ON| or VALUE slider, specify the instrument to be

assigned.
*You can assign the same instrument to more than one key pad.

*|f you have assigned an instrument on a ROM card without connecting the relevant

card, “ *[E] 01 :CARDO1 *” is displayed.
Step 6 To continue, and edit the other Banks, repeat steps 3 to 5.

Step 7 Press | EXIT| to return to the Menu Display.
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How to use a Rest

Brush Roll
Performance

42

W

Instrument number 68 has no sound data (rest). Using the Rest,
you can create a choking gate, or mute effect.

Procedure Set the Assign Type (see page 50) of the Rest and the instrument to the
same EXC number. Then play the Rest (assigned key) right after the

instrument. In this way, the instrument is muted in the middie.

< Ex.> ‘ Choking effect : hitting a crash cymbal then muting it with your hand.

Gate Snare: Cutting the snare’s reverberation with gate.

% The muting effect using the Rest can be written in a rhythm pattern, then it will

be performed (muted) at the right timing according to the tempo.

Crash Cymbal (EXCB8)

Level /

‘- Rest (EXCS8)
1 \/

! AN

1 AY

! ~ <

- >

Time

¥
To use the Brush Roll on the optional Sound ROM card :

®Set the Assign Type (see page 50) of the Roll Brush sound to any of the
EXC numbers.
By entering Roll Brush sounds continuously, the sustained sound of the

Brush Roll is muted, effecting Brush Roll performance.

Brush Roll (EXC8) Rest (EXC8)

7N
! N\
1

1 AN
!

Level

N
~

S »
L

Time

*By setting the Assign Type of the Brush Roli and the Rest (Instrument Number
68) to the same EXC number, then entering 2 Rest right after the last sound,

the last Brush sound will also be muted.

@®Brush Roll sound is a2 slow rising sound, and therefore will be played
rhythmically by shifting the overall timing forward with “Macro Timing
Shift” (see page 112), or “Micro Timing Shift" (see page 113).

Piay
Den
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2. How to use a Sound ROM Card

Playing the
Demonstration Song on
the Sound ROM card

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Using an optional Sound ROM card, you can extend 26 more
Instruments.

A Sound ROM card contains some demonstration songs. To play

these songs, do as follows.

* Loading demonstration songs into R-8's internal memory will erase any current

song and rhythm pattern data stored in the R-8.

Connect the ROM card to the ROM Card Slot securely (so that it clicks).

MEMORY CARD2 (RAM) MEMORY CARD1 (ROM)

[ ] = —]
=%

\

= 3

3

Press |CARD | to tur'n to the Card Mode.

HLOAD EAM BZAUE FAEH
BFOREMAT BLOAD ROM

Press Numerical Key 4 to select “LOAD ROM".

LORD FEOM CARD
BoOUMD BZOUHDEDEMO

Press Numerical Key 2 to select “SOUND & DEMO”.

LOAD REOM SDUHDEDEﬂD

+<+ Hre 490y Ssdre

% Press if you want to leave the mode.

Press |ENTER| .

The message “Loading” appears showing that the demonstration songs are

now being loading.

Assign Song Number O in the Song mode, then press [START,/STOP| to start

playing.
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(TINSTRUMENT ASSIGNMENT

Loading a ROM Card When using a brand new ROM card, you need to perform the ROM

@®To use a brand new
ROM card

Card Loading procedure so that the R-8 can recognize the specified
ROM card. By loading the ROM card, instruments on the ROM card
can be used.

Also, when switching ROM cards, load each ROM card. The
instruments on the ROM card cannot be used unless they are
loaded to the R-8.

* While using any instrument on a ROM card, keep the ROM card connected to the
R-8.

*If you load the ROM card after editing the Sound parameters of the Iinstrument
on the ROM card, the Sound Parameters of the Instrument (on the ROM card)
will return to the previous values before any editing was made. To retain the

original data being edited, save it onto a RAM card (see page 165).

*The loaded data of a ROM card can be written on a RAM card. When you use
a RAM card that contains a ROM card's data, you do not need to re — load the

ROM card.

When you use a brand new ;’,ROM card, insert the ROM card with
the R-8 switched off, then switch it on. In this way, the ROM card
will be automatically loaded.

When the loading is completed, Card Number 1 is displayed.

MODE PATTERN TEMPO
EDIT — 1 _
USER | _caro_ [ 17 A
PAD BANK | A [ _assion |~ ==




@®To exchange a ROM
card

Step 1

Step 2

Step 3

Step 4

Step 5

IINSTRUMENT ASSIGNMENT

To replace the ROM card with another one, load the ROM card as
follows :

Connect the ROM card to the ROM Card Slot securely (so that it clicks).

MEMORY CARD2 (RAM) MEMORY CARD1 (ROM)

1L ] I - |

Press |CARD| to turn to the Card Mode.

BLOHD EAM B=SAUWE EAM
EIFORMAT RLOAD ROM
Press Numerical Key 4 to select “LOAD ROM".
LOAD FOM CARD
d=0UHD BSOUMDEDEMO

~}_. |
Press Numerical Key 1 to select “SOUND".

Name of the ROM carf previously loaded

LOan < e

Name of the connected ROM card

*1f the card is not correctly connected, the display responds with “Card not ready”.
If this happens, remove the card, reinsert it properly, then repeat the procedure.

*|f the connected ROM card is not the specified one, the display responds with
“IHegal card”. If this happens, remove the card, insert a proper card, then repeat
the procedure.

* Press if 'you want to ieave the mode.

Press [ ENTER .

“Completed” appears in the display showing that the loading is done. When

the loading is completed, the display shows Card Number 1.

MODE CARD TEMPO
EDIT == .
USER [ camo [ 7 128
PAD BANK | A ] ASSIGN | ~— -
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[DJINSTRUMENT ASSIGNMENT

3. Display Assign

Step 1

Step 2

Step 3

Step 4

Step 5

48

According to the mode currently selected,
shows the rhythm pattern,

you specified.

J

J

STEP 12 3 4 6 7 8 9101112131415 18
INST 1 |@ [ ® [ ® & L ®
INST 2 [
INST 3 [ ®
INST 4 |@ L4

7 8 9 10111213 1415

INST | 0o jeojejo|e]o]e]e

INST 2 0..000000000000
INST 3 jojeo|o|e|e

INST 4 .....O......OO.
PAN L +  CENTER . . R
INST 1 ole

INST 2 [ 3L

INST 3 ee

INST 4 L 304

the Graphic Display

level and pan setting of the Instruments

Rhythm Pattern

Level
(indicated in Leve! Setting mode)

Pan

(indicated while Output Assign  (Sound
parameter) or Pan (Performance
parameter) is being edited)

The instruments shown at INST 2 to 4 can be changed as follows.

q

B}

*¥INST 1 displays the last instrument specified in Step Writing.

Press to turn to the Instrument Assign mode.

Press Numerical Key 2 to select “DISPLAY".

Instrument
Graphic Display Number (INST2 - 4)

Specify INST 2 to 4 shown in the graphic display with [SELECT .

Press the key pad that corresponds to the instrument to be assigned. -

Press |[EXIT| to return to the Menu Display.




ZISETTING SOUND PARAMETERS

SETTING SOUND PARAMETERS

Each Instrument’s (rhythm voices) tone can be edited to your taste.
Up to 26 edited versions of Instrument data can be registered as
a Copy instrument.

The following parameters are involved for instrument editing.

Display Parameter
PITCH Pitch
DECAY Decay
NUANCE Nuance
ouTPUT Output Assign
ASSIGN Assign Type
CURVE Sense Curve

% Pitch, Decay, Nuance and Output Assign can be edited separately for each key pad

using performance parameters (see page 77).

1. Description of Sound Parameters

a. Pitch (— 4800 to + 4800cent)

=0 D "
FRITCH = @oag

The pitch of each instrument can be set in 10 cent steps. Higher
values increase the pitch (semitone = 100 cents).

m
D]
(]
1 —
[z
(N}
-
L
T
|
]
-

* Some instruments will not become higher or lower than a certain pitch.

47



BISETTING SOUND PARAMETERS

b. Decay (000 to 127)

LR
[E:

This sets the decay time of the instrument. Higher values make the

=

E EDI BE I
= ek

l_,_l i
nes
! ITI

£
"".

+'+H|

1

N
s,

decay time longer.

Level

>
>

Y "
t; Time

|
|
1
i
|
e
! Decay
An Instrument which can accept Nuance (see next page) allows you to set
two different decay times. Two values are shown in the display so that you
can set each of them by moving the cursor with Eand IE

@®An Instruments marked with “x” on page 14, such as kick drum,
snare drum and tom, allow you to set the decay time individually
for the attack sound content (higher frequency content : the valye
shown left) and the shell resonance content (lower frequency
content : the value shown right). Therefore, the snare on a snare

drum or muting condition of a tom - tom can be controlled.

{

Level 4

Higher Frequency
Contents

Lower Frequency
Contents

>

Frequency
@®Hihat or Ride Cymbal with the “x %" mark allows you to set the

decay times individually for the sound created by hitting the inner
part of the cymbal (the value at the right) and the outer part of
the cymbal (the value at the left).

The sound can be delicately controlied by setting the decay times
for the inside and outside of a cymbal.

Hitting inside Hitting outside
/,s

* Decay time of some instruments cannot be set longer or shorter than a certain

value.

% Decay time does not change in reversed type instruments.
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‘ @2SETTING SOUND PARAMETERS

c. Nuance (0O to 15)

SOUND EDITOBREIDE_C1 2
EFHUAMCE= @3

The nuance of an Instrument marked with the “*" or “* *%x” mark
(in the table shown on page 14) can be changed using the Nuance
parameter.

@®in an Instrument with the “x” mark, lower frequency sounds will
be increased by raising the value.

@®In Hihat or Ride Cymbal with the “* %" mark, higher values
represent sound created by hitting closer to the center of the

cymbal.

* Instruments for which Nuance cannot be set will show “— —" instead of the value.

d. Output Assign
(LEFT 1 to 3, CENTER, RIGHT 1 to 3, MULTI 1 to 8)

SOUHD E[I‘T*E[F"' A R
FOUTFUT=+CEHTER+

This selects the output jack (Stereo out,/Multi out 1 —8) that

outputs each instrument. When stereo outputs are being used, one
of the 7 panning levels can be selected.

S ; CENTER S .
o ! LEFT RIGHT1 L ol

O LEFT2

5 O | LeFT3

_RIGHT2 _ _

R\ e}

<
<

When Stereo Qutput is assigned, the set pan level is shown in the graphic

display.
PAN L - «  CENTER - . A
INST 1 oo
INST 2 10
INST 3 LI,
INST 4 o|e

LEFT2 CENTER RIGHT3
You can make INST 2 to 4 show the data of any Instrument you like. To

change the Instruments, take the Display Assign procedure (see page 46). INST

1 shows the last instrument specified in the Step Writing.

43




SETTING SOUND PARAMETERS

e. Assign Type (Poly,”Mono,/ EXC 1 to 8)

50

TN it R

Hfi ECITOHDRY K1

:i'- l. 'l = F' l:l L '-,-' 4

In )

When more than one instrument or the same instrument are played
instruments

simultaneously, this parameter determines how the

should play.

®POLY

This is effective for playing a long decay sound like a cymbal continuously

without cancelling sounds each time it is played

Level

1 i
Time

®MONO
It a long decay instrument :s qlayed continuously, every time it is played

the decay will be cut.

Level

Not mixed Time

®EXC 1 to 8
The instruments which are set to the same EXC numbers cannot be played

at the same time. Set two instruments (such as open and closed hihats)
which are not normally played simultaneously to the same EXC number.

Level EXC1 [\01 [\xcs

Mnxed

Not mixed Tnme

R A S N




2)SETTING SOUND PARAMETERS

f. Sense Curve (1 to 8)

SOUHND ECITCODRY_K1 &
(CURLE = 2

This selects one of the eight Sense Curves that determine tone and

volume changes caused by tapping the key pads.

'y A 8
Level Level
4
3/, 6
1 5
7
» /
Strength of Key pad hitting Strength of Key pad hitting

,
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ZSETTING SOUND SARAMETERS

2. Editing Procedure

Step 1

Step 2

Step 3

Step 4

52

The following editing procedure can set the Sound parameters of

the Instrument assigned to key pads.

* When the instrument you wish to edit is not assigned to any Key pad, assign it

to a Key pad using the Instrument Assign procedure (See page 40). To use an

instrument from an optional Sound ROM card, take the same procedure.

*Even after editing Sound parameters, you can initialize them (restore the data

preprogrammed from the manufacturer). See page 159 “Initializing Sound
Parameters”.
Press [SOUND] to turn to the Sound Edit Mode.
MODE PATTERN TEMPO
EDIT SOUND : -
EOIT _"ptfgﬂam JI resor T l1ai
SOUND PERFORM FEEL EE E [‘ i T BCOpY
iy
Menu Display

*If the Menu Display is not shown, press [EXIT].

:'EDIT".
{
Instrument

L4
DESY_EL 2

Press Numerical Key 1 to select

LM
L
*

Sound Parameter

||r‘1

L
T
—

Tap a key pad that corresponds to the instrument to be edited.
Switch the Pad Banks with PAD BANK !, if necessary.

*If you have assigned an instrument on a ROM card without connecting the relevant

“[E] CARDO1" s displayed.

card,

Select a parameter with SELECT|.

Pressing {SELECT] calls parameters in sequence as shown below.

PARAMETER $ PITCH

= 1/0FF SELECT +1,/0N $ DECAY
l H_ ] ] $ NUANCE
b $ OUTPUT

$ ASSIGN

$ CURVE




Z SETTING SOUND PARAMETERS
3. Copy Instrument

The R-8 can store 26 more instruments (which are called Copy
Instruments : COPY 01 to 26) apart from the 68 main instruments.
Copy instruments are created by copying existing instruments
which are registered as Copy Instruments. Any Copy Instrument can
be edited.

68 Instruments 26 Copy Instrument
Copy p——

E

Registering a Copy Take the following procedure 10 register a Copy Instrument.
Instrument

Step 1 Press to turn to the Sound Edit Mode.

Step 2 Press Numerical Key 2 to select “COPY".
J

¢

L3

SOLUMD Copy
HLOPYEI=CRADELH K15+

Source Instrument

Number of Copy Instrument

Step 3 Using | — 1,/ OFF] [+ 1/0N] or VALUE slider, specify the destination Copy

Instrument number (COPY 01 to 26) where the copied instrument is to be

registered.

Step 4 Tap a key pad that corresponds to the instrument to be copied.

Switch the Pad Banks with [PAD BANK |, if necessary.

e

13

SOUMD Copy =y
HLOPYEI+=CADELH_k

Specified Instrument

*The Instruments on a sound ROM card (optional) can be registered as well.

*To leave this mode, press |EXIT | .
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BN Pattern Writing (Basic) P. 58
EPattern Writing (Advanced) P. 77
B reel Patch P. 96

P. 107

Rhythm Pattern Editing
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(IIPATTERN WRITING (Basic)

PATTERN WRITING (Basic)

Real-time Writing

Step Writing

58

Up to 100 different rhythm patterns (each consisting of up to 9g
bars) can be programmed in the R-8.

%*The R-8's memory capacity is limited. |t may not allow you to program 100
rhythm patterns if they consist of many steps and,“or bars.
To check how many more rhythm patterns can be written into memory, use the

Available Memory function (see page 152).
There are two ways of writing patterns :

We can write rhythm patterns by tapping the key pads in time to
the metronome. The Quantize function can correct timing

inconsistency in rhythm pattern writing.

Enter the timing (a step) for each instrument. This method may
be suitable for those who are not good at Real - time writing.

You can use both methods for writing one rhythm pattern. For
instance, you may write a basic rhythm pattern in Step time, then
add some more sounds in'Rgal-time. Or you may make a rhythm
pattern in Realtime then moc’ify it using the Step Writing.




(IPATTERN WRITING (Basic)

1. Default Settings for Pattern Writing

Step 1

Step 2

Step 3

Before writing rhythm patterns either in the Step time or Real-time,
take the following procedure.

Press |PATTERN | to turn to the Pattern Mode.

LI i
T
mr-
ITT
.E ]

*If the Menu Display is not shown, press [EXIT].

To select Real-time writing, press Numerical Key 3, and to select Step writing,

press Numerical Key 2.

Pattern Number (0 — 99)
The number of bars
contained in the pattern

Real-time Write Display

l Pattern +Name
FTH GE-B1l#{-————-—-
. RTH T=md4- 4 a=1-18 %
) * +
" Time signature Quantize
Step Write Display Pattern Number (0 — 99)
The number of bars
contained in the pattern
l Pattern Name
4
FTH BE-Flwg-————————
STF T=G4.- 4 D—+HFH++

A

Time signature Entry Method

Using [ - 1 /OFF]|[+ 1/ON], VALUE slider or Numerical Keys, select a pattern
number (00 to 99).

Indicated when data exists in the pattern

SEERTI
=116 <

FTH BZ-49 .
FTI T=d4.- 4

If you wish to erase the entire rhythm pattern, specific instrument go to step
4 andor 5. Otherwise, move to the Real-time Writing (page 61) or Step
Writing (page 65).
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DPATTERN WRITING (Basic)

While holding [SHIFT down, tap key pad 14,

Pattern number to be cleared




(LPATTERN WRITING (Basic)

2. Real-time Writing

Quantize

Step 1

Step 2

Take the following procedure after the “Default Settings for Pattern
Writing” procedure (page 59).

*In the Real-time writing mode, you can use the metronome, preset by the
manufacturer, to play in quarter note timing with Real-time writing. To change

the metronome settings, see page 63.

The Quantize function can correct the timing of the key pad
tapping according to the set resolution. If you wish to write data
in the timing of key pad tapping, set resolution to HIGH.

Tap Tap Tap
‘ ‘ ¢ Timing of key pad tapping
l PN | | l
—to— 1 T T
- - * - Corrected to the exact timing
¢ i L |
| ¢ [ ¢ {

1y
To change the Quantize setting, do as follows with the unit set to the Real-
13

time writing mode.

* The Quantize values can also be changed during Real-time writing. In this case, the

edited quantize value is in effect from the next bar.

Move the cursor to the Quantize value with E} and E]

Quantize value

Specify the Quantize value using [— 1/0OFF]| [+ 1/0ON|, VALUE slider or
Numerical Keys 1 to 9.

(The variable range: 1,74, 1,76, 1,8, 112,116, 1,724, 1,/32, 1 /48, HIGH =
1,96 notes)




dIPATTERN WRITING (Basic)

Real-time Weriting Now, let's enter Instruments with Real — time Writing.

Step 1 Press | START, STOP to start playing the rhythm pattern.

Bar currently being entered Indicated in the Real

O [FTaRT73Tor]

— time writing

Step 2 Press [TEMPO], then set the tempo using | - 1 OFF] / [+

1/0ON], VALUE
slider or Numerical Keys.

* During tempo setting, you can play a rhythm by tapping the key pads, but the : !

rhythm pattern is not written in memory. So, you may practice playing.

Step 3 Press to return to the Real-time Writing display.

Step 4 Tap the key pads in time to the metronome to write the instrument sounds

(the written sounds will be played repeatedly).

If necessary, change Pad Banks" w@th PAD BANK].
A}

Indicated when a sound is entered
FTH
F:TH

1=

H1d<+3RED 11
B 94 O=1-16 =

—] 15
weady’

Step 5 Press | START,STOP] to stop playing.

Step 6 Press |EXIT] to return to the Menu Display.

Erasing the sounds

R ——

To erase some sounds you have written

writing mode, hold down, and

. while still in the Real-time
ith . ‘




{IPATTERN WRITING (Basic)

Graphic Display The written rhythm pattern is shown in the graphic display (Even
finer timing values are shown with 16th note or triplet).
STEP 12 3 45 6 7 8 9 10111213141516
INST 1 |@ [ ] [ ] [ [ J ® L
INST 2 ® [ LJ
INST 3 @
INST 4 |@ (] [ ] L)

INST 1 shows the last Instrument written with Step Writing.
INST 2 to 4 can freely be assigned the Instrument to be shown.

To assign the instruments, take the Display Assign procedure (page 46).

Metronome Settings The following parameters are integral to metronome setting.

@®Interval
This selects the timing of the metronome.
/4, 1,76, 1./8, 1 /12, 116, 1,724, 1.,/32)

®Mode .

This selects one of the following modes.

EVERY REC ----- Metronome is always on (in the Real-time writing).
____EMPTY REC :::--Metronome plays when no data is written in the rhythm

pattern and does not play when any sound is written.

EVER OFF------- Metronome is off.

@Level
This sets the volume of the metronome (0 — 15). At zero, the metronome

does not sound.

@Output
This selects an output jack where the metronome is output, from the
Stereo output and Multi outputs 1 — 8. When the Stereo output jack is
selected, one of the 7 pan settings (LEFT 1 -3, CENTER, RIGHT 1 -3) can

be set.

63




(IJPATTERN WRITING (Basic)

To change the Metronome settings, do as follows with the unit set to the

Pattern Playing mode and stopped.

Step 1 While holding [SHIFT down, tap key pad 5.

» METEOHOME SET

FIMTUL = 1.~ 4
SHIFT b IME CALCULATE
METRONOME SET

b

Step 2 Press |SELECT| to select the parameter to be edited.

PARAMETER $ INTVL (Interval)
-1 JOFF SELECT +1 /0N $ MODE (Mode)

L] [_b | | | $LEVEL (Level

$ OUTPUT (Output)

A
Step 3 Edit the value of the parameter with | — 1/0FF] /[+ 1/0ON], or VALUE slider.
A

The Interval and Level can also be set with Numerical Keys.

Step 4 Repeat steps 2 and 3 to continue and edit the other parameters.

Step 5 Press [ENTER| to return to the previous display.
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(LPATTERN WRITING (Basic)

3. Step Writing

The Step writing mode allows you to write one step for each
Instrument at a time.

a. Step Writing modes

The Step Writing consists of the three displays (modes) as shown
below. Select a display you need.

Mode Selection

Basic Mode

PAGE

PAGE S
]

Normal Edit Mode l l

scope Scope Edit Mode

Functions of Modes

Mode Display Edit Mode
Basic Mode
Function } Normal Edit Mode Scope Edit Mode

Rhythm Pattern selection O X X
Entry Method selection O X X
Step Write

in Step unit O O O

In Scope Step unit x x O
Sequence Parameter Editing

In Step unit X O O
-in-Scope Step unit : X x O
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(TPATTERN WRITING (Basic)

Basic Mode

LY

1)Selecting a rhythm
pattern

2)Changing bars for
writing steps

3)Setting the length of
a step and the
graphic display

66

To select the Basic Mode for Step Writing, select “STEP" in the
Menu Display.

Pattern Number
The number of bars contained in the pattern

e

FTH IB-81#s ——e 27 A Pattern Name
STF T=B84d 4 L=spRM4s

Entry Method

This selects the rhythm pattern where you write data.

In Step writing, the steps are specified using the 16 key pads.
When the total number of steps is more than 16 (that is, the
rhythm pattern is made of more than one bar), you need to change
bars for making a rhythm pattern.

Depending on the rhythm pattern to be programmed, you can select
either of the two step entry "(nodes.

*The step entry modes cannot be changed while the rhythm is playing in the Step

Writing.

®Normal Entry (NRM)
This mode may be selected for making 8 or 16 beat rhythm pattern. in this
normal entry mode, one step is 16th note (Quantize Q = 1716 in the Real-

time writing).

J J J J

STEP 123456789101112131415|6

®Triplet Entry (TRD
This mode may be selected for making triplet type rhythm patterns. In this
Triplet entry mode, one step is a triplet (Quantize Q = 1712 in the Real-time

writing).

J)/:‘\ BN ANVAN

STEP 123456789101112




IIPATTERN WRITING (Basic)
4) Basic Step Writing

The steps are entered using the 16 key pads for each Instrument
respectively.

*In the Basic Mode, when the total number of steps in a bar exceeds 16 (Ex. 5/

4 time), the exceeded steps cannot be written. You should use the Normal Editing
or Scope Editing mode.

Normal Editing Mode

To select the Normal Editing mode, press in the Basic mode

] Bar currentry selicted Instrument
FTH le-@l+ HBLREY_E1 >
=TF Bl [—1] HL= R
Step Number I

Value
Sequence Parameter

Sound Data in the step

1) Step Write

Just like in the B,gsuc mode, the steps are entered using the 16 key
pads for each Instrument respectively

2) Editing Sequence

For each step you have written, sequence parameters (see page 107)
Parameters can be set. The Normal Editing mode allows editing of the sequence
parameters in a step unit

*
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IPATTERN WRITING (Basic)

Scope Editing Mode To seject the Scope Editing mode, press in the Normal
Editing mode.

Scope Step Number

Step Numbfr l Instrument
" STF 611 ACHEREIMSHTL 3
[®--»—-] suUl= Fag +

Rhythm Pattern in the step T Value

Sequence Parameter

The Scope Editing mode has the following functions.

1)Step Writing in each In the Scope Editing mode, you can use a fine timing (1,796 note
Scope Step = Quantize Q=HIGH in the Real-time writing) for specifying steps
(Scope steps).
Specify the step which you wish to write using a Scope step, then
. set the scope step. The number of Scope steps which can be
specified vary depending on the setting of the entry mode (6 in
Normal Entry, and 8 in the Triplet Entry).

1

{

\

Normal Entry Triplet Entry

0 T
LI TTTT] L[] |

2)Editing Sequence For each step You have written, Sequence parameters (that affect

Parameters in Scope the Tone of Instruments) can be set. The Scope Editing mode

Step unit allows you to edit the sequence parameters ‘in a Scope step unit.

68
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(DPATTERN WRITING (Basic)

b. Basic Step Writing

Step 1

Step 2

Step 3

Step 4

Step 5

The following explains Step Write in the Basic mode.

To write a rhythm pattern made of more than one bar, specify the number
of bars to be written. Move the cursor to the bar number with Eand D]
then using [ — 1 /OFF] [+ 1.ON], Numerical Keys or VALUE slider, set the

bar number.

Bar Number to be written

g 1 +: ________
A 4 D=#HREM++

Entry Method

Select the length of a step. Move the cursor to the value of “D” with E]
and E] then using [ — 1 OFF ][+ 1,0ON] or VALUE slider, select Normal Entry
(16th note) or Triplet Entry (triplet).

Tap the key pad which corresponds to the Instrument to be entered (without

the rhythm playing).

If necessary, char"‘!go, Pad Banks with [PAD BANK |.

Press | START /STOP | to start playing the rhythm.

The bar number currentry being written

~El#++REC ! 15
A4 4 D=wHREM#

* While the rhythm is playing, key pads 1 to 16 behave as step number setting keys.

Set the steps with the key pad 1 to 16. (The entered sound will be played
repeatedly.)

The velocity (dynamics) is also entered at the same time.

e'

*To cancel the step you have written, simply tap the same key pad.
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The specified step number is shown at.. “INST1™ - with— “@”.

INST 2 to 4 show the steps of the instruments assigned in the Display
Assign (see page 46).

J J J J

STEP 12345678910111213141516
4
INST 1 |@ o ®
INST 2
INST 3
INST 4
Step 6 To continue, and set the other Instruments, stop playing, and repeat steps 3
to 5.
Step 7 To write a rhythm pattern made of more than one bar, repeat steps 1 to 6

as many times as hecessary.

Step 8 Stop playing, then press [EXIT| to return to the Menu Display.

il
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Normal Edit Mode

Step 1

Step 2

T DATTERN WRITING Bacia

c. Step Writing in the Edit Mode

This section describes how to program rhythm patterns which
cannot be made in the Basic Mode.

% The Edit mode also allows you to edit Sequence parameters (see page 107).
The basic step writing procedure in the Normal Edit mode is the
same as the Basic mode (see the previous section). The Normal

Edit mode, however, can set the steps even for the rhythm pattern
which have more than 16 steps (Ex. 574 time). Do as follows :

Press |[PAGE| in the Basic mode to turn to the Normal Edit Mode.

Bar Instrument
—  CURSOR ... * ¢
= TASE > FTH 1@-81+ClRIMSHTL
LJLEJL_J*gTF' B1 [-1FUL= k## =
f

Step Number

A Y
When a bar con%aiqs more than 17 steps (13 steps in the Triplet Entry), the
“»"  mark appears at the right of step number 16.

STEP ) 23455759|onx121314»5|a:>\)
INST 1 |@ [ * ® (4 LJ Ll
INST 2 [ J ® LJ
INST 3 [ J
INST 4 |@ * o (J

Press E and [E to advance the step numbers. Pressing E] (E) while
holding [«] ([(®]) down will quicken the change.

When the step number exceeds 16 (12 in the Triplet Entry), the key pads and
the step number assignments change ( the “«"mark appears at the left of

step number 1).

Key Pads and Step Numbers

N\ r )
oy J
STEP 1t 2 3 45 6 7T 8 910 1213 14 1516 p» STEP 4! 2 3 4
| [7][sl[r9](20]

[s1fe]lzlle] .
[o]foli1][i2] LI000)
I |




(PATTERN WRITING (Basic)

Step 3

*When writing steps of a rhythm pattern made of more than one bar, pressing E

will advance the step numbers, then moves to the next bar.
-

Using the same procedure as the Basic mode, set the steps with key pads.

*The number shown at the lower right of the dispiay is the value of the sequence

parameter (see page 107).

ey




Scope Edit Mode

Step 1

Step 2

Step 3

Step 4

Step 5

TIPATTERN WRITING (Basic)

In the Scope Editing mode, you can use a fine timing (1,796 note
= Quantize Q =HIGH in the Realtime writing) for specifyng steps
(Scrpe steps).

Select the step number which you wish to write a sound in a fine
timing, and specify the steps in a Scope step unit (1 to 6 in Normal
Entry, and 1 to 8 in the Triplet Entry).

Press | SCOPE | in the Normal Edit mode to change to the Scope Edit mode.

Step Number
l Scope Step number

PAD BANK MULTI SCOPE - T F. A5

ACHEIMZHTL

$ U L_ = _-_l-_ ok

I |
b L ]

Rhythm Pattern in the step

Press the key pad that corresponds to the Instrument to be written (without

the rhythm playing).

Press { START “SYOP | to start playing the rhythm.

* With the start of play, the Key pads take on the function of scope step number

assignment.

Set the number of steps to be entered in Scope step with E] and [»].
Pressing [P>] (or [«€]) while holding [«] (or [B>]) will quicken the change of

step numbers.

* The Scope Step number shown in the display bears no meaning with respect to

the correspondence between the Key pads and Scop Step numbers.

Set the Scope step number with the key pad 1 tc 6 (1 to 8 in Triplet entry).

The strength of hitting key pads is entered at the same time.

< Ex.> When Scope Step Numbers 1 and 4 are selected

TR @851 JCHREIMSHTL 2

[@-—8--] Fll= Q3G +
f

Selected Scope Steps

1l

—
RN

% To cancel a step you have selected, simply tap the same key pad.

73




B T —,

dIPATTERN WRITING (Basic)

Step 6 To continue, and set the other step numbers, repest steps 4 and 5.

Step 7 To continue, and set another Instrument, stop playing and set it using an

appropriate key pad.

* Pressing returns the unit to the Normal Edit mode, while pressing

returns to the Basic mode,

To check the Scope step status, change to the Normal Edit mode.
The display will respond as shown below :

Scope Step Number

ign
Sig I setting
[ ] No sound is entered in the step number currently
shown in the display.
An instrument is entered in Scope Step number
S ] 1
[ - - — ] Instruments are entered in the Scope Step number

[ B — ] ete. 1 and the other Scope Step numbers,

Lf I[F ————— 1
[F-—#——7]
LE [Fom—F=TJoe

N /[~——s——J
[--F-= 1 etc.

*For detailed explanation of Flam entry (see page 86).

Flain sound is entered in Scope Step number 1.
A ]

a——
|

Flam sound is entered in Scope Step number 1
and sounds are entered in the other Scope Step
numbers,

Instruments  are entered in the Scope  Step
numbers differently from the above settings.

]
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(TIPATTERN WRITING (Basic)

d. Examples for Step Writing

Step

Step

Step

Step

Step

Enter the following score in the Step Writing.

Hihat ABCD Tom

/'L Réa,e ’f'

Kick

The score may be modified as shown below for Step Writing.

STEP 1 2 3 45 8 7 8 9 1t01112131341516
Hihat ® [ 2020 S0jGiG® @
Tom [ L d
Snare [ J [ ]
Kick @ o0 o0 ®

Erase all the unneeded data in the rhythm pattern and set the bar number to

1 and timing to 4,4 (See page 59).

This rhythm pattern is 16 beats, therefore select the Normai Entry in the Basic

mode.

‘)
FTH GR-Glms—————-——
=TRF T=d4. 4 D=spHEM+®+

Normal Entry

Enter the kick drum.
in the Basic mode and stopped, press the key pad for the kick drum (key pad
13 in Pad Bank A).

Press { START /STOP | to start playing.

Tap the key pads that correspond to the step numbers to set the steps (step
numbers 1, 4, 5, 8, 10 and 13).

% Be careful about the accents, since the strength of the key pad hitting is entered

at the same time.

75
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Step 6

Step 7

Step 8

Step 9

Step 10

Step 11

Step 12

Step 13

Step 14

76

wﬂ’i‘wrnv e A B

Enter the snare drum.
Stop playing the rhythm, then press the key pad for the snare drum (key pad
14 in Pad Bank A).

Press |START,STOP| to start piaying, then tap key pads 5 and 13.

Enter the Hihat in the same way (step numbers 1, 3,4, 5, 7, 8 9, 10, 11 and
13).

Enter the tom.
Stop playing the rhythm, then press the key pad for the tom (key pad 6 in
Pad Band A).

Tom uses 1./32 notes, and therefore cannot select B or D step in the score.

So, perform the Scope editing for step numbers 15 and 16.

Press , then | SCOPE | to change to the Scope Edit mode.

PAD BANK MULTI SCOPE E.l 1 1 -'! , E [, Fl l_l_l “

I tL.D7+',-}"IE'____] sApEv T2 2

—
N

Pl

Specify step number 15 using E]and [E

Step number 15

¥
=TF 15

Start playing the rhythm, then select the Scope step number using the relevant
key pad.
The Scope step is 1,796 note, therefore A and B in the score are Scope step

numbers 1 and 4.

STF 151 JCHORY_
[#--w--] fl= 1g
f

Selected Scope Steps

Specify step number 16 with [E] then repeat the procedure 12.

Stop playing, then press | EXIT| to return to the Menu Display.




2IPATTERN WRITING (Advanced)

PATTERN WRITING (Advanced)

1. Performance Parameters

The tone of an instrument assigned to each key pad can be
changed by editing the Performance parameters ; Pitch, Decay,
Nuance and Pan.

Sound parameters and Performance parameters function as follows.

Song Play Sequence Parameters Sequseonuc: d P; ;?:1 r:;:fs and
j Pattern Play ﬁ ﬁ
: Sound Performance Parameters Output
[ [ Performance Parameters source and Sound Parameters
OoOoocooa M
OO0
COOO0Od
Key Pads * Movement of sound data in the Song PlayPattern Play.

* Movement of sound data when Key pads are tapped.

-

Sound Parameters Sound parameters determine the sound which is the basic element

of an Instrument.

@®Sound parameters should normally be set before writing a rhythm

pattern.

®If you wish to change the overall sound of an instrument after

writing a song, you can do it by editing sound parameters.
* Editing Sound parameters will affect the Instruments in all the rhythm patterns.

if you wish to retain the original sound even after edited, save it onto a memory

card (See page 165).
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@ZIPATTERN WRITING (Advanced)

Performance Performance parameters set the amount of changes made to the

Parameters values of the Sound parameters for each key pad. Tapping a Key
pad will output the mixture of the sound parameter value and the
performance parameter value.

®Value of 3 Performance parameter is effective only on the sound
played by the relevant key pad. It has no effect when rhythm
patterns or a song is being played.

®The set Performance parameters are entered into a rhythm pattern
in the Pattern Writing as Sequence parameters (sound data).
If you have set Performance parameters before writing the rhythm
pattern, you can change the sound of an Instrument in a specific
rhythm pattern.
If you change Performance parameters during rhythm pattern
writing or change Sequence parameters after writing a rhythm
pattern, you can change the sound of the same Instruments in
the rhythm pattern.

®Using the Multi Assign function (see page 81), you may assign the
same Instrument to all 16 _key pads and set the Performance
parameters in each key padJs to different values, so that you can
play a Instrument with different sounds,
To set the Performance parameters of the key pads to values
different from each other by a certain level in sequence, the Align
function can be used (see page 82).

*The sound of each Instrument changes within the variable range of each Sound
Parameter. If you have set a value (add Performance parameter's value to Sound

parameter's value) exceeding the range, there will be no more change in the actual

sound,
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PATTERN WRITING (Advanced)

a. Functions of the Performance Parameters

1) Pitch
(— 4800 to
+ 4800 cents)

2) Decay
(—63 to +63)

3)Nuance
(=7 to +7)

4)Pan

(LEFT 1 to 3,
CENTER, RIGHT 1 to
3, OFF)

This can be set in 10 cent steps. Higher values raise the pitch.

*At zero, the same pitch as the Sound parameter’s is obtained.

Higher values make longer decay time.
If the Instrument can set the Nuance, the value set here will be added to

each decay (Sound parameter).

% At zero, the same decay as the Sound parameter's is obtained.

The sound can be altered delicately with the Nuance function.

*If the Instrument which cannot set the Nuance is assigned, setting the Nuance will

not affect the sound.

* At zero, the same nuance as the Sound parameter's is obtained.
Y

4

When the Output Assign (Sound Parameter) of an Instrument is set to Stereo
Out (LEFT 1 to 3, CENTER, RIGHT 1 to 3), this parameter allows you to set

the pan value (sound field positionings).

*The Pan setting of the Performance parameter is given priority. At OFF, the same

pan setting as the Sound parameter's is obtained.

*If the Output Assign (Sound parameter) of an Instrument is set to MULT! OUT

(MULTI's 1 to 8), the pan setting will be ignored.

*The Pan you are currently setting can be seen at INST 1 in the graphic display.
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b. Setting Performance Parameters

Set the Performance parameters for each key pad.

Step 1 Press |PERFORM | to turn to the Performance Edit mode.

MODE PATTERN TEMPO
EDIT PERFORMANCE

EDIT USER [ carp | i
1 _assion | 1"‘ o

SOUND PERFORM FEEL PAD_BANK

— L, JC_JTmERIT T BALTEN

Menu Display

*If the Menu Display is not shown, press .

Step 2 Press Numerical Key 1 to select “EDIT",

Pad Bank
Key Pad number

FERFORM ERIT <A-G1:
FRPITCH = Ga0G , —

Performance Parameter Value

3 .
Step 3 Tap the key pad whose Performange parameters you wish to edit. If necessary,

A3
change the Pad Banks with [PAD BANK |.
Step 4 Select the parameter to be edited with | SELECT].

PARAMETER

$ PITCH (Pitch)

- 1,/0FF SELECT 4 /ON $ DECAY (Decay)
g[_b _:” l $ NUANCE (Nuance)

$ PAN (Pan)

‘ Step 5 Using | - 1 “OFF] [+ 1,/ON] or VALUE slider, change the values (Parameters
other than Pan can be set with Numerical Keys).

Tap the key pads to listen to the sound. -

Step 6 To continue to change the other parameters, repeat steps 4 and 5 as many

times as necessary.

\ Step 7 To continue, and edit the other key pads, repeat steps 3 to 6 as many times

as nhecessary.,

Step 8 Press [PERFORM| to return to the previous display.
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Instrument Selection

2PATTERN WRITING (Advanced)

c. Using the Multi Assign Function

The Multi allows to assign the

Instrument to all 16 key pads. This assignment is independent from

Assign function you same
the five pad Banks.

this
automatically sets the Performance parameters of the Key pads to

Use function together with the Align function (that

certain values in sequence). Using this function, you can play Hihat

that has continuously changing decays, or perform a “melodic tom”

by shifting pitches in semitone steps.
Select the Instrument to be assigned to all the 16 key pads.

Press [INST ASSIGN | to turn to the Instrument Assign mode.

Step 1
MODE
SONG PATTERN MIDI
[ | I JL[BIHET HBOISFLAY
INST ASSIGN __ CARD UTILITY EIIHIT
*If the Menu Disa!ay is not shown, press [EXIT].
]
Step 2 Press Numerical Koy 1 to select “INST".
IHST ASSI1GH
CH-E1 r=sEdE CESH_C]
; f
Pad Bank (A —E) Instrument Name
Key Pad Number [IHO1 —68 -« Instrument in the internal memory
(1-16) o1 - 26 --- Copy Instruments
01 - 26 --- Instrument on a Sound ROM card
Step 3 Press | MULT!| to set to the Multi Assign mode.
Indicated in the Multi Assign Mode
MODE ASSIGN TEMPO
PAD BANK MULT! SCOPE EDIT -
I ] | useR [ camp T =-"--~ 1' L1
o [PAD BANK] A | assioN I:[MULTI | -
b IHST RSoIGH
SHMLT» =+#HS7s BE0E01 *
% Further presses of [ MULTI| switches alternately between the Instrument Assign and
Multi Assign modes.
Step 4 Using [ — 1,/0FF|[+1,70ON] or VALUE slider, select the Instrument to be used.
Step 5 Press | EXIT | to return to the Menu Display.
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Performance Parameters
in the Align Function

The Align function allows you to set the Performance parameters
(Pitch, Decay and Nuance only) of key pads 1 to 16 in the
sequence as shown below.

Pitch Decay Nuance
—800| [~ 700]| {-600]| |- 500 - 36 - 33 -30 - 27 =T L =7t -8 Lo —5
- 400 |- 300/ | - 2001 |~ 100 —-24 ! -21 -18 -15 -4 -3 -2 -1
0 + 1007 |+ 200{ |+ 300 -12 -9 -6 -3 0 +1 +2 +3
+400| |+ 500| |+ 600]| |+ 700 0 +3 +6 +9 +4 +5 +6 +7
Step 1 Press | PERFORM | to turn to the Performance Edit mode.
Step 2 Press Numerical Key 2 to select “ALIGN".
Pad Bank
4
FERFORM ALIGH <A>
BFITCH BLECAY +
Next display
FERFORM ALIGH ﬁ@?
EIHUAMCE ) £
Step 3 Press | MULTI| to change to the Muiti Assign mode.
* Further pressing of switches alternately between the Instrument Assign
and Multi Assign modes. Pad Banks cannot be changed in the Multi Assign mode.
*¥To set the Performance parameters of Pad Banks A to E with the Align function,
select a Pad Bank with { PAD BANK |.
Step 4 Select the Performance parameter where you wish to use the Align function,—
with Numerical Keys 1 - 3.
Selected Parameter
FFM RLIGH <M> FITCH
*+ FPrezz EMTER.
Step 5 Press |ENTER].
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The display responds with “Are you sure?”.

*To leave the mode, press [EXIT].
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RIPATTERN WRITING (Advanced)

Step 6 To continue, press | ENTER | .

"Completed” appears, showing that the Align is done.

% Should the total value of the Sound parameter and Performance parameter exceed
the variable range of the Sound parameter, the value will be automatically set

within the range.

Multi Assign To play the R-8 with the Multi Assign function, press [MULTI] to
Performance turn to the Multi Assign mode.
PAD BANK MULTI SCOPE MODE ASSIGN TEMPO
* EDIT SOUND .- -
“___ _” I user [ _carp” T~ =-=-= 126
b PAD BANK | A 1 assioN | IrMULTl j -

% Further pressing of | MULTI| switches alternately between the Instrument Assign

and Muilti Assign modes. Pad Banks cannot be changed in the Muiti Assign mode.
*If the Multi Assign mode is selected during rhythm pattern writing, the

Performance parameter assigned with the Multi Assign function will be entered as

LY
a Sequence parimgter.
¥
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2. Swing./Flam_Roll Entry

a. Swing

Swing is a feeling most commonly referred to as the “groove” of.
Jazz or Shuffie rhythms. The Swing effect can be set for each
rhythm pattern separately, and is most effective if added to tripiet
type rhythm patterns. (Jazz, Shuffle, etc.)

* The Swing effect is effective for pattern playing or song playing but has no effect

in pattern writing.

The Swing is determined by the Swing Point and Swing Delay.

®Swing Point
The Swing effect is obtained by delaying the timing of certain beats. The
Swing Point sets the position (beat) where the timing is to be delayed.

1./4,1/8, 1716 or 1,/32 delays the timing of the even number multiple

beats.

Swing Point: 1,78 .

2 2R 2R | {
16, 1,/12 or 1,724 delays the timing of the beats positioned in multipies

of three.

Swing point: 1,712

AT

NP NS N AN

3

®Swing Delay

This sets the amount of delay.
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Swing Setting

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

ZIPATTERN WRITING (Advanced)

Now, let's set the swing effect in a rhythm pattern.

With the unit set to a Pattern Mode ("PLAY”,

stopped, do as follows.

“REAL"”  or

“STEP”) and

Specify the Pattern number where you wish to set the Swing effect.

Tap key pad 6 while holding | SHIFT | down.

ERASE 5 TOM 2
SWIMG SET <FPTH g5
FDELAYE @E
SHET b TIME DISPLAY + $
SWING SET Swing Delay Value

b

Using [~ 1/OFF ][+ 1 ON}, VALUE slider or Numerical Keys, set the Swing

Deiay value.

Y
Higher values emphasize the feeling. (At zero, no Swing is obtained.)
1]

% The variable range for the Swing Delay value changes depending on the Swing

Point.

change to “POINT” display.

Press | SELECT | to

SWIMGE SET <FTH 85
FRFOIMT= 1~ &
o }
Swing point Value

Using [ - 1/OFF |[+ 1/0ON|, VALUE slider or Numerical Keys 1 to 7, set the

Swing Point.
(Value: 1,74, 1,76, 1/8, 1./12. 1/16, 1,/24, 1,/32)

Press | ENTER | to return to the previous display.
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b. Flam
A Flam is created when two sticks are dropped at the same time,
yet from different heights. The Flam effect can be set for each
rhythm pattern separately.
The Fiam effect is determined by Flam Interval and Flam Ratio.
@®Flam Interval
This sets the interval between the two sticks in 32 levels (0 to 31).
+—> -
Flam Interval
®Flam Ratio
This sets the intensity (velocity) of the first and second sticks.
Flam Ratio: 1:2 y J
‘r i I
| 1
I |
i
Velocity : .
i : (
: \
Flam Setting Now, let's set the flam value.
With the unit set to a Pattern Mode ("PLAY", “REAL" or--“STEP™)--and
stopped, do as follows.
Step 1 Specify the Pattern number where you wish to set the Flam effect.
Step 2 Tap key pad 7 while holding [SHIFT | down.
ERASE 7 TOM 3
— FLAM SET “FTH @S>
FIMTUL= {F
Wb TIME SET f f
FLAM SET Flam Interval Value
86
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Step 3

Step 4

Step 5

Step 6

Flam Entry

While holding down

= .

(ZPATTERN WRITING (Advanced)

Using [~ 1/OFF] [+ 1/0ON], VALUE slider or Numerical Keys, set the Flam

Interval value (0 to 31). (At zero, no Flam is obtained.)

Press |SELECT | to change to “RATIO” display.

FLHM SET <FTH &5
FEATIO=+11 2%
Flam?Ratio Value

Using [ - 1 /OFF ||+ 1/ON] or VALUE slider, set the Flam Ratio.
(Value: 1:1,1:2,1:4,1:8 1:16,1:32)

Press [ENTER | to return to the previous display.
To write the Flam you have set, do as follows.

@®In the Realtime Writing mode

While holding |FLAM | down, tap the key pad in the timing for Flam entry
(with the unit playing the rhythm).
Ay
'
< Ex.> Adding Flam td the Instrument of Key Pad 14

i
COoOo0oO

[][:]%3[][]

@®In the Step Writing mode

With the rhythm playing, hold | FLAM | down and press the key pad that
corresponds to the step (or Scope step) where the Flam is to be entered.

In the Normal Edit,”Scope Edit mode, you can check the Flam entry status.

Normal Edit Mode

Scope Edit Mode
STR @11 JOBFAT_S1 2
[F----- 1 #llL= 1@Q ¢

F is shown at the Scope step where Flam is set
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c. Roll
Roll Setting
Roll Entry

While holding down

88

Step 1

Step 2

Step 3

Roll is playing sounds sequentially in the same intervals.
Now, let's set the Roll interval.
With the unit set to a Pattern mode and stopped, do as follows.

Tap key pad 8 while holding [ SHIFT | down.

ERASE 8 TOM 4

ROLL SET

b

Using [ - 1 /OFF][+ 1/0N], VALUE slider or Numerical Keys 1 to 9, set the
value of the interval.
(Value:1,74,1,6,1,8,1,/12. 1,18, 1/°24,1,/32, 1,748, HIGH (1,796 notes))

SHIFT b

Press |ENTER| to return to the previous display.

To write the Roll you have '-sa(t, with the unit set to the Real-time
Writing mode, do as follows. °

*When writing a Roll into a Rhythm pattern, the Quantize setting will determine the

resolution of the Roll match the two settings.

Procedure While holding Roll down, keep pressing the relevant key pad.

= OO0 e

<Ex.>To enter Roll to the Instrument of Key Pad 14

L0000

Roll Interval : 1,716
Release

—> ;
L O0O0O0 J’jﬁﬁﬁ

EDEDD At

The Roll effect is written until the key pad is released (the level
changes depending on how hard you press the key pad).

*in the Step Writing mode, the Roli effect cannot be written.
*The Roll effect can be performed in the mode other than Pattern Write. Even

when the rhythm is not playing, the Roll rate can be changed with the tempo.
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3. Macro Note

ZPATTERN WRITING (Advanced)

Up to 10 different Macro Notes can be registered in the R-8. A
Macro Note is a performance pattern made of up to 16 steps.
The Macro Note patterns you have registered can be written into
the rhythm pattern just by tapping the key pad once. For quicker
rhythm pattern programming, it may be wise to register performance
patterns which are frequently used.

Also, in modes other than Pattern Writing, the specified Instrument
can be played using the performance pattern of a Macro Note.

a. Macro Note Setting

Velocity

Macro Note

A Macro Note can be set in the same way as step writing (setting
one Step and another). Each step you have entered can have a
relative velocity value. By decreasing the velocity values according
to the step number, delay effect can be obtained.

* The relative velocity value is the amount of change to be made to the basic

strength (zero) of key pad hitting set for each step.
.

4

Velocity Value obtained by hitting a Key Pad

(+20)
(Relative Velocity Value)
(V)]

10 | =10 o

>
>

B EI XX N EY IRXEEEEE)

< Example of Macro Note Setting >

Real-time Quantize : 1,716

IBprEl

Macro Note [ @ - @ @@ @ -@ecosscsces)

Not used
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Step 1

Step 2

Step 3

Step 4

80

With the unit stopped, do as follows.

Press .

USER

DEFINE

CANCEL

L |

—h-

MACRO

U=EF DEFIMITI
FLUHC-MALC

*++ Fress

ItH

l IL )

Press | MACRO | to change to the Macro Note setting display.

USER Macro Note number Step Number
DEFINE CANCEL |
l Il |,[CEFINE HMACRO t@r-04
FUNCTION MACRO ——-—— e e 2 % E N N R R N N E W oW ] —l-

l i ]

b

Using { - 1/OFF| /| + /ON], VALUE slider, or Numerical Keys, specify a Macro
Note number (0 to 9) to be reg'isf‘pred.
A}

*Key pads 1 to 16 now work as step number assigning keys.

Using Eand [E move the cursor to the right, to set the number of steps
(2 to 16).

Step Number

Variable Range

% The timing value (note length) of a step is determined by the Quantize value in
the Real-time writing (or the length of a step in the Step writing) used for Macro

Note.




Step 5

Step 6

Step 7

Step 8

Step 9

ZIPATTERN WRITING (Advanced)

Tap the key pad that corresponds to the Step number to be entered (To cancel

the Step number you have entered, simply tap the same key pad).

DEFIME MACED C@sr-03
[B— B ~ BB« v s v s v 2 | =

T T Not valid

Flam
Specified Step

%To add the | FLAM | effect, tap the key pad while holding FLAM | down.

* Pressing key pads does not create sounds.

Press to select the Relative Velocity Value setting display.

Relative Velocity Value

y
DEFIME VELO:RUL=
[®

G
BEBFE — BB o v v a0 ] &

f

Step which can be set (flashes)
‘)..
Specify the Step ‘m:mbei ‘with E'aﬁd Ej then using [ - 1/OFF [+ /ON],
VALUE slider, or Numerical Keys, set the Relative Velocity vaiue (=99 to + 99)

of each step.

* When the Macro mode is “ON”, the actual sound can be monitored by playing Key

pads. (See next page)

To continue, and set the other Macro Notes, change the displays with |PAGE

and repeat steps 3 to 7.

Press | DEFINE | to return to the previous display.
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b. Using Macro Note

Now, play the registered Macro Note pattern with an Instrument.
Macro Notes can be used in other modes, as well as the Rhythm

pattern writing. To use the Macro Notes, set the Macro Mode ON.

Setting Macro Modes Using the following procedure, the Macro Notes you have set can
be played,

Step 1 Press .

USER Macro Note number
DEFINE CANCEL ‘ i:f
R N BN < T TV Tl S e OFF+  k
FUNCTION MACRO [####l L B [ ] S

;’Lbj

Set Performance Pattern

Step 2 Using [ - 1 JOFF] [+ /ON], VALUE slider, or Numerical Keys, select the
number of the Macro Note to be played.

{
Al
Step 3 Move the cursor with Eand [E then set the Macro Mode to ON.

ON : The Macro Note You select is played by hitting a key pad.

OFF : Normal condition (playing a key pad generates sound once).

Step 4 Press to return to the previous display. ‘

With the Macro Mode set to ON, the specified Macro Note is played by hitting
a key pad even in modes other than Pattern Writing.

The timing value (the length of the note) of a step is determined by the
last Quantize selected in Real-time writing. Also, the speed of the Macro Note

performance is determined by the set tempo.

92
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In Real-time Writing
Mode

Step 1

Step 2

RPATTERN WRITING (Advanced)

The following explains how to use Macro Notes in the Real-Time

writing mode.

With the unit set to the Real-time writing mode, do as follows.
% The timing value (the length of the note) of a step for Macro Note is determined

by the Quantize setting.

<Ex.>
(OO O @ ¢ 0060 ¢ 0 06 0 0 0 o]

' ’ ' Quantize : 1./8

Quantize : 1.716

Specify the Macro Note number to be used.

(D Press | MACRO | .

E.

B
@Using [-1/0FF| [+ 1/0ON]|, VALUE slider, or Numerical Keys, select the
number of the Macro Note (0 to 9) to be played.

® Press | MACRO | to return to the previous display.

Tap the key pad where the Macro Note is to be entered with the unit playing
the rhythm.

The Macro Note data is written in the same timing as you tap the key pad.

<Ex.>
Macro note [.—.'o-ooonoooooo]
Quantize : 1,716

Tap Tap Tap Tap
v v v v

SN EsE
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in the Step Writing The following explains how to use Macro Notes in the Step writing
Mode mode.

The timing value (the length of the note) of a step for Macro Note
differs depending on the current mode as shown below.

Entry Method Normal Entry Triplet Entry
mode
Basic Mode 116 note Triplet
Normal Edit Mode 1716 note Triplet
Scope Edit Mode 1,96 note 1796 note

With the unit set to the Step writing mode, do as follows,
Step 1 Specify the Macro Note number to be used.

@ Press :

-
@Using [~ 1/0FF] /[+ZON], VALUE slider, or Numerical Keys, select the
number of the Macro Note (0 to 9) to be played.

®Press [MACRO to return to the previous display.

Step 2 Tap the key pad for the first step of the Macro Note with the unit playing
the rhythm,

Macro Note data js written from the step number of the pad tapped.
< Ex.> Selecting Step Number 9 with Normal Entry of the
Basic (or normal Edit) Mode.

Macro Note ([0ec0 00 000 cccrccoe]

1 2

[ AY \

*Macro Note data cannot be written into the steps which cannot be specified with

key pads.
94
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Step 1

Step 2

Step 3

Step 4

Step 5

ZIPATTERN WRITING (Advanced)

c. Macro Note Erasing

To erase the Macro Note pattern you have set, with the unit
stopped, take the foliowing procedure.

Press | CANCEL |.

l I 1 [U=EE CHHCELHTIHH
FuncTIoN Hoe  Tl¢+ Press FUMC-MAC,

| L |

Press .

USER Macro Note number

DEFINE CANCEL *

l I | [CAHCEL MACRED oo
FUNCTION MACRO - [ﬂ——'ﬂﬁ—@@- a3 w n o= o x = ]

[ /1 b I

Y

4
Using [— 1 OFF] [+ 1/ON], VALUE slider, or Numerical Keys, select the

number of the Macro Note (0 to 9) to be erased.

The display shows the current Macro Note pattern.

Press |ENTER | .(The display responds with “Are you sure?”)

Press |ENTER | to erase.

*To cancel the mode press | EXIT!.
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FEEL PATCH

Feel Patch Structure

96

When humans express themselves rhythmically, unlike programmabie
rhythm machines, they use natural dynamics and accentuation. Even
when they mean to play in exactly the same manner, the strength
or positions of beating will vary slightly (random change). This
means that the created sounds will not be perfectly consistent.
The R-8 can set up to eight Feel Patches which contain regular
tone changes (according to the accents set in the music) and
random tone changes. By adding a Feel Patch to the rhythm pattern
previously programmed, you can express subtle sound changes,
creating a more “Human Feel”.

A Feel Patch is accompanied by two elements ; Groove and
Random Factor. By combining the two elements, Sequence
parameters (Velocity, Pitch, Nuance and Decay) can be changed.

Feel Patch

L Groove T L Random Factorj
3

"(

®Groove
The Groove is associated with regular changes of accent and tone.
This, therefore, can express the accents’'s changes which a drummer

purposely creates.
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The Groove sets the timing for the changes and relative values of some
Sequence parameters.

By assigning the Groove settings to the existing rhythm patterns, the
relative values are added to the same sounds (sequence parameters of the
specified Instruments) as the timing set in the Groove, changing the sounds

in a certain cycle.

Groove setting

-40 +40 -30 +10
0 +200 o +20

. . —

o — - —

Sequence Parameter values of the rhythm

D pattern
I——‘ —‘—‘—‘——{

+ 60 +60 +860
+ 60 +60 +60 +60

Sequence Parameter values for the actual
b performance
‘—4 —c—c—a—-i

+80 +30 +70
+60 +100+60 +80

@®Random Factors
The Random Factors are used to alter the values of the specified Sequence
parameters at random.
By changing the Nuance of a drum instrument, the sound will change
delicately in each striking. Also, by changing the Nuance of a cymbal
instrument, the sound will change depending on the position of striking.

Such random changes create more realistic and natural performance.
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1. Functions of Parameters

a. Groove Select

A Feel Patch js accompanied by the following parameters.

Parameter Variable Range
Groove Select
Groove Type 1-8
Groove Step 1/4-1,32
Instrument Select INST1 -8 - a
Groove Switch ON,_~OFF
Random factor Switch ON_OFF
G -99 - +g9
roove (Nuance: -7 - +7)
Random Factor
Probability 1-8
Random Depth 1-4
Instrument Switch
ON_~OFF
INST1 -8 70

SREOOUE SELECT &
TWFE= 4 57

Groove Type Groove Step

This parameter consists of two elements for setting the timing for
the accents’s changes, Groove Type and Groove Step.

OGroove Type sets the number of notes whose accents should be

changed, from 1 to 8

®Groove Step sets the timing value (length)

b. Instrument Select

98

of the note from 14

to 1,732
FEEL IMST SELECT S #6
FIMSTI=CHOFPEH_H1» «
?
Instrument

This sets eight Instruments which should be accentuated with the

Groove and Random Factors.
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c. Groove Switch and Random Factor Switch

JELOCITY FEEL <HAS
SGRU=+0H+  REHDO=®OFF++
to i

Groove Switch Random Factor Switch

For each Sequence parameter, On 0Off of the Groove and Random
Factors can be set.

d. Groove

'Tl
Il i
l| i

HEC4 L <UELD = =+
H-44 El+'E1 E+4u

=4 Ny
—
el
l'!"

——v"'

Relative Parameter value

This sets the relative value for each Sequence parameter (=7 to
+7 for Nuance and —99 to +99 for the other parameters) to each
timing set witk‘t the Groove Select. The relative values set for the
Sequence parame'ters are added to the same sound (specified
Instruments) as the timing set in the Groove .

*The Sequence parameters whose Groove Switches are set to OFF do not change.

e. Random Factors

FHHDOM <UELD -
FREOE= 1 LDEFTH= 1 _3.
?

Probability Random Depth

The Random Factors are Probability and Random Depth. Set these
factors in each Sequence parameter to create irregular changes.

*The Sequence parameters whose Random Factor Switches are set to OFF do not

change.
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®Probability (1 to 8)

¢

This sets the ratio and the width of change of each Sequence parameter,
Higher values increase the ratio and width of the ¢

hange caused on the
Sequence parameter.

4 Ratio Ar Ratio

. + - — +
Width of change Width of change
Probability Lower

Probabitity Larger
®Random Depth 1 to 4)

This sets the amount of the changes in the Probability, Higher values make

it wider.
f. Instrument Switch " 0
INZT SWITCH <UELD =
F1IBOFEN_HI=#0H+ =
T

Instrument selected with Instrument Select

This selects whether to add the Feel Patch 10 each Instrument

selected with the Instrument Select, for each Sequence parameter.

set any Instrument Switch to “ON" to obtain the Feel Patch effect.

100
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2. Editing Procedure

a. Groove Setting

Step 1 Press | FEEL | to turn to the Feel Edit Mode.

SOUND PEESgRM FEEL BFAT
| WL_b_J BFIT

H
‘H

Step 2 Press Numerical Key 1 to select “PATCH".

CH SELECT

FEEL FAT
FHTLC #

el

Feel Patch number

Step 3

Using [ - 1,/ OFF] I'+ 1/0ON], VALUE slider or Numerical Keys, select the feel
Patch number (0 to 7) to be used.

Step 4 Change to the Groove Select display with [PAGE].

g
=R

T o#
F=1-

[ ]
t

*

m

EREOOL E
TYFE= 4 5T

?
Groove Type Groove Step

Step 5

Using E and E} move the cursor, then using |-~ 1/OFF | + 10N}, VALUE

slider or Numerical Keys, select the Groove Type (1 to 8) and the Groove Step
(14 to 1,732).

Step 6 Press to change to the Instrument Select display.

FEEL IHMST SELECTS#8:>
FIMSTI=CHOPEH _H1»  +
?
Instrument

Step 7 Change Instruments (INST 1 to 8) using SELECT], then press the key pad

corresponding to each Instrument to be edited with the Groove (common for
Random Factors).

If necessary, change Pad Banks with [PAD BANK .

Step 8 Press [EXIT| to return to the Menu Display.
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Step 9

Step 10

Step 11

Step 12

Step 13

Step 14

Step 15

Step 16

Select the Sequence parameter to be edited with Numerical Keys 2 - 5.

2: Velocity
3: Pitch

4 : Decay

5 : Nuance

Using | — 1/OFF|[+1,/ON] or VALUE slider, select ON or OFF for the Groove
Switch.

Selected Sequence Parameter

UELOCITY FEEL #
GREUV=+0FF+ RHD=+{
?

Groove Switch

@
FFa

Press to turn to the Groove Setting display.

Move the cursor with E or L—E] then using [~ 1,/OFF] [+ 10ON], VALUE

slider or Numerical Keys, set the relative value for each timing (~7 to + 7 for

Groove Type Parameter

y i
GROOUEC4y <UELD & =+ 1
B 08 B G8 E BE B AG /
T Value "‘
Timing 9

Nuance and — 99 to + 99 for the other parameters). «,

% When the Groove Type is to be set to higher than 4, change to the 5 to 8 timing
setting display with .

Select the Instrument Switch setting display with | PAGE].

IMZT SWITCH <UELD
FIiHOPEM_H1=+0OH+ *

Instrument selected with the Instrument select

Change Instruments (INST 1 to 8) using |SELECT], then with ~- 1,/ 0FF
or VALUE slider, select On or Off for the Instrument Switch.

To continue, and edit another Sequence parameter, press |EXIT] to return to
the Menu Display then repeat steps 9 to 14,

Press |FEEL | to return to the previous display.




b. Random Factor

Step 1

Stap 2

Step 3

Step 4

Step 5

Step 6

Step 7

BIFEEL PATCH

Setting

Press | FEEL | to turn to the Feel Edit mode.

EDIT
SQUND PERFORM F

o ﬁl_g_]“’

—d
1
]

ME3
T
— T
—

o
I
E30m
LA
M
ar
]
4

Press Numerical Key 1 to select “PATCH".

%; 'HTCH SELECT

Feel Patch number

Using [ — 1/OFF ][+ 1/ON]. VALUE slider or Numerical -Keys, select-the Feel
Patch number (0 to 7) to be used.

Press to change to the Instrument Select display.

e

SELECT #6 >

EEL IHST
I 1=CHOFEM_H1» +

F
FIMST

11}

Instrument

Change Instruments (INST 1 to 8) using ISELECT], then press the key pad
corresponding to each Instrument to be edited with the Random Factors

(common for Groova).

If necessary, change Pad Banks with [PAD BANK .
Press |EXIT| to return to the Menu Display.

Seiect the Sequence parameter to be edited with Numerical Keys 2 to 5.

2 : Velocity
3: Pitch
4: Decay
5: Nuance
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4. Feel Patch Copy

106

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

The Feel Patch Copy function aliows YOU 1o copy the contents of
a Feel Patch to a different Feel Patch number.

With the unit set to the Feel Edit mode and showing the Meny Display, do

as follows.

Press Numerical Key 1 to select “PATCH".

Using [;1/0?]&1/0?], VALUE slider or Numerical Keys, select the source
Feel Patch (0 to 7) to be copied.

Press [EXIT]| to return to the Menu Display.

Press Numerical Key 6, select “COPY”

FEEL FATCH COFY
FRTCH & >3

T Feel Patch Number
Feel Patch Number to be copied

¥
Using | - 1/OFF] [¥ 1,70N] VALUE slider or Numerical Keys, select the
destination Feel Patch (0 to 7).

*To leave this mode, press .
Press .

The display shows the message “Completed” |, and the Feel Patch s copied.
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RHYTHM PATTERN EDITING

1. Editing Sequence Parameters

Functions of
Sequence

Parameters

Sequence parameters can be set to each sound entered in a rhythm
pattern. There are six Sequence parameters, Velocity, Pitch, Decay,
Nuance, Pan and Micro Timing. By editing Sequence parameters, the
tone and timing can be changed after programming a rhythm
pattern.

@®Velocity
This parameter controls the intensity of key pad striking in the Pattern

Writing mode. Higher values make the sound stronger.

@®Micro Timing
This shifts the sound entered in a rhythm pattern forward or backward in
1,384 note unit (Micro Timing). -2, - 1,0 or +1 can be selected for
Micro Timing. Negative values quicken the timing and positive values slow

it. In the Pattern Writing, it is set to zero.

Ay
4

4

Sound entered in Pattern Writing

L] |
[ I
-2 -1 0 +1
——p
Range for shifting Micro Timing (1,/384 note)

*To change the timing drastically, perform the Macro Timing Shift (see page 112).

@Pitch /Decay, Nuance,Pan
- These parameters have the values of Performance parameter set in the
Pattern Writing (see page 77). If they are not programmed in the Pattern

Writing, then they will be set to zero.
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Editing Procedure There are two methods for editing Sequence parameters.

®Real-time Edit
This allows you to edit parameters by using the VALUE slider or
foot volume while a rhythm is being played.

®Step Edit
This aliows you to edit parameters in each sound written in the
pattern.

a. Real-time Edit

This allows you to edit each parameter by using the VALUE slider
or foot volume while a rhythm is being played.

Using a Foot Volume A foot volume may be useful for changing values continuously.
Connect a foot volume (optional EV-5. EV-10) to the VALUE jack
on the rear of the R-8. Pressing the pedal deeper increases values.

VALUE ?‘ (EV~-5, EV-10)
(EV-5,10)

O I T—=0|==
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Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Step 7

Step 8

A RHYTHM PATTERN EDITING

With the unit set to the Real-time Writing mode, do as follows,

Press [PAGE]| to turn to the Real-Time Editing mode.

CURSOR

< e [FTH BB-GlJ --—--—--_%
[ T TTIRTH $£UL= @c4 :
b F 1
Sequence Parameter Value

Using [SELECT |, select the Sequence parameter to be edited.

V0L (Velocity)
PARAMETER PT (Pitch)
- 1 SOFF SELECT +1,/0N DC (Decay)

$
$
$
| “_ jl $ NU (Nuance)
$ PN (pan)
$ MT (Micro Timing)

b

Using [ - 1, /OFF][ +1,/0ON], VALUE siider, Numerical Keys or foot volume edit

the value of the parameter.

*If you wish to change values continuously, set the basic value here (When using

a foot volume, set the value with the foot volume).
A Y

2

Press [START STOP| to start playing.

Hold down the key pad that corresponds to the Instrument to be edited.
While the key pad is being pressed, the sequence parameters of the playing
sound are edited.

To change values continuously, edit the value of the parameter while holding

the key pad down.

*The Micro Timing does not change during writing. To check it, set to the Pattern

Play or Song Play mode.

To continue, and edit the other parameters, repeat steps 2 to 5.

Stop playing.

Press |EXIT| to return to the Menu Display.
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b. Step Edit

Step Editing allows YOou to edit the Sequence parameters of each
sound written in a rhythm pattern.

With the unit set to Norma! Edit (or Scope Edit) in the Step Writing mode

and stopped, do as follows,

Step 1 Press the key pad that corresponds to the Instrument to be edited.

Step 2 Using [SELECT], select the parameter to be edited.

$ VL (Velocity)
PARAMETER $ PT (Pitch)
- 1/0FF SELECT +1,/0N $ DC (Decay)
l ”_ :J , $ NU (Nuance)
b $ PN (Pan)
$ MT (micro timing)

*If you wish to listen to the actual sound, press { START, STOP to start playing

the rhythm.

Step 3 Specify the Step number (or Scope Step number) to be edited with or
[»]. then using [= 1/OFF]{+ 1./ON], VALUE siider or Numerical Keys, edit

the value of the parameter. (\

® Normal Edit mode Instrument
FTH @z Bl CHRIMSHT L 3
=TF G1 [el1fl= lom «
Step NumtIer Pararteter Value

@® Scope Edit Mode

Step Number
Scope Step Number
l Instrument
TR @i-5 dCBERIMSHT L o
[#-—-e-1 fUl= 1p@ =
f f f
The current Scope Step  Parameter Value
flashes

- *Mf no sound is entered in the Step number (or Scope Step number) you have
selected, editing cannot be performed (“* % %" is shown instead of the value).
*The Micro Timing does not change during writing. To check it, set to the Pattern

Play or Song Play mode.
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Step 4

Step §

Step 6

RHYTHM PATTERN EDITING

To continue, and edit another Instrument, stop playing the rhythm, then specify

the Instrument using the appropriate key pad.
Stop playing.

Press |EXIT| to return to the Menu display.

Y
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2. Timing Edit

The sound written in a rhythm pattern can be shifted forward or
backward using 1,796 note unit  (Macro Timing) or 1./384 note

(Micro Timing).

Macro Timing (1,798 note)

v v N\
Ll

l I ]

Ly
T
X\

Micro Timing (1,384 note)

|

a. Macro Timing Shift

The Macro Timing Shift function can shift the steps of a rhythm
pattern for each note, in 1,96 note (Macro Timing) forward or

backward.

*Any note (step) pushed outside the rhythm pattern with the Macro Timing Shift
will be automatically returned into the rhythm pattern.
With the unit set to the Normal Edit mode (or Scope Edit mode) in the Step
Writing mode and stopped, take the following procedure.
A}

Step 1 Press the key pad that corresponds to the Instrument to be timing-shifted.
Step 2 Using E]and E’ specify the Step number (or Scope Step number) to be
timing-shifted.
Step 3 Press key pad 8 while holding | SHIFT| down.
ERASE 9 SIDE STICK
MHCED SHIFT <FTH God
P ETEF i-1= ga o |
SHIET b PART DELET f 4
MACRO SHIFT Step Number Amount of timing shift
b Scope Step Number
Step 4 Using | - 1, /OFF ][+ 10N, VALUE slider or Numerical Keys, set the amount
of timing shift by clock number (- 12 to +12:1 clock = 1,796 note).
Negative values quicken the timing and positive values slow it.
*Press |[EXIT| to leave the mode.
Step 5 Press {ENTER] .

112

The display shows the Mmessage “Completed”, and the timing is changed.
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Timing Shift

Step 1

Step 2

Step 3 .

The sound written in a rhythm pattern can be shifted forwarg or
backward using 1,7384 note unit. The Micro Timing Shift can pg
performed for the entire Instrument (or rhythm pattern) or for each
step.

Timing entered

1,384 note

*To perform the Micro Timing Shift for each step, see “Step Edit” on page 110,
*If the Micro Timing Shift causes the sound to exceed the variable range (— 2 to

+1), it will be automatically corrected within the range.

With the unit set to a Pattern Mode ("PLAY", “"REAL" or “STEP") and

stopped, take the following procedure.

A

’
Specify the rhythm pattern number whose timing should be shifted.

Press key pad 10 while holding | SHIFT | down.

MICED SHIFT <FTH &g
> |cAlL IHSTi= § cLk
T t
Amount of timing shift
@ all the Instruments

To shift the timing of all the Instruments, skip the following step 3 and go

to step 4.

Prass the key pad- that corresponds to- the Instrument to be timing-shifted.

If necessary, change Pad Banks with [PAD BANK ;.

TFTH G-
8 CLE

Amount of timing shift

FT

!

Selected Instrument
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Step 4  Using , VALUE slider or Numerical Keys, sot the amount

of timing shift (variable range: — 3 to + 3).

Negative values quicken the timing and positive values slow ijt.
*To leave the mode, press [EXIT] .
Step 5 Press .

The display shows the message “Completed”, and the timing is changed.

P
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3. Pattern Edit
a. Instrument Change

The Instrument Change function allows you to swap an Instrument
in a rhythm pattern with a different Instrument and play it.

With the unit set to a Pattern Mode (“PLAY”", “REAL" or “STEP") and

stopped, do as foilows.

Step 1 Specify the Pattern number for which you wish to use the Instrument Change

function.

Step 2 While holding | SHIFT | down, press key pad 1.

ERASE 1 CRASH 1
— IM=T CHAMGE <FTH 8&>
BHFHT_=1 SrHETMEHTL
o b 'S"?:TGC%T&E lnstrumenjto be changed T
b The new Instrument to be set
)

]
Step 3 With Eand E] move the cursor and specify the original Instrument and the

new Instrument respectively with the corresponding key pads.

if necessary, change Pad Banks with |PAD BANK|.
% To cancel this mode, press |EXIT|.

Step 4 Press |ENTER| .

The display shows “Completed” and the Instrument Change is done.

*|f the Instrument you specify as the original Instrument does not exist, the message
“Inst not found” is shown in the display and the Instrument Change is not

executed.
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b. Pattern Append
Two rhythm patterns can be joined (appendeq), making one rhythm

pattern. This may be useful for writing a Song that has a lot of
same combinations of the specific Rhythm Pattern.

< Ex.> Appending Pattern 2 to Pattern 1

Pattern 1 Pattern 1
L
Pattern 2 Pattern 2

[ ] - [ s ]

*It is not possible to append the rhythm patterns of different time signatures,
* The settings of the Swing, Flam and Feel Patch of the rhythm pattern selected

in step 3 have priority.

Append cannot be executed.

1

With the unit set to a Pattern Kode (“PLAY". “REAL" of “STEP") and

stopped, do as follows,

Step 1 Specify the Pattern number to be appended.

Step 2 While holding [SHIFT down, press key pad 2.

ERASE 2 CRASH 2
FTH RFFEND
FTH BE-G123FTH s#—wpas
SHIFT b INTTTAL PARAMETER 4
PTN APPEND Rhythm Pattern to be appended
b Rhythm Pattern to be played first

Step 3 Specify the Pattern number to be played first

*To cancel this mode, press [EXIT|.
Step 4 Press .

The display shows “Completed” and the Pattern Append is done.
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c. Pattern

Extract

Step 1

Step 2

Step 3

Step 4

AT FALEnN EDITING

The Pattern Extract function allows you to extract the specified
instrument data from a rhythm pattern and copy it to a different
rhythm pattern number. This function may be used for using the
same Instrument data in more than one rhythm pattern,

< Ex.> Extracting Pattern 1 and copying it into Pattern 2

Pattern 1 Pattern 1

ek Ll L] Ll gL Ll
-

= LT

Pattern 2 L\LJ’LL‘L}LL
—

Set the unit to a Pattern mode (“PLAY”, “REAL”, or “STEP") and stopped,

do as follows. .
}

Specify the Pattern number to be extracted.

While holding [ SHIFT | down, press key pad 3.

ERASE 3 BELL
wp (FTH E; ITF.THE T CPFTH @8 s
LS _HI1 FTH R R T
Wb T SEARCH LABEL ? T
PTN EXTRACT
The Instrument to be Extracted
b Destination Rhythm Pattern

Press the key pad that corresponds to the instrument to be extracted.
If necessary, change Pad Banks with [PAD BANK|.

Using [~ 1 OFF] [ 10N] .
destination Pattern (0 to 99).

VALUE slider or Numerical Keys, specify the

17
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Step 5 Press ENTER].

f the destination rhythm pattern has no data, the message “Completed”
appears in the display showing that the copy is done.

If there is any data written in the destination rhythm pattern,

the message “Overwrite OK ?” appears in the display. To copy, press

again, to cancel press [EXIT].

¥ Any previous data in the destination rhythm pattern is erased.

*If the instrument you have specified in step 3 does not exit in the rhythm pattern,

the message “Inst not found” appears in the display and the copy is not executed.

'«’
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d. Pattern Merge

Step 1

Step 2

Step 3

Step 4

AOUVTUM DATTEDN mriei

The Pattern Merge function mixes (merges) two rhythm patterns,
making one rhythm pattern.

< Ex.> Merging Pattern’ 2 to Pattern 1
Pattern 1 Pattern 1

il Ll l]

-
T T
Pattern 2 Pattern 2
Lot Lt l] Lt L Ll Jl
—y

% The merged rhythm patterns cannot be restored.

¥it is not possible to merge the rhythm patterns of different sizes or time

signatures.

*The settings \pf the Swing, Flam and Feel Patch of the destination rhythm pattern

have priority.

Set the unit to a Pattern mode (“PLAY”, “REAL”, or “STEP") and stopped,

do as follows.

Specify the source Pattern number to be merged.

While holding [ SHIFT | down, press key pad 4.

ERASE 4 RIDE
- | [FTH HERGE '
“PETH BE-B13:FTH se—ww
SHIFT b 4
PTN MERGE
Rhythm Pattern to be merged
b Destination Rhythm Pattern

Using [~ 1 /OFF] [+ 1 /ON], VALUE slider or Numerical Keys, specify the
destination Pattern (0 to 99).

*To leave this mode, press |EXIT].

Press [ENTER|.

The message “‘Completed” appears in the display showing that the merge is

done.
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e. Reframe
Step 1
Step 2
Step 3
Step 4
Step 5
120

The Reframe function allows YOU 10 set a start point at any
position in a rhythm pattern and to shift the data from the start
point to the end forward. This function may be useful to correct
the delayed timing of the data you have entered when you are
writing a rhythm pattern of more than one bar in Real-time.

15T I 7]

Set the unit to a Pattern mode ("PLAY", “REAL", or “STEP") and stopped,

—

J Reframing Pattern 1

= — - - — —

do as follows.

Specify the Pattern number to be reframed.

While holding | SHIFT down, press key pad 11.

ERASE 11 CLOSED HH
3 FTH FEFFRAME <FTH m@>

M IZT:EAR= B1 Clk= oag

Ty e f o
Bar to start Clock Number

b

If you have specified a rhythm pattern of only one bar, skip the following

step and go to step 4.

Using [;1/0FF“_+ 1/0ON], VALUE slider or Numerical Keys, specify the first

bar to be played.

using clock

Move the cursor to the right with E and [E then using

+1,/0N|, VALUE slider or Numerical Keys, specify the start point

number (1 clock = 1,796).

*To leave this mode, press [EXIT | .
Press |ENTER].

The message “Completed” appears in the display showing that the reframe

is done.
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f. Pattern Copy

This function copies a User - Pattern or Preset pattern to a different
pattern number. There are two types of Pattern Copy ; one is
copying the entire rhythm pattern and the other is copying selected

bars from the pattern, giving you total freedom to create Rhythm
patterns and Songs.

< Ex.> Copying Pattern 1 to Pattern 2

Pattern 1 Pattern 2
Ll A + 8 1T ¢ W[ A T B 1 ¢
< Ex.>Copying “B” bar in Pattern 1 into Pattern 2

Pattern 1 Pattern 2
L A 1 B T c | s

When using a User - pattern, set the unit to a Pattern mode (“PLAY", “REAL",
or “STEP") and, stopped, do as follows.

} 5
When using a Presat pattern, set the unit to “PRESET” and stopped, and take

the following procedure.
Step 1 Specify the Pattaern number to be copied.

Step 2 While holding | SHIFT | down, press key pad 13.

PTN : User - Pattern
PRE : Preset Pattern

FTH COFY <FTH @
> (33 3EPT

: 1
SHIFT b COPY T
b The number of bars

The first bar to be copied Destination Rhythm Pattern

ERASE 13 KICK

CE
l-.

o

i +:

Step 3 Using [- 1 /OFF| [+ 1 /0ON], VALUE slider or Numerical Keys, specify the

destination pattern number.

To copy the entire rhythm pattern, skip the next step and go to step 5.
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Step 4 Move the cursor with Eand E, then using . VALUE

slider or Numerical Keys, specify the first bar to be copied and the number

of bars to be copied respectively.

Step 5 Press .

If the destination rhythm pattern has no data, the message “Completed"
appears in the display showing that the copy is done.
I there is any data written in the destination rhythm pattern, the message

“Overwrite oK 7" appears in the display. To copy, press | ENTER | again, to

cancel press |EXIT] .

*Any previous data in the destination rhythm pattern is erased.

*If the number of bars to be copied exceeds the total length of the rhythm pattern,

the rhythm pattern will be copied up to the end.

P
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g. Pattern

ame

Step 1

Step 2

Step 3

Step 4

DUVTULL mar~ra —me,

—_—— e

A rhythm pattern can be named using up to 8 letters. The Pattern
Name is shown in the display in the Pattern Play and Pattern Write
mode.

Pattern names will help you recognize rhythm patterns when writing
a song.

Set the unit to a Pattern mode (“PLAY”. “REAL", or “STEP") and stopped,

do as follows.
Specify the Pattern number to be named.

While holding | SHIFT down, press key pad 15.

ERASE 15 PEDAL HH

.|I
T
m

o
=t
-~
!
L]
l
|
|
|
|
|
i
!

—> z :
TSHIFT NAME
b,

——

Pattern name

s g

Move the cursor with E and lE then using | — 1./OFF [+ 1/0N], VALUE

slider or Numerical Keys, select numbers,/ letters,/symbols.

Pressing a Numerical Key also offers switching between numbers, letters and
symbols (the letters and symbols written at the upper right of each key).
Pressing a Numerical Key while holding [SHIFT ] down will produce iowercase

letters.

Press [ENTER| to return to the previous display.
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SONG

Song Data

Song Structure

Part Number

Song Data

126

WRITE

The R-8 allows you to write up to ten songs using the rhythm
patterns you have programmed. Tempo and level data can also be

written in a song.

% Preset rhythm patterns cannot be used for a song unless you copy them into User-

programmed pattern with the Pattern Copy function (see page 121).

Repeat, Tempo Change, Level Change and Label data can be written
in a Song as well as rhythm patterns.

@®Repeat

This repeats playing the specified rhythm patterns in a Song.

@®Tempo Change

The tempo of a song can be changed for each Rhythm pattern.

®Level Change

The level of a song can be changed for each Rhythm pattern.

®Label Y
A}
This allows you to put a label (within eight letters) at a certain position
in a Song. Later, with the Search Label function, you can quickly access

the labeled position.

Rhythm Patterns and the relevant data are written into a song as
a PART which is a unit constructing a song. Parts written in a
song are numbered (Part Number) in the sequence as they have
been written. One song can contain up to 999 Parts.

001 002 003 004 005 006 007 008 008
Rhythm | Rhythm | Tempo Repeat | Rhythm | Repeat Label Level Rhythm
Pattern | Pattern | Change Pattern Change | Pattern

01 02 Iis 04 | of|x 10

@®Tempo and Level Change parameters : These have effect on the
succeeding rhythm patterns (after the Tempo or Level changes are
entered).

@®Repeat parameter: This repeats the rhythm patterns between the
beginning and ending Parts (using the repeat signs as show
above).




Song Writing

Step 1

Step 2

Step 3

Step 4

(DSONG WRITE

Let's write a song using rhythm patterns.

Press to turn to the Song Mode.

Lb‘jL LI [@FCAY BURITE

I

*If the Menu Display is not shown, press { EXIT|.

Press Numerical Key 1, to select “PLAY", then specify a song number.

Press |EXIT| to return to the Menu display, then specify “WRITE" pressing

Numerical Key 2.

Song Number Song Name
4
SUOMG B - K
FEET Ba1 FTH @@-81 7
3 :
Part Number Pattern Number

*To erase the entire song data, take the Song Clear procedure (see page 141).

Using | — 1/0FF ][+ 10N, VALUE slider or Numerical Keys, specify a pattern

number (0 to 99) to be written in the song.

? :Indicated when no rhythm pattern is
written in the Part currently shown.

To play the rhythm pattern you have specified, press | START, STOP| .
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Step 5

Step 6

Step 7

Step 8

Changing Pattern

Numbers

Step 1

Step 2

Step 3

Step 4

Press |ENTER| .

The rhythm pattern is written in the song, & part number In the display

advanced.

ENTER - =

b-»;.

Repeat steps 4 and 5 until you have written up to the last bar.

If the unit is playing a rhythm pattern, stop it.

Press |EXIT | to return to the Menu Display.

To change the Pattern Numbers written in a song afterwards, do
as follows with the unit set to the Song Write mode.

Specify the Part of the pattern number to be changed with E and [E

Pressing [ ] (or «]) whilg holding [«] (or [IF]) down will quicken _ the

change of the Part numbers. {\

117 FTH 87-&1
?

1)
i
—
“

Al
— 7
[ R ]

T
T

Specified Part Rhythm pattern written in the Part.

Using |~ 1/0OFF] [+ 1/07] . VALUE slider or Numerical Keys, specify the

pattern number (0 to 99) to be changed.

Press .

Now the rhythm patterns are rewritten.
Repeat the above procedures as many times as necessary.

*To delete a Part or insert a new Part, see page 135 “Song Edit"~
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2. Repeat

Step 1

Step 2

Step 3

Step 4

Step 5

T SONG WRITE

The Repeat function allows YOu 10 repeat playing the rhythm
patterns you have specified. Specify the first (I1:) and last G
Parts to be piayed, then the number of repeats, if you like.

Song Data ) .
Rhythm Repeat | Rhythm | Rhythm Repeat Rhythm | Rhythm
Pattern Pattern Pattern Pattern Pattern
A ”: B c :” x 1 D E
Song Playing
Rhythm | Rhythm | Rhythm Rhythm | Rhythm | Rhythm Rhythm
Pattern Pattern Pattern Pattern Pattern Pattern Pattern
A B C B C D E

Shown as above are the repeat marks. To insert Repeat Parts after
having written a song, use the Part Insert procedure (see page 136).

Before writing a rhythm pattern where the repeat starts, select “REP |{:” with

:

AN
i
b ad
2

el
— {3}
1,000
ok
-]
m
M

L
T

Repeat Mark

Press .

Repeat Part for start (l]:) is written.

Write the rhythm patterns to be repeated.

Select "REP :[| x 01" with [SELECT], then using [— 1 OFF] |+ 10N,
VALUE slider or Numerical Kays, specify the number of repeats (1 to 99).

MG 8 d——m o R
ET 822 REF

Number of Repeats

!

TH
T

Press .

Repeat ending is written (-]]).

*Within one set of Repeat Marks another eight sets of Repeat Marks can be

used.



dISONG WRITE

*When the number of start marks (]!:) does not match the number of end

marks (:!]), the song will be played as follows.

<Ex.>

lgnored
Song Data
Repeat Repeat Rhythm | Rhythm Repeat Rhythm
R . Pattern Pattern . Pattern
(N I S R RN s
Song Playing
Rhythm | Rhythm | Rhythm Rhythm | Rhythm
Pattern Pattern Pattern Pattern Pattern
A B A B Cc
f
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3. Tempo Change

snd i

Step 1

Step 2

Step 3

It is possible to insert a Tempo Change in a Part of a song.

Song Data
Rhythm | Rhythm Tempo Rhythm | Rhythm
Pattern Pattern Change Pattern Pattern
A A +10 B C
Song Playing
Rhythm | Rhythm | Rhythm Rhythm
Pattern Pattern Pattern Pattern
A A B o
Tempo 120 120 130 130

Shown above are Tempo Change Parts written inbetween the
patterns. To insert a Tempo change Part after having written a
song, use the Part Insert procedure (see page 136).

Before entering a rhythm pattern where you wish to change Tempo, select

“TEMPO"  with .

Set the amount of tempo to be changed (- 99 to +99), using [- 1.7OFF
+ 1./ON| or Numerical Keys.

Negative values reduce the tempo and positive values increase it

Press | ENTER].

Tempo Part is written.
*The tempo value set here is the amount of tempo to be changed from the

base tempo. Should the total of the base tempo and the tempo value set

here exceed 20 to 250, there will be no effect beyond the range.

131
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4. Level Change

Step 1

Step 2

Step 3

132

It 1s possible to insert a Level Change in a Part of a song.

Song Data
Rhythm | Rhythm Level Rhythm | Rhythm
Pattern Pattern | Change Pattern Pattern
A B -8 - C D
Song Playing
Rhythm | Rhythm | Rhythm | Rhythm
Pattern Pattern Pattern Pattern
A B C D.
Level 32 32 24 24

Shown above is a Level Change written inbetween the patterns.
To insert a Level change after having written a song, use the Part
Insert procedure (see page 136).

Before entering a rhythm pattern where you wish to change levels, select

“LEVEL" with [SELECT].

SOHG & —_———

RT G258 LEUEL &g o

T

T

s

Set the amount of level to be changed (- 32 to +32) wusing |- 1./ 0OFF

+1/0ON|, VALUE slider or Numericai Keys.

Negative values decrease the level and positive values increase it.

Press |ENTER| .

Level Part is written.

*The level value set here is the amount of level to be changed from the Initial
Level (see page 145). Should the total of the initial Level and the value set

here exceed the maximum ievel, higher levels will not be obtained.
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5. Label

a. Label Setting

Step 1

Step 2

Step 3

LSONG wryTe

The Label function allows ygy to put a Label at any place in ,
song, and name the Label using up to eight letterg

If a label is written at impotant Position in @ $ONg, you cn quickly
go to the specified label even after the Part NuUMbers are changeq
by Part Delete or Part Insert, using the Search Labeg| fundion.
Also, in song playing, you can start playing from thg \abeled
position. '

Song Data
Rhythm | Rhythm Label Rhythm | Rhythm
Pattern Pattern “END” Pattern | Pattern
A B C D
Ending

Shown above is a Label inserted inbetween rhythm patterns. To
enter a Label Part after having written a song, use the Part Insert
procedure \(see page 136).

Before writing a rhythm pattern where you wish to put a Label, select

) " with [SELECT].
SOHE B —m e o
F'HF'T ‘-:1._';.!-:1 “_ o
Label Name

Move the cursor with | —1,”OFF][ + 1 /ON], then name the Label using VALUE

slider or Numerical Keys.

Pressing the Numerical Key switches aiternately between numbers and letters
/'symbols (written at the upper right of each key). To write a small letter,

press the Numerical Key while holding | SHIFT { down.

Press | ENTER .

Label Part is written.
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b. Search Label

Step 1

Step 2

Step 3

134

Song Data
Label Label Label

When more than one label are written, all the labels will be searched
in sequence until the Part of the assigned label is found.

Part Number 001 002 003 020 021 022 041 042
Song Data 2 Label 8 Label
Search Cal Search Call Search

*See page 146 for details of how to use the Search Label function in Song Play.
With the unit set to the Song Write mode and stopped, do as follows.

Press key pad 3 while holding [SHIFT| down.
The Label Search starts from the beginning of the song. When the first Iabel

is found, the display responds with :

ERASE 3 BELL
_’:_EEJF:H LHEEL E:H§ Mo
{"LAEBEL B#1" FPART B17
TSHIFT b SEARCH LABEL f f
PN EXTRACT Label Name Part Number of the Label

b

*When the label is not found, “Label not found” is shown in the display.

To search for another label, press [ —1/0FF] or [+1/0ON].

PARAMETER
- 1/0FF SELECT +1,/0N

| )
o
b e

To search for To search for
the previous label - the next-label

Press |ENTER| to return to the display of Song Write mode.
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SONG EDIT

1. Part Delete

Step 1

Step 2

Step 3

Step 4

Specified Parts can be deleted.

001 002 003 Q04 005 006 007
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm Rhythm | Rhythm
Pattern Pattern Pattern Pattern Pattern Pattern Pattern

A B (o D E F G

Delete the Rhythm Patterns D and E.

001 002 003  .-004 005
_____ e m————
i i
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | I
Pattern Pattern Pattern Pattern Pattern ! !
A - B- - C - F- G : : : :
1 |

With the unit set to the Song Write mode and stopped, do as follows.

Specify thePart where the deleting starts using Eand @

Press key pad 9 while holding | SHIFT | down.

ERASE g SIDE STICK
_,F'FIF.IT CELETE <S0OMHE &
FEOM @84 FOR 82 FART
SHIFT b PART DELETE f
MACRO SHIFT The first Part Number to be deleted.
b The number of Parts to be deleted

Specify the number (1 to 99) of Parts to be deleted using [ - 1, OFF
+1./0N|. VALUE slider or Numerical Keys. .

%It is not possible to set the number of Part larger than the number of Parts you

have used in the Song.

*To leave this mode, press |EXIT|.

Press | ENTER .

"Compieted” appears in the display showing that the deleting is done.

*If there is no Part to be deleted, the “No Part exists" message appears in the

display.
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2. Part

136

Insert
A new Part can be inserted inbetween any Part Numbers.
Insert Repeat to Part 5
Repeat
.
|
001 002 003 004 005 006
_____ r--
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm |
Pattern Pattern Pattern Pattern Pattern Pattern I
A B C D E F. :
- - -—— [_-_
001 002 003 004 005 006 007 L
Rhythm | Rhythm | Rhythm | Rhythm Repeat Rhythm | Rhythm
Pattern Pattern Pattern Pattern Pattern Pattern
A B c D 2 E F
With the unit set to the Song Write mode and stopped, do as follows. _
Step 1 Specify the Part number wh'er? a new Part is to be inserted using E}and
* The new Part is inserted before the specified Part.
Step 2 Press key pad 10 while holding [ SHIFT | down.
ERASE 10 RIM SHOT
> FHET IHMSERT <SOHG @
FAHRET B1a FTH 1S5S-@2 7
TSHIFT b PART INSERT f
MICRO SHIFT The Part number to be inserted
b The Part to be inserted
Step 3 Specify the Part to be inserted.

@®To insert a rhythm pattern, specify the rhythm pattern number using
L= 1/OFF][+170ON], VALUE slider or Numerical Keys.

@®To insert Repeat/Tempo Change, Level Change.”/Label, select the relevant
parameter with |SELECT |, then set the value.




@SoNG EDIT

*How to set each parameter is explained on page 129 (Repeat), 131 (Tempo
Change), 132 (Level Change) or 133 (Label).

*To leave this mode, press [EXIT].

Step 4 Press | ENTER | .

“Completed” appears in the display showing the insertion is done.

.
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3. Part Copy

The Part Copy function copies specified Parts (Source Parts) 1o
other Parts (destination). This function may be useful for writing
a song consisting of the same patterns.

Copying Part 1 and 2 to Part 5 and 6

— l

001 002 003 004 005 006
_____ —— e
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm }
Pattern Pattern Pattern Pattern Pattern Pattern -
A B c D E F !
————— I— —— . e -
001 002 003 004 005 006 007 008

Rhythm | Rhythm | Rhythm | Rhythm Rhythm | Rhythm | Rhythm Rhythm
Pattern Pattern Pattern Pattern Pattern Pattern Pattern Pattern
A B C D A B E F

*The Part Copy function cannot copy Parts to a different song.
- f . - g
*It is not possible to copy Part§ into Parts which are specified as source Parts.
Y
With the unit set to the Song Write mode and stopped, do as follows.
Step 1 Specify the destination Part number using Eand [E

Step 2 Press key pad 11 while holding [SHIFT| down.

ERASE " CLOSED HH

“PIFROM 4+ FOR % FART
T T f i

The first Part Number to be copied
b The Number of Parts to be copied

Step 3 Move the cursor with E] and [:ﬂ then specify the first Part to be copied
and the number of Parts (1-99) to be copied using [- 1/0OFF][+1,/0ON],
VALUE slider or Numerical Keys.
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o Step 4 Press to select Copy Number setting display.
g
FHRET COFY <S0MHG &8> «
coFY TIMES 1

F

Number of copies

Step § Set how many times the Parts should be copied with [— 1 0OFF][+1,0ON],
VALUE slider or Numerical Keys. (Valid:1 to 9)

*To leave this mode, press |EXIT].

Step 6 Press |ENTER|.

"Completed” appears in the display showing the copying is done.

*1f you have assigned the destination Part within the Part that has been specified,
J “Part overlap” is displayed, and the Step 2 display is returned to. When this
happens, repeat step 3 to 6.

»

*1f the specified Part does not exit, - “No -part-exists
}

’

-is--displayed.
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4. Song Copy

Step 1

Step 2

Step 3

Step 4

140

The entire data of a song can be copied to another song number,
This function may be useful for retaining the source song data
before experimenting with various edits.

With the unit set to the Song Play mode and stopped, do as follows.

Specify the source Song number to be copied.

Press key pad 13 while holding [ SHIFT | down.

ERASE 13 KICK
> SUOME COpY
SOHGE 8 Fx SOHGE #
SHIFT b COPY f N
Song Number to be copied
b Destination Song Number
Specify the destination Song number using [—- 1 OFF]|[+ 1/0ON]|, VALUE

slider or Numerical Keys.

*To leave this mode, press'.

X
Press .
When the destination song does not have any data, the copying is done and
“Completed” appears in the display.
When there is data in the destination song, the display shows the message
“Overwrite OK?”. If you wish to copy, press [ENTER], and to stop copying

, press |EXIT|.
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5. Song Clear
mber, The Song Clear function clears the entire song data. Use this
data function to write a song from scratch.
With the unit set to the Song Play mode and stopped, do as follows.
§ Step 1 Specify the Song number to be cleared,

Step 2 Press key pad 14 while holding [SHIFT down.

Song Number to be cleared

ERASE 14 SNARE ¢
:I . SOHG CLEAR <S0HE 65

*+* Hre 9oy =zyres 7
TSHIFT b CLEAR
er b

*To leave this mode, press | EXIT|.

Step 3 Press {ENTER|.

"Completed” agpears showing that the song clear is done.

4
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6. Song Name

The Song Name function allows you to name each song within
eight letters.

The Song name you have written appears in the display in the
Song Play or Write mode for you to check.

With the unit set to the Song Play mode and stopped, do as follows.

Step 1 Specify the Song number to be named.

Step 2 Press key pad 15 while holding | SHIFT | down.

ERASE 15 PEDAL HH

SOHE HAME

I O R PR —— 5
SHIFT b NAME f

b Song Name

Step 3 Move the cursor with E} and [E, then name the Song using | ~ 1,/ OFF
+1/0N|, VALUE slider or Numerical Keys.

{

A}
Pressing the Numerical Key also switches alternately between numbers and
letters,/symbols (written at the upper right of each key). To write a small

letter, press the Numerical Key while hoiding [SHIFT | down.

Step 4 Press [ENTER | to return to the previous display.




1. Continue Play

Step 1

Step 2

{JFUNCTIONS FOR SONG PLAY

[3) FUNCTIONS FOR SONG PLAY

This allows you to start playing a song from the exact point where

With the unit set to the Song Play mode and stopped, do as follows :

Move the cursor to “MEAS” with E and E then using { — 1, OFF

+ 1,/0ON | or Numerical Keys, specify the bar where you wish to start playing.

=OHG B d
MERS @aly PTH 23781
f

The first bar to be played

et

Press START/STOP] while holding | SHIFT | down.

e
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2. Song Chain

In each song, you can specify one song number to be played next
(in the Chain). By setting a song number to be chained in each
song, you can play more than one song continuously.

Song Number i Song Number -i--Song- -Number -
0 1 3
Song Chain 1 Song Chain 3 Song Chain OFF

With the unit set to the Song Play mode and stopped, do as follows :

Step 1 Specify the song number.
Step 2 Press key pad 1 while holding | SHIFT | down.
ERASE 1 CRASH 1
> SOHGE CHARIH
SOMG B v OFF
e b SONG CHAIN . f
INST CHANGE (\ Value
Step 3 Specify the song numbers (0 to 9) to be chained using [- 1,”OFF |[+1,70N],
VALUE slider or Numerical Keys.
To set the Song Chain function off, select “OFF”. To repeat playing one
song, specify the same song number.
Step 4 Press |ENTER | to return to the previous Display.

The song number you have set here will be shown during song playing.

Chained Song Number

144
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3. Initial Tempo and Initial Level

next
2ach

ne

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Each song can have a base tempo and level (initial tempo and level)
for playing. The initial tempo and level you set will be automatically
selected when selecting a song.

With the unit set to the Song Play mode and stopped, do as follows :

Specify the song number whose initial tempo or level you wish to set.

Press key pad 2 while holding [SHIFT] down.

ERASE 2 CRASH 2
IMIT FARAM <S0OHE G-
P TEMFO=#0FF+ d=126
SHIFT b I;-:'EA:PFF;;E\SSMETER f - ?
ON,”OFF Initial Tempo

b

Select ON,/Off of the initial tempo using [ = 1,”OFF ][+ 1, ON] or VALUE slider.

ON : The initi)al tempo you set is used

OFF : The initial tempo is not set

Move the cursor to the right with [B>], then set the initial tempo (20 — 250)
using | — 1/OFF ][+ 1./ON], or Numerical Keys.

Press | SELECT [ to make the display show the initial level.

Mo SOME G

Initial Level

Set the initial level (0 —32) using [—1/0FF][+ 1 0ON|, VALUE slider or

Numerical Keys.

Press |ENTER| to return to the previous display.
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4. Search Label

This function allows you to search for the label set in a song and
play from the next rhythm pattern.

*How to set labels is fully explained on page 133.

With the unit set to the Song Play mode and stopped, do as foliows :

Step 1 Press key pad 3 while holding | SHIFT | down.
Labels are searched from the beginning of the song. When the first label is

found, the display responds with :

ERASE 3 BELL
—p [SEARCH LAEEL<SONG &>
"LAEEL ®1" MERS @@iT
SHIFT b SEARCH LABEL f f
PN EXTRACT Label Name Bar Number of the rhythm
pattern which will play from
b the label currently shown.

* When the label is not found, Y}he message “Label not found” appears.

Al

Step 2 To search another label, press |- 1 OFF|[+ 1, 0ON].

Song Data
Label Label Label

PARAMETER
~1,/0QFF SELECT +1,/0N

b b

To search the To search the
previous label next label

e e e - — — -

Step 3 Press |ENTER | to return to the display of Song Play mode.

Step 4 Press | START,/STOP | while holding [ SHIFT ] down, and the song starts playing

from the label.
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5. Time Calculate

nd This function allows you to calculate the time needed for a song
to be played up to the last bar or a specifc bar according to the
initial tempo (see page 145) set in the song.

*¥The Time Calculate function is not obtained unless the Initial Tempo is set to ON.

Time Calculation for With the unit set to the Song Play mode and stopped, do as follows :
the entire song

is Step 1 Specify the song number for which you wish to calculate time.

Step 2 Press key pad 5 while holding | SHIFT | down.

] ERASE 5 TOM 1
: TIME CALC <SOME @ -
> gToTAL BLAF
SHIFT b TiME CALCULATE
K METRONOME SET

b

.

t
Step 3 Press Numerical Key 1 to select “TOTAL".
The display shows “Calculating”, showing that the total time is now being

calculated, and caiculated time is later displayed.

Initial Tempo
v
SOHE B oCd=12680
TOTHL= &@:i0ad4:I5
1

Hour Minute Second

Step 4 Press |ENTER| to return to the previous display.

*If The Initial Tempo is set to “OFF", “Init Tempo Off’ message appers in the

display.
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Time Calculation up With the unit set to the Song Play mode and stopped, do as follows.
to the specified bar

Step 1 Play the song up to the bar where you wish to calculate time.

*You can also specify the bar number using | — 1/0FFH¢1/ON7 or Numerical

Keys : with the unit set to the Song Play mode and stopped, move the cursor

to “MEAS”  with E and (E, then set the bar using [~ 1, OFF |[+ 1 ON] or

Numerical Keys. in this case, the unit calculates the time needed before the

specified bar starts playing.

Step 2 Press key pad 5 while holding | SHIFT | down.

Step 3 Press Numerical Key 2 to select “LAP".

The display shows “Calculating”, showing that the time is now being

calculated.
Ininal Tempo
r_
SOHE 8 Td=1268:
LAF BBESZ= Opi@z:sly

f ¥

Specified bar  Hour Minute Second

[

Step 4 Press |ENTER | to return to the previous display.
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6. Time Display

Step 1

Step 2

Step 3

(FIFUNCTIONS FOR SONG PLAY

The Time Display function allows you to check the time spent so
far from the moment the song starts playing or resumes playing
with the Continue Play (see page 143).

With the unit set to the Song Play mode and stopped, do as follows :

Press key pad 6 while holding | SHIFT | down.

ERASE 6 TOM 2

—p/ T IME DISFLRAY

+OFF #
SHIFT b TIME DISPLAY
SWING SET ON/OFF

b

Select ON,”OFF of the Time Display function using |— 1 OFF|[+ 1 ON] or
VALUE slider.
ON : The playing time is displayed

OFF : The playing time is not displayed

h
L

Press | ENTER| to return to the previous display.

With the Time Display function set to ON, the display responds as shown

below during song playing.

Performance time
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7. Time Set

This function allows you to set the initial tempo so that the song

can be played within the specified time.
With the unit set to the Song Play mode and stopped, do as follows

%*The Time Set function is not obtained unless the Initial Tempo (see page 145)

is set to ON.

Specify the song number which you wish to time set.

Step 1
Step 2 Press key pad 7 while holding { SHIFT | down.

ERASE 7 TOM 3

o [TIME ZET
SOME = b o i o -
SHIFT TIME SET ? f f
b FLaM SET our  Minute Second
Step 3 Move the cursor with [3:] and {E then set the performance time with

[-1/0OFF|[+1,/0ON], VALU‘E 3lider or Numerical Keys.

Step 4 Press | ENTER|.
initial tempo is now being

“Calculating ... " appears showing that the

calculated, and the set initial tempo is later displayed.

=ET
L

TEMFO J4=1@7
f

Calculated Initial Tempo

*When the initial tempo exceeds 20 to 250, the display shows “Out of range”, and

the initial tempo is not entered.

Step 5 Press |ENTER | again to return to the previous display.

“OFF”, “Init Tempo Off" message appers in the

*If The Initial Tempo is set to

display.
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ZIUSERS FUNCTION

Step 5 Press the buttons in the sequence you wish to register (Up to 16 button

Up procedures can be registered).
ce — - S
d. DEFIME FUMCTION <@

~ CEF> LIME @1z"FPTH "

Line Number (1 — 16) T
Name of the pressed button

ad

*Iif you fail to specify the buttons in the right order from mode selection, the
registered buttons do not function properly.
% Each time you register a button procedure, a line number advances.

% CANCEL, DEFINE, MACRO and FUNCTION buttons cannot be registered.

% Pattern writing procedure with key pads cannot be registered.

Step 6 Press to return to the previous display.

[Ex.]

N ‘

®With the unit stopped, play from the 17th bar of Song @®With the unit in the Real-time Writing mode and Stopped,
number 3. erasing the entire data of the next pattern number, and setting

for four-quarter time, one bar.

] Line ) ) Line . .
Button Display Operation Button Display Operation
Number Number
1 SONG SONG 1 PATTERN PTN
lect the Real-Ti
2 EXIT | EXIT Select __the. Song. 2 [ EXIT | EXIT Sefec e real-hime
) Play Mode Write
3 Numerical Key 1 N1 3 Numerical Key 3 N3
4 Numerical Key 3 N3 Select Song No. 3 4 R | CUR<
Select th t rhyth
5 > CUR > 5 < CUR < | Fect the next mvinm
pattern
6 Numerical Key O NO 6 +1,/0N PAR >
7 Numerical Key 0O NO Assign bar 17 7 SHIFT SHFT
E th ire dat
8 | Numerical Key 1 | N1 8 Key Pad 14 | PD14 | oo U¢ enire cam
9 Numerical Key 7 | N7 9 ENTER ENTR | four-quarter time and
single bar
10 SHIFT SHFT 10 ENTER ENTR
Continue to start
11 START /STOP S/S
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Executing the
registered Users
function

Step 1

Step 2

Checking the Users
function

Step 1

Step 2

Step 3

Step 4

156

Specify the Users Function you have registered to execute it.

Press | FUNCTION |.

USER
OEFINE CANCEL

| 11 | [EWECUTE PN

FUNCTION MACRO 4+ Pross r} L 1H
[ b 11 |

Pressing | FUNCTION | again will return to the previous display.

Specify the number of the Users function to be used with the Numerical Keys.

The selected Users function is now performed.

To check the Users Function you have registered, with the unit
stopped, use the following procedure.
" A
?
.

Press | DEFINE |.

Press { FUNCTION | .

Specify the number of the Users Functions (0 —9) you wish to check with
the Numerical Keys. (0 to 9)

Press Numerical Key 1 to select “CHECK".

A
. K
- 1

o
LR AR

DEFIME FUMCTION
CHE> LIHE 818 "S0OH]

L1
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display the button

Step 5 Using [~ 1 /OFF|[+ 1/0ON ], change the line numbers to
name of each line number.
Display - Button - - Display. Button Display. ___Button
SONG SONG PAD PAD BANK EXIT EXIT
PTN PATTERN MLT MULT! ENTR ENTER
MID! MIDI SCP SCOPE PAR < ~1./0FF
ASGN INST ASSIGN CUR> » SEL SELECT
CARD CARD PAGE PAGE PAR > +1,/0N
UTIL UTILITY CUR< < S/S START /STOP
SND SOUND TMP TEMPO ROLL ROLL
PFM PERFORM LVL - © - "LEVEL “FLAM® - TFLAM
FEEL FEEL NO~9 Numerical Key 09 SHFT SHIFT
PD1~16 Key Pads 1 - 16
Step 6 Press { DEFINE | to return to the previous display.
Clearing the Users To clear the Users function you have registered With the unit
function stopped, do as follows:
3
Step 1 Press [CANCEL]. '
USER
DEFINE CANCEL
| L h | [JSER CAHCELATION
[ FUNCTION [ 2.0 gl Firoz=z FUMC-MAC.
Step 2 Press | FUNCTION |.
USER Users Function Number
DEFINE CANCEL ‘
| Il | [CAMCEL FUHCTION @0
FUNCTION MAGRO ++ FPreszsz EMTEER.
i Step 3 Specify the number of the Users Function you wish to erase with | — 1 OFF
and | + 1,/0ON|, VALUE slider or the Numerical Keys.
Step 4 Press | ENTER|.
i The display responds with “Are you sure?”.
Step 5 To continue, press | ENTER | .

*To cancel this mode, press {EXIT|.
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Initializing Note
Numbers

Step 1

Step 2

Step 3

Step 4

Initializing Instrument
Assignment

Step 1

Step 2

Step 3

Step 4

Step 5

3] INITIALIZATION

The Initializing function of the R-8 can recall the factory preset
data (data preprogrammed by the manufacturer) at any time even
after it has been edited.

The setting of the note numbers can be returned to the factory

presets.

Press to turn to the MIDI Mode.

Press Numerical Key 7 to select “NT # INIT".
HOTE# IHITIHLIZE
++ Frezz EHTEFE.

Press |ENTER|.

The display responds with “Are you sure?”.

To continue, press | ENTER | again.
To stop, press |EXIT]|.

[}
LY

The instrument assignments{ to the key pads and instrument under
Multi Assign can be returned to the factory presets.

Press |INST ASSIGN | to turn to the Instrument Assign Mode.

Press Numerical Key 3 to select “INIT".
H==TGEH IMIT <HLL
++ Frezz EHTER.

To initialize the entire Instrument Assignment, skip the following step 3, then

go to step 4.

To initialize the instrument of a certain Pad Bank, select the Pad Bank with

:

To initialize an instrument in the Multi Assign, press |MULTI].

Press |ENTER]|.

The display responds with “Are you sure?”.

To continue, press | ENTER | again.
To stop, press |[EXIT].




SINITIALIZATION

Initializing Sound The Sound Parameters can be returned to the factory preset values.
set Parameters
en Step 1 Press to turn to the Sound Edit Mode.
Step 2 Press Numerical Key 3 to select “INIT".
ry
SOOHD IHIT
#B1 =oUMD> BARLL
Step 3 Specify the instrument to be initialized with the Numerical Keys.
To initialize a specific instrument, press Numerical Key 1.
SOUMD IMITOCHCESH_C1 o
++ FPrezz EHMTER.
To initialize all the instruments, press Numerical Key 2.
SO RHJT THLL
; ++ Frezs EMHTER.

*If you have pressed Numerical Key 2 in the above step, skip step 4 and go to

step 5.

Step 4 Tap the key pad that corresponds to the instrument to be initialized.

If necessary, change Pad Banks with {|PAD BANK|.

Step 5 Press |ENTER|.

The display responds with “Are you sure?”.

Step 6 To continue, press | ENTER| again.
To stop, press |EXIT|.
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Clearing Performance The performance parameters of all the key pads can be cleared
Parameters (Pan = OFF, all the other parameters = 0).

Step 1 Press [ PERFORM| to turn to the Performance Edit Mode.

Step 2 Press Numerical Key 3 to select “CLEAR".

FoCHLL: |-

FERFOREM C "
EF.

++ Fre=z=s

mr-
m

H
-

H

To initialize the Performance parameters of all the key pads, skip the

following step 3, then go to step 4.
Step 3 To initialize performance parameters of a certain Pad Bank, seiect the Pad Bank

with {|PAD BANK .
To initialize Performance parameters in the Multi Assign, press | MULTI|.

Step 4 Press [ENTER|.

The display responds with “Are you sure?”.

Step 5 To continue, press | ENTER égb\in.
To stop, press |EXIT|. )

Clearing Feel Patches The settings of the Feel Patches can be cleared.
Step 1 Press to turn to the Feel Edit Mode.
Step 2 Press Numerical Key 1 to select “PATCH".
Step 3 Specify the Feel Patch number to be cleared.

Step 4 Press [EXIT | to return to the Menu Display, then select “CLEAR” by pressing

Numerical Key 7.

Feel Patch Number

TR EE
F-'

Step 5 Press | ENTER|.

The display responds with “Are you sure?”.
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Step 6

Initializing the R-8

ZIINITIALIZATION

To continue, press |ENTER | again.
To stop, press |EXIT]|.

The entire data of the R-8 can be initialized. Meanwhile the
demonstration songs,User - patterns (Preset patterns are copied to
pattern numbers 00 to 31) and Feel Patches are set.

Step 1 Switch the R-8 off.
Step 2 While holding [ PAGE | and [ SELECT | down, switch the unit on.
CURSOR.
< PAGE »
[ | I
=ON / BOFF p—— — =
YSTEM IMITIALIZE
-—’..
PARAMETER ++ Freszz EMTEFR .
~ 1 /OFF SELECT +1,/0N

L L, 1§

b

Step 4

Step 5

Press |ENTER | .

The display responds with “Are you sure?”.

To continue, press {ENTER | again.
To stop, press [EXIT]|.
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4 MEMORY CARD (RAM)

MEMORY CARD (RAM)

Notes on using a
RAM card

All data programmed in the R-8, such as rhythm patterns, songs,
sound parameters, performance parameters can be saved onto ga
RAM card (optional).

* The Sound ROM card cannot hold the R-8's data.

®Use only the M-256E or M-256D RAM card.
®Read the instructions supplied with the card carefully.

®Normally set the protect switch on the RAM card to the ON
position to protect data saved. Set it to OFF only when saving

data onto the card.

@lInserting a RAM card with protect “OFF” into the ROM card slot
will erase the data on the RAM card. When using it again later,

format it.

¢
®If you keep the RAM ciard connected to the R-8 with the R-8
switched off, the lithium battery in the card will be wasted. When
you switch off the R-8, remove the card.

®!f an error message is shown in the display, resolve it as explained
in “Error Message Table” on page 189.

®Do not switch off the unit while loading or saving a RAM card.
Data on the card or in the internal memory of the R-8 may be

erased.




4 MEMCRY CARD (RAM)

1. Formatting

To save data onto a brand new RAM card or one used for another

unit, the following formatting procedure is required. Formatting

S,
a saves the entire data in the R-8 onto the card.
% Formatting will erase any previous data stored on the RAM card.
Step 1 Connect the RAM card to the RAM Card Slot securely (until it clicks).
MEMORY CARD2 (RAM)  MEMORY CARD! (ROM)
]
N

Card Number 2 is indicated

MODE PATTERN TEMPQ
EDIT Pl -
USER I _caro ] ! 2 11 A
PAD BANK | A [ assion | \_ ¢ -
i
\

¥

Step 2 __ Set the protect switch on the RAM card to OFF.

-

o~

OFF

Step 3 Press |CARD | to turn to the Card Mode.

MODE
T 1 [ALOAD RAM BEAUE REAM
INST ASSIGN  CARD ooy PEIFORMAT HBLOAD RO

I —




@MEMORY CARD (RAM)

Step 4

Step 5

Step 6

Step 7

Step 8

164

Press Numerical Key 3 to select “FORMAT".

®If you are using a brand new card, the Card Name setting display

appears :
FEM CHED FOEMHT
CHRED HMAME: -+

®!f any data is written on the card, the following display appears :

Moo
t. 5

T

F:
[

[
T 10

F [
21

FOREMAT
8 FORMATY

[

To continue, press |ENTER |, and to stop, press |EXIT|.

*If the RAM card is not connected correctly, the “Card not ready” message appears.

If this happens, remove the card, reinsert it properly, then repeat the procedure.

% |f the connected card cannot be used for the R-8, the “lllegal card” message

appears.

o

)

1
Move the cursor with E and‘[z], then set a card name with [ — 1 OFF
+ 10N |, VALUE slider, or Numerical Keys.

Pressing a Numerical Key also switches alternately between numbers and

letters,”symbols mode (marked at the upper right of the keys). If you wish
to use small letters, press a Numerical Key while holding | SHIFT | down.

Press .
RAM CHEDR FORMAT

% Hre dJouy sure -

*To leave this mode, press [EXIT].

Press |ENTER | again.

“Completed” appears showing the card is now formatted.

Set the protect switch on the card back to ON.




2. Save

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Step 7

(@ MEMCRY CARD (RAM)

The saving procedure saves the data on the R-8 onto a RAM card.

%To save data onto a brand new RAM card or the one used for the other unit,
the formatting procedure (see page 163) is required. Formatting saves the entire
data in the R-8 onto the RAM card.

Connect the RAM card to the RAM Card Slot securely (until it clicks).

Set the protect switch on the RAM card to OFF.

Press [CARD | to turn to the Card Mode.

Press Numerical Key 2 to select “SAVE RAM".

SAUE TO
ALL

FEH
BSEM

Specify the data group to be ‘saved —using Numericat-Keys -1 to 3.
Normally, use the ‘\AII mode.
s
1: ALL ---Saving the entire data in the R-8 (SEQ and SETUP)
2 : SEQ - -Saving rhythm patterns and song data
3 : SETUP -Saving Instrument Assign, Sound Parameters (Data of a ROM card),
Performance Parameters, Macro Notes, Users Function, Metronome,

Sync Mode, Feel Patches and setting of MIDI functions

The display responds with :

Selected data group Card Name

SAUE <RLL>eMUSIC 1

4+ Hre doud sudre

% Saving with ALL or SETUP will copy the Loading status of the ROM card at the

same time.

% To leave this mode, press [EXIT|.

Press |ENTER].

“Completed” appears showing data is now saved onto the card.

Set the protect switch on the card back to ON.
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3. Load

The loading procedure copies data on a RAM card into the R-8,
Step 1 Connect the RAM card to the RAM Card Siot securely (until it clicks).

Step 2 Press |CARD | to turn to the Card Mode.

Step 3 Press Numerical Key 1 to select “LOAD RAM".

LOAD FEOM EBM CHED
BHLL H-ED EI=ETUF
Step 4 Specify the data group to be loaded using Numerical Keys 1 to 3. -

Normally, use the Al mode.

1:ALL ---Loading the entire data on a RAM card (SEQ and SETUP)
2 : SEQ - - -Loading rhythm patterns and song data
3 : SETUP - Loading Instrument Assign, Sound Parameters (Data of a ROM card),
Performance Parameters, Macro Notes, Users Function, Metronome,
Sync Mode, Feel Patches and setting of MIDI Functions
by

\
.

The display responds with :

Selected data group Card Name

LOHD <SER-4MUSIC 1

++ Hre Qo sugre 7

*To leave this mode, press [EXIT|.

Step 5 Press |ENTER | .

“Completed” appears showing data is now loaded into the R-8.
*Once you have ioaded parameter data of ROM card from RAM card, the Instruments

on the Loaded ROM card are ready to be used just by connecting the card to

the unit.
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SYNC PLAY

3-8,

The R-8 can sync to other MIDI equipment or MTR (multi track

recorder).

1. Sync Mode Setting

Step 1

Step 2

Step 3

The R-8 can select to what device it should sync to.

With the unit set to the Song or Pattern Mode and stopped, do as follows:

Tap key pad 16 while holding | SHIFT | down.

£RASE 16 CLAP

)

s
m

=
g
I
—m
b

| o B
s e

+ 1
s e g

SHIFT b SYNC b

Select one of the three Sync Modes using [— 1./OFF ][ + 1/0ON], or VALUE

»
slider. N
Yy

INTERNAL - -An external device syncs to the R-8

TAPE -+ The R-8 syncs to the sync signal recorded on an MTR
MIDI----oee e The R-8 syncs to the MIDI clock signal of an external MIDI
device

% When the Sync mode is set to MIDI (TAPE) but clock signals {Sync signals) are
not being received, the Roil or Macro Note effect cannot be obtained with the Key

pads.

Press | ENTER | to return to the previous display.



BSYNC PLAY

Tempo Display If the “MIDI” or “TAPE” Sync Mode is selected, the tempo display

will be as shown below, and the tempo control cannot be done on
the R-8.
—
| MODE PATTERN : TEMPO 1)
EDIT N I »
[ user T carp | . 1 AL
PAD BANK ] A 1 assioN | N il
...-}__J
Vet Fauiiadiaibadiasiiaslb el
i ) i )
{ MIDI i i TAPE .
: Stopped Playing : : Stopped Playing :
i TEMPO TEMPO i i TEMPO TEMPO {
! K 1 1 - i
v ML micl o v THF Lap|
N e e e e o - — - N e e e e e - e —————— -

If |START,/STOP | is pressed without any sync signal being fed into the R-

8, the display shows the normal playing indication, but the R-8 does not

start playing until the sync signal is sent from the external device.

Pt

1R]Q




TBISYNC PLAY

2. MIDI Sync

Ay In MIDI sync, the R-8 plays as a master or slave.

on
When the R-8 is a To control an external device with the R-8's Start,/Stop or tempo,

master device set up the R-8 with an external device as shown below.
Master Slave
MIDI QUT MIDI IN
R—-8 » MIDI Device

Sync Mode : INTERNAL

* When the slave device (external device) can receive MIDI Song Select or Song
Position Pointer messages, the song numbers, bar numbers set on the R-8 are also

selected on the slave device.

5t When the R-8 is a To control the R-8 with the Start,/Stop or tempo of the external
slave device device, set up the R-8 and the external device as shown below.

Master Slave
MIDI QUT MIDI N

MIDI Device > R-8
\

>y

Sync Mode : MIDI
* When the master device (external device) can transmit MIDI Song Select or Song

Position Pointer messages, the song numbers bar numbers set on the external

device are also selected on the R-8.

169




BISYNC PLAY

3. Tape Sync

Recording Sync
signals

Step 1

Step 2

Step 3
Step 4

Step 5

--When-.the -R-8 _stops- playing-wait fer-a—few secends--and -stop-the- MTR. -

on

The R-8 syncs to the FSK signal recorded in an MTR. You may
use the R-8 as a tape sync interface, to make another MIDI device
which does not feature a tape sync function play to the MTR,.

To record tape sync signals from the R-8 to an MTR, do as

follows.

TAPE SYNC
ouT LINE N - -
R-8 > MTR

* When recording tape sync signals, do not use noise reduction or an equalizer. It

will cause malfunctions to the R-8. If you cannot avoid using them in recording
because of the specifications of the MTR you use, you must use them in exactly_

the same settings during playback.
Set the Sync Mode of the R-8 to “INTERNAL™ (see page 167).

Adjust the recording level {approx.— 10 to — 3VU) of the MTR.
LI
}\
*When the R-8 is stopped, pilot signals are always output from the TAPE SYNC

OUT jack.
Set the tempo for the sync play.

Start recording on the MTR first, then start the R-8 in &8 few seconds.




W

Sync Play

Step 1

Step 2

Step 3

Step 4

BISYNC PLAY

The R-8 syncs to the MTR's tape sync signals.

LINE OUT TAPE SYNC IN
MTR > R-8

Rewind the tape until the pilot tone changes to a modulated tone.
Set the Sync mode of the R-8 to “TAPE" (see page 167).

Start the MTR (Set the track of the tape sync signais to Play mode, and the

other tracks to Recording mode if necessary).

Press |START,/STOP| on the R-8.

*Be sure to press |START.STOP| before the pilot tone changes to a modulated

tone.

When the tones‘{change, the R-8 starts sync'ing to the tape sync signals.
oy

%It is not possibie to start tape sync while the tape is playing.
% When the tape sync does not perform well, adjust the output level of the tape

sync signals then repeat the procedure. if you fail, record the tape sync signals

again at a different level.
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6] MIDI

The R-8 can be played using an external MIDI device, or can play
an external rhythm machine or MIDI module. Also, using MID|
exclusive messages, the entire data in the internal memory of the
R-8 can be transferred to an external device.

*Read the separate bookiet “Guide Book for MIDI".

1. MIDI Function Settings

Instrument Section

Performance Section
1 to 4

172

The R-8 transmits and receives MIDI messages as shown below.

Channel Message

. . instrument Section
MIDI IN sessals-| Function Switch »- (Transmit & Receive) -!» MIDI OUT

Transmit Ch
Receive Ch

Note Number

Control Change

Piend

Performance —
-» Section (Receive)

Receive Ch I 4

Performance
Assign

The Instrument section should be set when you play the R-8's
rhythm voices with external MIDI equipment. In this section, a note
number is assigned to each Instrument.

It is possible to play the instruments according to the assigned note numbers
with performance data sent from an external MIDI device, or to play more

than one MIDI device with the performance data of the R-8.

The Performance section should be set when you play the R-8 as
a synthesizer sound module using an external MIDI keyboard.

In this section, one instrument is assigned tobeach four sections. The
parameters (Pitch,”Decay,/Nuance,/Pan) of the assigned instrument can be

changed depending on the keys you play on the keyboard.

o



a. Transmit Channel (Instrument Section)

ay
8]

Step 1

Step 2

BIMIDI

When playing an external MIDI sound module with the performance

data (note messages) sent from the R-8, the transmit channel of

the R-8 can be set for each instrument.

When using only one MIDI sound module, set the transmit channels

of all the instruments to the same number. When using more than

one MIDI sound module, set different channels

differentiate instruments.

if necessary to

% The Note number setting of each instrument preprogrammed from the manufacturer

is shown on page 208.

Press to turn to the MIDI mode.

MOCE
SONG PATTERN MIDI
I I L, 1, @7« CH BFE: CH
nr rsson oo o) T |BHOTE # HFUHCTION
Ll =]

A}

Press Numerical Key 1 to select “TX CH".

TREAMHZMIT CHAMHEL
CHCRESH_C1lx= 16
f f

Instrument Transmit Ch

Tap the key pad for the instrument whose transmit channel is to be set.

Change Pad Banks with [PAD BANK |, if necessary.

Set the transmit channel (1 to 16) with [ — 1 0OFF [+ 1 /0ON], VALUE slider

or Numerical Keys.

To continue, and set the transmit channels of another instrument, repeat steps

3 and 4.

Press [EXIT | to return to the Menu Display.

173



BimiD!

b. Receive Channel

Step 1

Step 2

Step 3

Step 4

174

(Instrument Section,/Performance Section)

This sets the R-8's receive channel where MIDI messages are
received from an external MIDI device, for each section.

% The receive channel of the Instrument Section is the Basic channel on which

Exclusive messages are received.

% Set the receive channels of the Performance section and Instrument section to
different numbers. f they are set to the same number, the Instrument section will

be given priority.

With the Menu Display shown in the MIDlI mode, press Numerical Key 2 to
select “RX CH".—

FECEIUVE CHHMHEL
FINST 2ECTION = 16
SecIion Receive Ch

Using [SELECT |, select the section whose receive channel is to be set.

!

Y

Y
1
Y

PARAMETER e $ INST SECTION (Instrument Section)
~ 1 ,/0FF SELECT +1,/0N $ PFM SECTION 1 (Performance Section1)
l ”_ ] $ PFM SECTION 2 (Performance Section2)
b $ PFM SECTION 3 (Performance Section3)
$ PFM SECTION 4 (Performance Section4)

Set the receive channel (1 to 16) with{—1,OFF|[+ 10N}, VALUE slider

or Numerical Keys.

*Set the unused Performance section to “OFF”. (OFF cannot be set with the

Numerical Keys.)

Press |EXIT | to return to the Menu Display.




c. Note

BIMIDI

Numbers (Instrument Section)

Step 1

Step 2

Step 3

Step 4

Step 5

When Note messages are received on the receive channel set in the
instrument section, Note numbers decide what instruments should
the note

be played. When the R-8 transmits Note messages,

numbers set here will be used (see page 173).

* Preset settings for Note numbers are shown on page 208.

With the Menu Display shown in the MIDI mode, press Numierical” Key 3 to

select “NOTE #°.
MOTE HUMEER HZZIGH
CHAFPOMNE_T4x= BZ5CE 102
1 T
instrument Note number

Note Name

Tap the key pad for the instrument whose note number is to be set.

Change Pad Banks with |PAD BANK|, if necessary.

L
]

Set the note number (0 to 127)

with [— 1 /OFF|{ + 1,/ON]|, VALUE slider or

Numerical Keys.

% Set Instruments that do not receive or transmit Note messages to “OFF". (This

cannot be set with Numerical Keys.)

To continue, and set the note numbers of another instrument, repeat steps 2

and 3.

Press |EXIT| to return to the Menu Display.
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d. Function Switch (Instrument Section, Performance Section)

A function switch selects whether or not to receive the MID)
channel messages. There are other switches for selecting
respectively whether to transmit or receive. They are Note Off, Pan,
Program Change and Exclusive switches.

Channel Message

Switch Note Off Switch
MIDI IN oo oo .
Pan Switch

o}e
Program Change Switch

oY%

Note On

v

v

>
>

Control Change (except for Pan)

>

Exclusive Switch

0%

v

C
t
.

*The setting of the Function Switch is relevant to all the sections.
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Description of @®Channel Message Switch
] Function Switches This selects whether or not to transmit and receive the Channel messages
~ (Note/Program Change, Control Change).

%1f the Channel Message Switch is set “OFF’, no Channel message is transmitted
or received regardless of the settings of the Note Off, Pan or Program Change

switches.

@®Note Off Switch
This selects whether or not to receive the Note Off (or Note On with
Velocity zero) messages sent by releasing Keys on a keyboard. Normaily

it should be set to “OFF”, and set to “ON” to mute a long decay sound.

ON-cvvvmeees The instrument of the note number is muted upon receiving Note
Off.
Level
1\‘~\\
T ‘\ T = :‘
! \ ! Time
Note On Note Off

OFF ---------- The instrument of the note number is not muted even when Note

Off is recsived.

@®Pan Switch
This selects whether or not to control the pan (Control Change number 10)

from an external MIDI device.

ON:oeveeeees The pan of the instrument in the section which receives the Pan
message (if it is in the Instrument section, all the instruments)
is changed and remains intact until another Pan message is
received.

OFF -+vo-eveee Pan messages are not recsived.
* The Pan messages can control only the sound played by the MIDI messages received
at MID! IN, but cannot control the sound (Song Play or Pattern Play) played by

the R-8 itself.

%*When the Pan Switch is set to “ON”, the Pan assigned to the other Control

Change numbers will be invalid.
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178

@®Program Change Switch

This selects whether or not to receive the Program Change messages,

ON--roveeernees Pattern Numbers,Feel Patch Numbers are changed according to
the Program Change Numbers received on the Basic Channe|

(receive channel of the instrument section).

Mode Receivable Range Operation
Changes to the Feel Patch that is one number
smaller than the receiving number. The selected
Feel Patch is retained until it 1s changed to
Song Play
1-8/128 another Feel Patch or cancelled.
Mode
*“128" will cancel the assignment of the Feel
Patches.
Pattern Play 1-100 Changes to the Rhythm Pattern that is one
Mode number smaller than the receiving number.
LN
!
X
OFF ---vvvveene Program Changes are not received.

* Even if the Program Change Switch is set to “ON", no Program Change is received

if the unit is set to modes other than Song Play or Pattern Play mode.

*1f the Program Change Switch is set to “ON” in the Song Playing mode, the Feel

Patch assigned to each rhythm pattern will be ignored.

@®Exciusive Switch

This selects whether or not to receive MIDI exclusive messages.

ON---oveevenens Exclusive messages are received when the the R-8 is stopped.

OFF «cooeveenes Exclusive messages are not received.
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Step 2

Step 3

Step 4

Step 5
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Now, let's set the Function Switches.

With the Menu Display shown in the MIDl mode, press Numerical Key 4 to
select “FUNCTION”.

FUMCTION SWITCH
£CH MESSAGE=#0H®*
f 7

Function Switch Value

Using |SELECT |, specify the Function Switch to be used.

PARAMETER — $ CH MESSAGE (Channel Message SW)
-1 /OFF SELECT +1,/0N $ NOTE OFF (Note Off SW)
[ L_ _” $ PANPOT (Pan SW)
b $ PGM CHANGE (Program Change SW)
$ EXCLSV RX (Exclusive SW)

Select ON or OFF with[—1/0FF][ +1/0ON|, or VALUE slider.

To continue, and .set the other switches, repeat steps 2 and 3.
1

\\
’

Press |EXIT] to return to the Menu Display.
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e. Control Change (Instrument Section)

180

Step 1

Control Change messages (Modulation and General purpose controls
1 to 8) sent from an external MIDI device can control a parameter
(Pitch, Decay, Nuance or Pan) of the specified instrument.

Once the Control Change is set, the corresponding control change
(the value of the specified parameter) is transmitted when the
specified instrument is played.

if you record these performance messages into a MID! sequencer
from the R-8, the instruments will be faithfully played back on the
R-8 with the recorded performance data.

With the Menu Display shown in the MIDI mode, press Numerical Key 5 to
select “CTRL CHG".

Control change

CTRL CHAMGE #MODLUL
CEOREY_K1 2 «DECAY#
f f

Instrument Parameter

Step 2 - ---Using mﬁse!ec{——cne ‘offthe~£entrol£hangas.
\

Step 3

Step 4

Step 5

Step 6

\
1

* ] $ MODUL (1)
$CTRL-1 (16)

PARAMETER $CTRL-2 (17

- 1,/0FF SELECT +1,/0N $CTRL-3 (18)
[__ _J [ $CTRL-4 (19)

$ CTRL -5 (8D

b $CTRL -6 (81)
$ CTRL-7 (82)
¥ $CTRL-8 (83)

* The numbers shown in ( ) represent Control Change numbers.

Press the key pad that corresponds to the instrument that transmits or

receives the Control Change.

Using [— 1 OFF|[+ 1, 0ON| or VALUE slider, specify parameter (Parameters :

Pitch, Decay, Nuance or Pan).
* “Pitch” cannot be selected with CTRL— 5 to 8.
* Set the parameter of the unused Control Change to “OFF".

To continue, and set the other Control Changes, repeat steps 2 to 4.

Press |EXIT| to return to the Menu Display.




BIMIDI

f. Performance Section

Function of the
Performance Section

The Performance section is used for changing parameter values
(Pitch, Decay, Nuance or Pan) of a certain instrument depending

on the playing key on the keyboard.

Assign an instrument and a parameter 10 be changed to each
Performance section. Then set how it should be changed using the

following parameters.

@Center Note Number
This sets the base (Q) note number (0 to 127) for changing the parameter

values.
% The base value of the pan is the center.

®Keyboard Follower
This sets the amount of changes from the center note number between
two note numbers.
The parameter value of the center note number is zero, and increases as

.
a note number{advances, and decreases as note number goes backward.
A3
3}

Parameter Variable range
Pitch 0~980 -
Decay 0~9
Nuance 0~3
Pan 0~1

< Ex.> Playing the R~ 8 Center Note : C4 (60)
Keyboard Foilower : 100

o o @ o O o 9o o
S O © S O S & O
o ¥ « - ™ ® @® O

I | ! -

200
400

@Control Change
Independently of the parameters set in each Performance section, another
one control change (MODUL./CTRL -1 to 8) can control the parameters
(Decay,”Nuance,/Pan). Using the control Changes, it is possible to control
a different parameter with the modulation lever, etc, while changing the

parameter specified here from the Keyboard.
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Step 1 With the Menu Display shown in the MIDI mode, press Numerical Key 6 1o
select “ PFM SECT".

Performance Section 1 — 4

FEM SECTIOM 1 <HOTE =
FIMST =CHAGOGE01L 2
f f
Parameter Value

Step 2 Specify the Performance section to be set with [—10OFF|[+1,0ON], VALUE

slider or Numerical Keys.

Step 3 Using { SELECT |, select a parameter, then set the amount of change for the
parameter with [~ 1 0OFF ][+ 1 0ON], VALUE slider or Numerical Keys.

$ INST (Instrument to be assigned to the section)

— PARAMETER
— 1 /OFF SELECT +1,/0N $ PARAM
L_ _J (Parameter : PITCH,”DECAY, NUANCE,” PAN)
$ CENTER (center Note Number: 0 — 127)
b $ KYBD FL (Keyboard Foliower)

LN
* The instrument is assigned to " $ INST” with a key pad.

Step 4 Turn to the Control Change setting display with |PAGE|.

|

FL CHG:
H +

"-;'.“ ..."'.
M

Step 5 Select a parameter with | SELECT |, then set the value of the parameter using
{-1/0FF|[+10ON] or VALUE slider.

PARAMETER ____ $ PARAM
- 1/0FF SELECT +1/0N (Parameter : DECAY ,NUANCE,/PAN)

$CONTRO
L—’L‘ b ——”———] (C::nrrgl LChange - MODUL /CTRL-1—8)

* The control number of each control change is shown on page 180.

*Set CONTROL to “OFF" when the Control Change is not to be used.

Step 6 Press |EXIT| to return to the Menu Display.
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2. Example Setups

o a. Using the R-8 as a MIDI Sound Module

Using the R-8 as a
rhythm sound module

The R-8 can be played by a sequencer, rhythm machine, MIDI
keyboard or MIDI drum pads.

When the R-8 is played by an external MIDI device, the sound of
each instrument can be edited using Sound parameters (see page

47). Performance parameters have no effect.

MIDI OUT MIDI IN
- L A
Rhythm Machine
MIDI Pad DD r J
Seqencer, etc. — DDDDD
M
aster — = O QOOooad
= = [0 0oood
= — 0O 00O0a
L J

A Y
N Slave
Yy

Set the MIDI parameters as follows.

@Set the Channel Message Switch (Function Switch) to “ON" (see
page 177).

@®Set the receive channel of the Instrument section to the same
number as the transmit channel of the MIDI device (see page 174).

@®Change the note number assignment to instruments if necessary

(see page 175).

% When the PAD-80 is used as a master and the Pan Switch (one of the Function

Switches) is set to “ON”, the pan for each pad can be received (see page 177).

Performance data from an external device can be written into rhythm
patterns with the R-8 in the Real-time Write mode. However, Note Off cannot

be entered to a rhythm pattern, therefore mute effect cannot be created.
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Using the R-8 as a
sound source for a
MID! keyboard

184

Depending on the key played on the keyboard, the pitch, pan, decay
or nuance of specified instruments will be changed accordingly.

MIDI QUT MID! IN
v
4 )
MIDI Keyboard 001 J
= = [0 0000
Master — = [0 0oOo
= = [0 0o0og
= ... 0O 0Oooo
\ J

Set the MIDI parameters as follows.

®Set the Channel Message Switch (Function Switch) to “ON” (see
page 177).

®Set the receive channel of any Performance section, 1 to 4, to the
same number as the transmit channel of the MID! keyboard (see
v

page 174). }
@®Set the Instrument, Parameter, Center Note Number and Keyboard
Follower of the selected Performance section to appropriate values

(see page 181).

Performance data from an external device can be written into rhythm
patterns with the R-8 set to the Real-time Write mode. However, Note Off
cannot be entered to a rhythm pattern, therefore mute effect cannot be

created.
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b. Playing an external MIDI sound module with the R-8

MIDI OUT MIDI IN

I v

e R
Rhythm Machine
[] D ‘7 J Synthesizer
Sampler, etc.
= — [0 0000 S
— = 0O 00004 ave

= = 0O 0000
= — 00000

\ _J
Master

* When using a sampler unit or synthesizer, select a sound with a quick attack and

long release time (the time needed from Note Off to zero) to prevent the created

sound from muting or cutting.
Set the MID! parameters as follows.

@Set the Channel Message Switch (Function Switch) to “ON" (see
page 177).
\

Yy
®Set the transmit channel of each instrument to the same number

as the receive channel of the slave device (see page 173).

@®Change the note number assignment to instruments if necessary

(see page 175).
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3. Data Transfer via Exclusive

Using MID! Exclusive messages, the entire data written in the R-8
can be transferred to another R-8 or any MIDI device which can
receive Exclusive messages. Also, the Sound parameters of any.

instrument can be transferred using the Exclusive messages.

a. Transmit (Bulk Dump)

Connections

Step 1

Step 2

Step 3

186

Data stored in the R-8 is transferred.

MIDI OQUT MIDI IN
Sequencer
R-8 R - 8, etc.
Transmitter Receiver

Set the basic channel (receive channel of the instrument section) to the basic

channel of the receive unit (see page 174).

With the Menu Display shoWn\\in the MIDI mode, press Numerical Key 8 to
1
select “BLK DUMP”". N

BULE DUMF

grlLL BZED HSETUP =
Next Display

BELULE DUMP

gl FPTH -

Using Numerical Keys 1 to 4, specify the data group to be transferred.

1:ALL -+ The entire data is transferred. (SEQ and SETUP)

2:SEQ - Rhythm Patterns and Song data are transferred.

3 : SETUP- - - -Instrument Assign, Sound Parameters (Data of ROM card),
Performance Parameters, Macro Notes, Users Function, Metronome,
Sync Mode, Feel Patches and setting of MIDI functions data are
transferred.

4 :1-PTN ----One Rhythm Pattern is transferred.




@mMinl

The display responds with :

Select Data Group

v
EULE DUMP <HLL
+% Prez= EHTEE.

When you have pressed Numerical Key 4, specify the Pattern number to be
transferred with [ — 1, OFF ][+ 1./ON|, VALUE slider or Numerical Keys.

ol

H
F .

4

EULE DUMF <FT
++ Prezz= EMTE

Step 4 Press | ENTER|.

The display responds with “Are you sure?”.

Step 5 Press | ENTER| to transfer the data.

When the data transfer is finished, “Completed” appears in the dispiay.

.
A3

\
*To leave this mode, press |EXIT|.
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b. Receive

Connections

Step 1

Step 2

The R-8 receives exclusive messages from another R-8 or MID|

device.
MIDI OQUT r 1 MIDI IN
Seqencer, R — 8, etc. R-8

Transmitter Receiver

Set the basic channel (receive channel of the instrument section) to the basic

channel of the Transmitter (see page 174).

Set the Exclusive Switch (Function Switch) to “ON” (see page 178).

If the R-8 is stopped, it receives Exclusive messages.

c. Transmitting Sound Parameters '

Connections

Step 1

Step 2

188

Sound parameters of an instrument can be transferred via the
Exclusive messages.

MIDI OUT l MIDI IN

R-8 Sequencer, R — 8, etc.

Transmitter Receiver

With the unit set to the Edit Mode of Sound parameters, specify the instrument

whose Sound parameters shouid be transferred.

Press | ENTER | to transfer the data.
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1. Error Messages Table

If an error message is shown in the display, resolve it as follows.

@®A RAM Card is not correctly connected to the
RAM Card Slot.
rinsert a RAM Card properly.

< Card rnot readd.

Name of previously loaded ROM card
@®A Sound ROM Card is not correctly connected to

—————
LUH[-‘E[- - ; the ROM Card Siot.

*% Card not readd.
crinsert a Sound ROM Card properly.
_ @®The protect switch on the RAM card is set to
=+ [Card Fprobected. "ON"

A "
} ©rSet the switch to “OFF".
Yy

@®The card connected to the RAM Card Slot cannot
be used with the R-8.
rReplace the card with the specified RAM card (M- 256E
or M-256D).

@®The card connected to the ROM Card Slot is not
the R-8s Sound ROM card.
rRemove the card from the ROM Card Slot.

Pigll oot brhis CHRED.

@®There is no memory left for rhythm patterns.
M N T .. oo ey gy Rt o “ .
#% Fip memord full © Press |EXIT|, return to the previous mode.

—To continue to write rhythm patterns, clear unneeded

existing patterns.
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3+ Somd memordg tgll.

+=+ Bar # owertlow.

++ Euent unFrolinted.

+4+ Im=st ot Found.

*+ Chiecksum Errop

180

@There is no memory left for songs.
—rTo continue to write or edit song data, clear unneeded

existing songs.

@As a result of Pattern Append the number of bars
in the pattern exceeds 99
oChange the settings so that the totai number wiii not

exceed 99.

@®There is no data in the source rhythm pattern for
Pattern Copy, Pattern Merge, Pattern Append, etc.

—Select another rhythm pattern.

@®in Micro Timing Shift or Macro Timing Shift, the
sound }o‘ be timing-shifted is not vet selected.
Check the procedure for the Micro Timing (Macro

Timing) Shift.

®Iin Pattern Extract or Instrument Change, the
instrument you specified does not exit in the
pattern.

rSelect a different source pattern or instrument.

®Exclusive messages are not received correctly.
Press [EXIT!, return to the previous mode.

oRepeat the procedure carefully.
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®Too many MIDI messages are received at the

same time, making it impossible to deal with them.

Press [EXIT]. and return to the previous mode.

When it is shown during data receiving, decrease the
amount of MIDI messages on the transmitter.

—rSet the Function Switches so that unneeded data will

not be transmitted or received.

@You have selected a Destination Part within the

specified source Part with Part Copy.

o Set an appropriate Part number.

@There is no data in the specified Part in the Part

Copy or Part Delete procedure.

orSet the specified Part properly.

\{ oCheck if there is performance data in the specified Part.
Py

@Part Insert or Part Copy will result in more than

999 Parts in a song.

orSet so that the total number of Parts does not exceed

999.

@There is not enough memory left for executing

copy function.

oDelete unneeded rhythm patterns, then repeat the

procedure.

+% MIDI buffer fulll
+% Part cowerlarF.

++ Mo Fpart existz.
++ Part# ouwertlow.
+% Mo aresa.

++ Hhorted.

@This is shown when a procedure is stopped in the

middle, or when a procedure cannot be executed.
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2. Troubleshooting

Instrument

@®No sound is heard
The level is set to zero.

rRaise the level.

A REST is assigned to the key pad.
—lnstrument number 68 is a REST, and therefore has no sound data (see
page 42)
With the Macro Modeé set to “ON’, unspecified “Macro niote is seiecied.

oSet the Macro Mode to “OFF".

You have not loaded the Sound ROM card vyet.
rLoad the Sound ROM card.

More than 13 notes are simultaneously played.
rThe R-8's maximum number of voices is 12 and therefore cannot play

more than 13 notes at the same time.

@®The volume of sound does not change by changing the strength
LY

of Key pad hitting. {

The Sense Curve (Sound Parameter) is set to 7 or 8.

orChange the value of the Sense Curve.

®The volume is too low
The level is set too low.

rRaise the level

You are tapping the upper part of the key pad.
o Tap the lower part of the key pad.

The Sense Curves are not set correctly.

rChange the Sense Curves.

@®The sound is strange
Sound Parameters are not set properly.

crChange the values of Sound parameters or initialize them.

Performance Parameters are not set properly.

rChange the values of Performance parameters or clear them.
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@®The sound does not change after editing Sound parameters or
Performance parameters.
oThe total value of the Sound parameter and Performance parameters
exceeds the maximum range of the Sound parameter.
Even if it is within the range, this could happen when using certain

instruments or parameters.

@®Tapping a key pad produces continual sound.
The Macro Mode is set to “ON".
rSet the Macro Mode to “OFF".

®The same instrument is played by all the key pads.
The unit is set to the Muiti Assign mode.
rPress [MULTI| to cancel the Multi Assign mode.

@®Pad Banks cannot be changed.

The unit is set to the Muiti Assign mode.
oPress | MULT!] to cancel the Multi Assign mode.

A}

N

Rhythm Patterns @®Pressing ETART’/STOE} does not cause the unit to play.
The Sync mode is set to “TAPE" or “MIDI”.
rSet the Sync mode to “INTERNAL".

@®The instrument written in a rhythm pattern sounds different.
You have edited Sound parameters.
orEditing a2 Sound parameter affects instruments existing in any rhythm

pattern as waell.
@®The Swing effect is not obtained.

The Swing Delay parameter is set to zero.

—Set the Swing Delay to an appropriate value.

The Swing point is not set properly.
rSet the Swing point properly.

The unit is set to the Real-time Write or Step Write mode.

—The Swing effect is not obtained during pattern writing.
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Feel

Song

194

Patch

®Real-time writing cannot be done.
The unit is set to the Real-time Edit mode.
=rPress to turn to the Real-time Write mode.

@ Feel Patch data has no effect.
The Groove Switch or Random Factor Switch is set to “OFF".

Set the Groove Switch or Random Factor Switch to “ON’.

The instrument selected with Instrument Select is not used in the rhythm

pattern.

=rChange the Instrument Select.

The Instrument Switch is set to “OFF".

rSet the Instrument Switch to “ON".

The unit is set to the Real-time Write mode or Step Write mode.

o The Feel Patch has no effect during pattern writing.

®Even when the Instrurhept Switch is set to “OFF”, the sound of
such instrument changes.’
oCheck if the same instrument is assigned more than once with the

Instrument Select.

®Pressing |START /STOP | does not cause the unit to play.

There is no data written in the selected song.

crReselect a song or write data with Song Write.

The Sync mode is set to “TAPE" or “MIDI".
rSet the Sync mode to “INTERNAL".

®When a song is played, another song starts afterwards.
Song Chain is set.
rCancel the Song Chain.

®The tempo of the song changes when it starts playing.
Initial Tempo is set in the song.

rSet the Initial Tempo to “OFF".
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@®The level of the song changes when it starts playing.
Initial Level is set in the song.

rChange the lInitial Level.

RAM Card @®Data cannot be saved.
The protect switch on the RAM card is set to “ON’.
Set it to “OFF".

The RAM card is not formatted.
rFormat the RAM card.

@®Data on a RAM card is erased.

If you connect a RAM card to the ROM card slot with the protect switch set

to OFF, the data on the RAM card is erased.
—Format the RAM card.

Sound ROM Card ®The instrumeﬁ,ts‘ on the card do not sound.
The Sound ROM card is not loaded yet.
rlLoad the Sound ROM card.

MIDI (When the R-8 is a slave)

®No sound is heard.
The MIDI channels of the two units are not set to the same number.

rSet the MIDI channels of the two units to the same number.

Instruments are not correctly assigned to note numbers.

orChange the note numbers.

The Channei Message Switch is set to “OFF".
Set the Channel Message Switch to “ON”.

®No sound is created in the Performance section.
The receive channeis of the Performance section and Instrument section are set
to the same number.

rSet the receive channels of the Performance section and Instrument

section to different numbers.
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196

®0nly one instrument can be played.

MIDI messages are received on the receive channel of the Performance section,
orSet the receive channel of the Instrument section correctly.

®Sound is muted partway through.
The Note Off Switch is set to “ON”.
rSet the Note Off Switch to “OFF".

®The Pan does not change.
The Pan Switch is set to “OFF".
rSet the Pan Switch to “ON”.

@®Exclusive messages are not received.
The basic channels of the receiver and the transmitter are not set to the same

number.
rSet the basic channels to the same numbers. The basic channel of the

R-8 is the receive channel of the Instrument section.
LI
The Exclusive Switch is set ta@ “OFF".
rSet the Exclusive Switch to “ON”.
(When the R-8 is a master device)

®No sound is heard.
The MIDI channels of the two units are not set to the same number.

rSet the MIDI channels of the two units to the same number.

Instruments are not correctly assigned to the note numbers.

=Change the note numbers.

The Note Number of the Instrument is set to “OFF".

Set the Note Number of the Instrument.

The Channel Message Switch is set to “OFF".
Set the Channe! Message Switch to “ON".
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Others

®The metronome stops in the middle.
The Metronome mode is set to “EMPTY REC”.

= Change the Metronome mode.

@®Metronome is not heard.
The metronome level is set to zero.

rincrease the level of the metronome.

The Metronome mode is set to “EVER OFF".

rChange the Metronome mode.

®The Flam effect is not obtained.
The Flam interval is set to zero.

oSet the Flam interval to an appropriate value.

The Flam ratio is not set correctly.

—Change the Flam ratio.

The Macro mode is set to “ON".
—Set the Macro mode to “OFF".

@ The Roll effect is not obtained.
The Macro mode is set to “ON".

o-Set the Macro mode to “OFF".

@®The Modes are not changed by pressing buttons.

The unit is set to the Users Function mode.

rPress to cancel the Users Function.
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3. Blank Chart

[Sound Parameters and Note Numbers]

INST #

INST NAME

PITCH

DECAY

NUANCE

QUTPUT
ASSIGN

ASSIGN
TYPE

SENSE
CURVE

NOTE #

10

11

12

e

13

14

15

17

18

19

20

21

22

23

24

25

26

27
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OUTPUT | ASSIGN | SENSE

NAM PITCH DECAY |NUANCE 'NOTE
INST # INST NAME c c UANCE| " cion | Tvpe | cumve | O 0¥

28

29

30

31

32

33

35

36

37

38

39

J

40

41

42

43

44

45

46
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INST #

INST NAME

PITCH

DECAY

NUANCE

OUTPUT
ASSIGN

ASSIGN
TYPE

SENSE
CURVE

- NOTE #

55

56

57

58

59

60

61

62

63

€5

66

67

Pl

€8
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CoPY
INST #

SOURCE
INST #

INST NAME

PITCH

DECAY

NUANCE} assion

OUTPUT } ASSIGN

TYPE

SENSE
CURVE

NOTE #

10

11

12

13

14

15

16

18

19

20

21

22

23

24

25

26
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[Instrument Assigns and Performance Parameters)

Instrument Assign

1

10

11

12

13

14

15

16

Performance Parameter

Key Pad #

Pitch

Decay

Nuance

Pan

1

2

10

11

12

13

14

15

16

1
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Part #

Data

Part #

Data

Part #

Data

Part #

Data
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4. Preset Pattern Table

204

Pattern Name

Pattern # Display Description
00 8BEAT1 * Rhythm Pattern with no accent
01 8BEAT2 * Rhythm Pattern with no accent
02 8BEAT3
03 8BEAT4
04 16BEAT1 * Rhythm Pattern with no accent
05 16BEAT2 * Rhythm Pattern with no accent
06 16BEAT3
07 DISCO1
08 DISCO2
09 SLOWROCK Appropriate tempo is about J =85
10 SHUFFLE1 * Rhythm Pattern with no accent
1 SHUFFLE2 * Rhythm Pattern with no accent
12 FUNKY1
13 FUNKY2
14 FUNKY3
15 OLDIEST Appropriate tempo is about J =30
16 OLDIES2 Appropriate tempo is about'y = 180
17 OLDIES3 i
18 METAL1
19 METAL2
20 SWING1 * Rhythm Pattern with no accent
21 SWING2
22 BOSANOVA
23 MAMBO
24 MERENGUE
25 RHUMBA
26 BEGUINE
27 SAMBA
28 SALSA
29 TANGO
30 REGGAE
31 COUNT
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5. Preprogrammed Sound Parameters and Note Numbers

INST # INSTRUMENT NAME PITCH DECAY |NUANCE QUTPUT | ASSIGN | SENSE |\ re 4
ASSIGN | TYPE | CURVE

1 DRY_K1 0 4:19 8 |CENTER| POLY 2 35
2 DRY_K2 o] 20:12 8 |CENTER| POLY 2 OFF
3 WOOD_K1 0| 16:14 8 |CENTER| POLY 2 | =88
4 DBLH_K1 0| 19:13 8 |CENTER| POLY 2 OFF
5 DBLH_K2 0| 25:12 8 |CENTER| POLY 2 84
6 SOLID_K 0 7:7 8 |CENTER| POLY 2 OFF
7 ROOM__K1 0] 24:20 8 |CENTER| POLY 2 36
8 ROOM__K2 ol 24124 8 |CENTER| POLY 2 OFF
9 MONDO_K 0| 2023 8 |CENTER| POLY 2 OFF
10 WOOD__S1 o] 19:14 8 |CENTER| POLY 2 88
1 OPEN_S1 0| 214 8 |CENTER| POLY 2 86
12 TIGHT_S 0| 19:14 8 |CENTER| POLY 2 OFF
13 NICE__S1 o} 2317 8 |CENTER| POLY 2 87
14 FAT_S1 o| 2215 8 |CENTER| POLY 2 38
15 ~IMPCT_S S0 | 23:16 _ 8 _ |CENTER| POLY 2 58
16 SNAP_S1 o1 #:13 | 8 ° |[CENTER| POLY 2 OFF
17 OUCH_S 0l 2018 8 |CENTER| POLY 2 OFF
18 RVB_S1 0| 3533 8 |CENTER| POLY 2 40
19 PICL__S1 0| 19:16 - 8  -|CENTER| POLY 2 _ OFF
20 RIMSHT1 0! 16:13 8 |CENTER| POLY 2 OFF
21 RIMSHT2 o| 2117 8 |CENTER| POLY 2 OFF
22 SIDSTK1 o 10:-- —— |ceENTER| POLY 2 37
23 SIDSTK2 0 5:-- —~ |CENTER| POLY | 2 | OFF
24 DRY__T1 0| 30:35 8 |RIGHT3| POLY | 2 OFF
25 DRY_T2 0| 29:33 8 | RIGHT1 | POLY 2 41
26 DRY_ T3 o] 2830 8 |LEFT 1| POLY 2 45
27 DRY_T4 o a7:24 8 |LEFT 3| POLY | 2 - 48
28 ROOM__T1 0| 343, 8 |RIGHT3| POLY 2 OFF
29 ROOM__T2 o 33:3 8 | RIGHT1| POLY 2 43
30 ROOM__T3 0| 32:29 8 | LEFT 1| POLY 2 47
31 ROOM__T4 ol 3121 8 LEFT 3| POLY 2 50
32 POWR_T1 ol 3427 8 |RIGHT3| POLY 2 OFF
33 POWR_T2 0 33:25 8 RIGHT1 POLY 2 83
34 POWR_T3 0 32:23 8 LEFT 1 POLY 2 7 91
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W REFERENCE
— JOUTPUT| ASSIGN | SENSE | _

INST# |  INSTRUMENT NAME PITCH | DECAY |NUANCE| o - | 000 | oo | NOTE #
35 POWR_T4 0 31:20 8 | LEFT 3| POLY 2 | o3
36 DOOM_T1 0 50:-- -- |RIGHT3 | POLY 2 OFF
37 CLSD_H1 0 12:12 8 |LEFT1| Exc1 | 2 | 42
38 OPEN_H1 0 35:40 8 | LEFT 1| ExC1 2 46
39 PDAL_H1 0 15:-- —— JwFm] excr | 2 | 44
40 CRSH_CT 0 55:-- —— [ierr 2] PoLy | 2 49
41 MLLT_C1 0 60:60 5 | LEFT 1| POLY 2 OFF
42 RIDE_C1 0 50:50 8 | RIGHT2 | POLY 2 51
43 RDBL_C1 0 50:50 8 |RIGHT2| POLY 2 | OFf
44 BELL_C1 0 50:-- -~ |riGHT2 | POLY 2 53
45 808CLAP 0 23:-- —— JRGHT1 | POLY | 2 | 39
46 OPEN_D1 0 28:30 8 |RGHT1| POLY | 2 OFF
47 TAIKOT 0 8:30 8 |CENTER| PoLY | 2 OFF
48 CLAVET 0 9:-- —— |center| PoLy | 2 75
49 CABASAT 0 8- —- |RiGHT2 | POLY 2 69
50 COWBEL 1 0 16:-- —— et 2| PoLY | 2 56
51 TAMBRN] 0 2= v oo- |LEFT 1| POLY | 2 54
52 SHAKERT 0 12:-- 2= | erT 2| PoLy 2 OFF
53 MUTE_CG 0 10:-- -— |RGHT1| POLY | 2 62
54 SLAP_CG 0 20:-- —— |rGHT1 | POLY | 2 OFF

55 LOW_CG 0 29: - -— |cenTer| poLy 2 64
56 SLID_CG 0 18:50 8 |CENTER| POLY | 2 OFF
57 AGOGOT 0 20:-- -— | RiGHT2 | POLY 2 68
58 OCT_AGG 0 20:20 8 |LEFT 2| PoLY | 2 OFF
59 WHISTL1 0 T:-- —— | LEFT 2| Exc2 2 71
60 WHISTL2 0 3:-- -— |LerT 2| Exc2 2 72
61 CANT 0 20:30 8 |RGHT3| POLY | 2 OFF
62 BACK_S1 0 0: 0 8 |LeFT 1| PoLY | 2 OFF
63 BACK_T1 0 0:-- -— |RGHT1| POLY | 2 OFF
64 BACK_C1 0 0:-- —— |center| PoLy | 2 OFF
65 SPARKT 0 70:70 8 |LEFT 2| POLY | 2 OFF
66 SURF 0 127:121 8 |CeNTER| PoLY | 2 OFF
67 WHEELT 0 60:60 8 |RGHT2| POLY | 2 OFF
68 REST 0 0:-- -~ |center| Excs 2 OFF
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W REFERENCE

ui(s]:Y# SlﬁgTRiE INSTRUMENT NAME PITCH DECAY |NUANCE %LTGUJ AjjfEN gzzii NOTE #
1 4 DBLH_K3 +500 12:10 8 CENTER| POLY 2 OFF
2 20 RIMSHT3 + 500 21:14 8 CENTER| POLY 2 OFF
3 36 DOOM__T2 + 500 50:-- —— | RIGHT1 | POLY 2 OFF
4 36 DOOM_T3 +1100 50:-- —— | LEFT 1| POLY 2 OFF
5 37 CLSD_H2 0 10:12 15 | LEFT 1| EXC1 2 90
6 37 CLSD__H3 0 20:20 0 LEFT 1| EXC1 2 OFF
7 38 OPEN__H2 0 20:20 0 LEFT 1| EXC1 2 OFF
8 38 OPEN__H3 0 45:40 15 | LEFT 1| EXC1 2 OFF
9 40 CRSH_C2 +110 55:-- —— {RIGHT2| POLY | 2 | OFF
10 40 ~ CHOK_C1 ' o | 1a--"7 1 —- | LEFT 2 POLY 2 57
11 40 SPLA_C1 +900 22:-- -— | RIGHT1 | POLY 2 55
i 12 40 SPLA_C2 +1100 22:-- —— | CENTER| POLY 2 OFF
13 45 DRYCLAP - 200 12:-- -~ | RIGHTY | POLY 2 OFF
14 46 OPEN_D2 + 700 26:28 8 RIGHT1 | POLY 2 OFF
15 49 CABASA2 + 500 8:-- - - | RIGHT3 | POLY 2 OFF
16 50 COWBEL?2 - 580, 16:-- —— | LEFT 3| POLY 2 OFF
| 17 55 HIGH__CG + 660 29:-- -— | RIGHT1 | POLY 2 63
18 57 AGOGO02 +700 20:-- —_ |RGHT3| POLY | 2 67
19 38 PLATE! ~ 1200 50:10 15 | LEFT 3| POLY 2 OFF
20 57 ~ RINGT | +1600 1 25i--— | —— |CENTER| POLY 2 OFF
21 59 PIPE1 - 2200 10:-- -— | RIGHT2 | POLY 2 OFF
22 48 WBLOCK1 -~ 1500 9:-- —— | LEFT 3| POLY 2 82
23 48 WBLOCK?2 - 1200 9:-- - — | LEFT 2| POLY 2 OFF
3 24 65 THRILLR - 3600 70:70 8 RIGHT1 | POLY 2 OFF
25 45 GUNSHT1 - 1950 60:-- —— | CENTER| POLY 2 OFF
26 52 SHADCW - 3600 70:-- —— | CENTER| POLY 2 OFF
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M REFERENCE

208

INSTRUMENT NAME (INST #) NOTE
| OFF | 97
OFF 96
. __OFF o ____._} g5
CoFf ] (94 1
_POWR T4 (135 ___] 93
__OoFf . ______| E
POWR T3 (134) ~ | 91
““““ CLSO H2 (€057 ~~ "[80
Tttt POWR T2 (I 33) 89
WOOD §1 (1 10) ___| 88
""""" NICE S17( 13)_____@2’_]__
"""" OPEN ST (G 11) 86
"""" WOOD KT U 03) "~ "[85  }F—
“““““ DBLA K2~( 05) ] 84
L OFF e | 83
WBLOCKT_ 7 22) ~~ | (821
| __OFF o _____ 81
 _OFF o _______ 80—
B 79
o _OFF ] (78
OFF 77
F
S B
 _OF _____ " 74
I S HEREE
WHISTL2 (7 60 72
_______ WHISTLT (1 59) ] 71
OFF _ T | 70 1
"""" CABASA1™ (T 49) &9
""""" AGOGOT U 57~~~ [68_ }—
"""""" AGOGDZ (C 18~~~ 67
""""""""" 66—
S -
LOW CG G 55) o
[ CCIIITHGHCGC I T T (63 | —
_______ MUTE CG (1 53) _ _ _| 62
| OFF IS vy
OFF 60
L OFF o] 59
IMPCT_§ ™ 75) 58 1
_______ CHOK Ci~@C™10) ~ ~ 7| 57
ot COWBELT (080 ~ ~~ 56 F—
Tt SPLACI(C Ty ~ 7 55
T TAMBRNT 0 51) ~ " |84 1—
""" BELL CT U 44) ‘ 53
L __OFF _ o __] 52
_______ RIDE CT 01 42) |87 1"
ROOM T4 (1 31) 50
""""" CRBA C1 300 T [@8
""""" DRY T4 0 27) 48
_______ ROOM T3 (1 30) 47
OPEN H1™ (7 38)_ __ | (46 ]
""""" DRY T3 (0 28) 45
"""" PDAL H1 (739"~~~ E—
"""""" ROOM T2 (0 728) ~ | 43
***** CLSD Hi 1 3D .~ C[4z }—
"""""" DRY T2 25~~~ 41
L RVB 51 (118) __ _ _ 40
| ___80BCLAP(45)""""I[39 ] |
FAT S1 (1 14 38
""""" SIBSTRT (1722) ~ "~ [37
""""" ROOM KT {075~~~ 36
DRY K1 (I 01) 35
. OFF ! 34

C7

C6

Cb

C4

C3

Cc2

+
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Roland Exclusive Messages

n{Data Format for Exclusive Mé;gégesj

Roand's VDI implementation uses the lollowiog data format

for afl exclusive messages uype B
Byte Descripton
FOH Zxclusive status
41H Manufacturer 1D (Roland)
CEV Cewvice D
MCL Modei 1D
CMD Command 1D
{BODY] Main data
F7H Eng of exclusive

= MIDI status : FOH, F7H
An exclusive message must be flanked by a pair of status
codes, starting with a Manufacturer—ID immediately after FOH
(MIDI versioni.0).

# Manufacturer - ID . 41H
The Manulacturer ~ 11 identifies the manufacturer of a MID!
instrument that triggeres an exclusive message. Value 41H
represents Roland’s Manulacturer — 1D,

% Device- 1D . DEV
The Device -1 contains a unique value that identifies the
individual device in the multiple implementation of MIDI
instruments. 1t s usuvally set to 00H - OFH, a value smailer
by one than that of 4 basic channel, but value 00H — tFH
may be used for a device with muitiple basic channels.

* Model - ID:. MDL
The Model~1D contains a value that uniquely identifies one
model from another. Different models, however, may share an
identical Model—1D 1f they handle similar data.

The Model -1 {ormat may contain O0H in one or more places
to provide an extended data field, The following are examples
of vahd Model -iDs, cach representing a unique model @ s
{

V282 )

021

03H

QoML 011t

00H, o2H

Q0H, 00, 01N

2 Command- ID. CMD
The Command - 1D indicates the function of an exclusive
message, The Command—ID format may contain 00H in one
or more places o provide an extended data field. The
following arc  cxampies  of  valid Command-iDs, each
representing 2 umque function :

D1

02H

O3H

00, OTH
OOH, 021
DO, 001, O1H

BODY
This field contains 1 message to be exchanged across an
interface. The exact data size and contents will vary with the
Vodel - 1D and Command -~ 10,

E|Addre53—. mapped Data Transferlg

% Main data :

Address mapping s a technigue for transferring messages
conforming o the data format given in Section 1, It assigns
a series of memory —resident  records— —waveform and tone
data, switch status, and parameters, for example— —to specific
ocations 10 4 machine ~dependent  address  space, therchy
allowing access to data  residing at the address a message
specifies.

Address -mapped  data  transfer 1s  therefore  independent of
models and data categories. This technique atlows use of two
different  transfer one--way transfer  and
handshake transfler.

procedures

2 One - way transfer procedure .See Section3 for details)
This procedure 15 surted for the transfer of a small amount of
data, [t sends out an exclusive muessaye completely independent
of a receiving device status,

Connection Diagram

Device (A) Device (B)
MiDI ouT ] IO IN
MDD N e S MIDT OUT
2

Connectional point2 is essential for "Request data” procedures.
(See Sectiond.)

# Handshake— transfer procedure (See Sectiond4 for details)
This procedure initiates & predetermined transfer sequence
(handshaking) across the interface before data transfer takes
place, Handshaking ensures that reliability and transfer speed
are high enough to handle a large amount of data.

Connection Diagram

Device (A) Device (B)
. .
MUY P MIDI N
MIDI N | MIDI QU7
2

Connectionat pointsl and 2 is essental.

Notes on the above two procedures
*There are separatc Conunand -1Ds for different transfer
procedures,
*xDevicesA and § cannot exchange data unless they use the
same transfer procedure, share identical Device—ID and Model
ID, and are ready for communication,

EIOna— way Transfer Procedure!

This procedure sends out dala all the way until it stops when
the messages are so short that answerbacks need not be
checked.

For long messages, however, the receiving device must acquire
each message in time with the transfer sequence, which inserts
intervals of at icast 20mulliseconds in between,

Types of Messages

Message Command iD
Request data ! | RQ1 (11+)
Data set DT (12H)

# Request data # 1: RQ1 11Hy
This message 15 sent oul when ihere s a need to acquire data
from a device at the other ¢nd of the interface. It contains data
for the address and size Lhat specify designation and length,
respectively, of data required.
On receiving an RQU message, the remote device checks its
memory for the data address and size that satis{y the request.

if it finds them and is recady for communication, the device will
transmit a “Data sct t (DT message, which contains the
requested data, Otherwise, the device will send out nothing.

Byte Description
FOoH Exclusive status
4iH Manutacturer ‘D (Roland)
DEV Device iC
ML Madei D
TIH Command D
aakH Address MSB
SR e

i

i

Has i e n
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= Data set 1.

* The size of the reguested date does not indicate the numbe:
of bvies that will make up a DT messave, but represenis
the address ficlds where the requested data resides,

*Some models are subject 1o muations in data formoat usec
for single transaction. Reguested data, for example, may
have o limit in Jength or must be divided inte predetermned
address fields before it is exchanged across the interface.

* The same number of bytes comprises address and size da
which, however, vary with the Model- 1D,

% The error checking process uses a checksum that provides
a bit pattern where the least significant 7 bits are zero wher
values for an address, size, and that checksum are summed.

DT1 (12H:

This message corresponds (o the actual data transfer process.
Becausc every byvle in the data is assigned a unique address,
a DTI1 message can convey the starting address of one or
more data as well as a scries of data formatted in an address
- dependent arder,

The MIDI standards nhibit non-rea!l time messages from
interrupting an exclusive one. This fact ts inconvenient for the
devices that support a “soft— through” mechanism. To maintain
compatibility with such devices, Roland has limited the DT e
256 bytes se that an excessively long message is sent out in
separate segments.

Bytle Description
0k £xciusive ’
41K Manutacturer {D (Rotand
DEV Device D
MDL Mogei 1D
126 Command D
aaH Agdress MSB
LSB
agH Date
sum Cneck sum
F7H £nc of exclusive

*A DT1 message 1s capabic of providing only t(he vahid data
among thosc specified by an RQI messagre.

*Some models arc subject to limitations in date format uscd
for a single transaction, Requested data, for cxample, may
have a limit in length or must be divided into predetermined
address ficlds before it is exchanged across the interface,

*The number of bytes comprising address data vanes {rom
one Nodet- 1D ta another.

*The error checking process uses a checksum that provides
a bit pattern where the feast significant 7 bits are zero when
vatlues for an address. size, and that checksum are summed,

# Example of Message Transactions

210

@ Device A sending data to Device {3
Transfer of a DT1 message is all that wkes place.

[Date set 1) -
*More thar 20m sec time interna:

[Datz set 1] T

[Date set 1) -

@ Device B orequesunst data from Device A
Device I3 osends an RQT message to Dievice v Checking the

! tack (o heviee 15

message, povice A sends a DD messa

Device (&)

[Date ser 1 -—-t - Request gatal
af

*More than 20m sec time internal

(Data set 1] ———————————f

{Data set

nmandshakew Transfer Procedure}‘

Types ot

# Want to send data .

f‘/

Messages

Handshaking is an interactive process where (wo  devices
exchange error checking signals before a message transaction
takes place, thereby increasing data rehability. Unlike one - way
transfer that inserts a pause between message (ransactions,
handshake transfer allows much speedier transactions because
data transfer starts once the receiving device reiturns a ready
signal, )

When it comes to handling large amounts of data- —sampier
waveforms and synthesizer tones over the cntire range, for
example— - across 2 MDD interface, handshaking transfer is
more cffictent than one - way transfer.

Message Commana 10

Want to senc data WSO (40H)

Request data RQD (41H)
Date set DAT (428)
Acknowledge ACK (43H)
End of date £0D (45H)
Communication error ERR (4EH)

Rejection RJC (4FH)

WSD (40H)

This message is sent out when dats must be sent (6 g device
at the other end of the interface. It contains data for the
address  and  size  that  speciy  designaton and  fength
respectively, of the data to be sent

On receiving @ WSD message, the remote device checks ils
memory for the specified data address and size which will
satisfy the reguest. [If it finds them and is readyv for
communication, the device will return an 7 Acknowicdge
(ACK)" message.

Otherwise, it will return a "Rejection (RJCY" message.

Hyte Description

oM Exciusive status

41H Manutacturer I (Roland)

DEV Device IO

MDL Mode! 1D

40H Command D

aaH Address MSB
LsB

ssH Size MSB
LSB

sum Cneck sum

F7H Encd of exclusive

3 The size of the data t6 be sent does not indiate the
of bvtes that make up a "Data sct (DAT .7 messau
represents  the address ficlds where the deta shonkd reside,

> Some models are subject to limitations in date forma used
for a single transaction. Reguested data, for example, may
have g limit in lensith or must be divided e predeternned
address fields before 1t s exchanged across the  nterface,

* The same number of byies comprises address and ~ize data,

L

which, however, vary with the Nodel by
* The error checkmy process uses o checksgm s provides
sbit pattern where the Jeost signficans 5 ofar are gor It
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+ Request data

% Data set :

DAT

RQD 41H
'its aressae s senl oul when there s g need o acquire data
from 4 deviee ot the other end of the saterface, It contains data

for the addicss and size that spectfy designation and  length,

iespectively, of data required,

On recenving an RQD message, the remote device checks its
memory for the duta address and size which sausfy the request,
If it finds them and s seady for commnunication, the device will
“Data set cDATY" message, which contains the
Otherwise, it will return a "Rejection  (RIO)”

transnul
requested  data

message.

Byte Description

FOH Exclusive status

414 Manufacturer iD (Roland)

DEV Cevice 1D

MDL Maodel 1D

a4 Command {D

aaH Address MSB
LS8

ssH Size MS8
LSB

sum Check sum

FH End of exclusive

* The size of the reouested data does not indicate the number
of byles that make up a "Data set (DAT)” message, but
represents  the  address  ficlds  where  the requested data
resides,

*Some models are subject o limitations in data format used
for a sngle iransaction. Requested data, for example, may
have a lmit o length or must be divided into predetermined
address fietlds before 1t s exchanged across the inter(ace.

*The same number of bytes compnises address and sizeldata,
which, noweser, vary with the Model = 1D. Yo

*« The crror checking process uses a checksum that provide’s
2 bit pattern where the feast sigmficant 7 bits are zero when
values Tor an address, size, and that checksum are summed.

(42H,
This message corresponds 1o the actual data transfer process,
Because every byte in the data 1s assigned a unique address,
the message can convey the starting address of one or more
data as  well as u series of  data formatted in an
address - dependent order,

Although the VID! standards nhibit non -real time messages
from intcrrupting an exclusive one, some devices support a v
soft -through mechanism  for such  interrupts . To
maintaincompatibiity with such devices, Roland has limited the
DAT to 256bvies so that an cxcessively long message is sent
Oul 1IN SCParate segments,

Description

FOM Ixclusive status

Manutacturer iD {Roland)

Device D
MEL Model D
42H Command iC
aaH
10 Sats
sum shecx

Znd ot axciuse

# Acknowledge :

# End of data:

# Communications error :

* A DAT message 1s capable of providing only the valid data
among those speaificd by an RQD or WSD message.

*Some models are subject Lo limitations in data format used
for a single transaction. Reguested data, {or cxample, may
have a limit in fength or must be divided into predetermined
address ficlds before it is exchanged across the interface.

*The number of byles comprising address data varies from
one model 1D to another.

% The error checking process uses o checksum that provides
a bit paltern where the leust signilicant 7 bits are zero when
values for an address, size, and that checksum are summed.

ACK (43H)

This message’ sent oul when no crror was detected on
reception of a WSD, DAT, "Iind of data (EOD)”, or some other
message and a requested sctup or action is complete. Unless
it receives an ACK message, the device at the other end will
not proceed to the next operation.

Byte Description
FOH Exclusive status
414 Manufacturer 1D (Rotand)
DEV Dewvice D
MDU Model 10
43H Command D
F7H End of exciusive
EOD (45H)

This message is sent out to inform a remote device of the end
of a message. Communication, however, will not come to an
end uniess the remote device returns an ACK message even
though an EOD message was transmitted.

Byte Cescription
FoH Exclusive status
41H Manufacturer 1D (Roland)
OEV Device 1D
MCL Model O
45H Command D
E7H £nd of exclusive
ERR (4EH)

This message warns the remote device of a communications
fault cncountered during  message  transmission due, for
example, to a crror.  An [ERR message may be
replaced with a "Rejection (RIC)T one, which terminates the
current nNCssaxce transaction in midstream,

checksum

When it receives an ERR message, the sending device may
either attempt to send out the last message a second time or
terminale communication by sending out an RJC message.

Byte Cescripticn

FOoR status

41H Manufacturer (O (Roiand)
DEV Device 0

MCL Model 1D

agH Command O

F7H £nd of exclusive
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# Rejection :

RJC (4FH,
This message s seni oul when there 1s @ need o terminale
communication by overriding  the current message. An RJC
message  will be triggered when ©

-2 WSD or RQD micssage has specified an iliega) data address
or size,

. the device is not ready for communication,

< an illegal number of addresses or data has been detected.
- data transfer has been termunated by an operator.

<2 communications error has occurred.

An LRR message may be sent out by a device on either side

of the interface Communication must  be terminated
immediately when cither side triggers an ERR message.

Byte Description

FOH Exciusive status

41H Manufacturer IC (Roland)
DEV Device ID

MDL Mode! 1D

4FH Commancg 1D

F7H Endg of exclusive

# Example of Message Transactions

212

@ Data transfer trom device (A) tc device (B).

[want to sencd data)

g [Acknowledge)
[Datz set] -

- {Acknowledge]
[Datz set] -

g [Acknowledge]
(End of data] : -

— {Acknowledge]

@ Device (A) requests anc recewves data from device (B).

[Reguest datal -

- {Data set]
[Acknowiledge] —p—

—t {Data set]
[Acknowiedge] — -

-y : [End of data]
[Acknowiedge) -

"“

@ Error occurs whoe Orvaite G vInG Gata trom

aevice (B)

1) Data transter 1ron Jevice (Aj ¢ gevice (8)

o [Deta set)

[Acknowiedge}

{Data set)

(Error) x -
[Communication error} =

B —— O CREY 1Y
(the same date
as above)

-

{Acknowiedge]

2) Device (B) rejects the data re—transmited, and

quits data trancter

Device (A}

i

Data set)

[Acknowiedge] -

(Error) x — [Datz set)

[{Communication error | —— i

(Quit) - [Rejection]

3) Device (A) immediateny quite dgatas transter.

et {Datz set]

{Acknowlecge] -
(Error) x — [Data set]
[Rejection] - (Quit)

[}

— ey

-




Rhythm Machine

Model R~ 8

[1. TRANSMITTED DATA

B Channei Voice Message

@ Note otf
Status Second Third
9nH kkH 00H

kk = Note number OH - 7FH (0 - 127 )
n = MIDI Channel OH - FH (1 -16)

@ Note on
Status Second Third
9nH kkH vvH

KK = Note number OH - 7FH (0 - 127 )
vv = Velocity OlH -7FH (1 - 127)
n = MID! Channel OH - FH 1 -16)

Note number (0 — 127 or OFF), and transmitting channet (1 - 16) can be set for each
instrument. An instrument whose note number is set at OFF cannot send any Note
event.

The period between a Note On and the subsequent Note Off is in the range of 25ms
and 50ms. If, however, another note is made on the same instrument before the Note
Off for the previous note is issued, a Note Off for the previous note precedes the new
Note On.

The R-8 does not transmit a note event if the Function switch is set at CHANNEL
MESSAGE = OFF.

@ Controi change

> Modulation Depth

Status Second Third \\
BnH O1H v  (MSB) L ,
BnH 21H vvH (LSB)

7 General purpose Controller - 1

Status Second Third
BnH 1OH vvH (MSB)
BnH 30H vvH (LSB)

Z Genersi purpose Controller - 2

Status Second Third
BnH 11H vvH (MSB)
BnH 31H vvH (LSB)

~ General purpose Controller - 3

Status Second Third
BnH 12H vwH (MSB)
BnH 32H vwH (LSB)

"~ General purpcse Controller - 4

Status Second Third
BnH 13H vwH (MSB)
BnH 33H vvH (LSB)

. Genersl purpose Controlier - 5

Status Second Third
BnH S50H vvH

"~ General purpose Controller - 6

Status Second Third
BnH 3iH vwH

 General purpose Controlier - 7

Status Second Third
Bnk 32H vvH

MIDI Implementation

Date Sep. 30 1988

Version : 1.00

" Genersl purpose Controller - 8

BnH 33H vvH

vv = Performance parameter vaiue OH - 7FH (0 - 127) L
n = MIDI Channel OH - FH (1 -16)

Instruments and Performance parameters can be assigned (o each of 9 controls
(Modulation Depth and General purpose controllers (1 - 8)). These 9 controls | may
be set to have no Performance parameter.

If an instrument has an assigned control number, it is sent with the current
performance parameter value which is sent through the Control Change just before
the Note event is sent.

Table * 1 - 1 relates Performance Parameter values to those actually transmitted by
a Control Change. Since a Performance Pitch value requires 2 bytes for being
transmitted, Control Number 21H, 30H, 31H,

32H or 33H is used as the lower byte. The Performance value of Decay,

Nuance or Pan can be expressed in ! byte and does not need such Controi Number.
General purpose controllers, 3 - 8 have no Control Number usable as lower byte and
are not used in transmitting Perfomance Pitch.

No Control Change is transmitted when the Function switch is set at CHANNEL
MESSAGE = OFF.

* 1 -1 Control Change Value

- 4800 -> 0400H 0000H-0407H -> - 4800
- 4790 -> 0410H 0408H-0417H -> - 4790
- 4780 -> 04204 0418H-0427H -> - 4780

3E68H-3ETTH -> - 0090
3E78H-3FOTH -> - 0080
JFO8H-3FLTH -> - 0070

- 0090 -> 3ET0H
- 0080 -> 3FO00H
0070 -> 3F10H

3FB68H-3F77H -> - 0010
JF78H-4007H > 0000
4008H-4017H -> - 0010

- 0010 -> 3F70H
pitch 0000 -7 4C00H
0010 -> 4010H

+

4088H-4077H -> - 0070
4078H-4107H -> - 0080
4108H-4117K -> - 0090

0070 -> 4070H
+ 0080 -> 41004
. ~ 0096 -> 4110H

+

TB58H-TB6TH -> - 4780
TB68H-TBTTH -> - 4790
7B78H-TFTFH -> - 4800

+ 4780 -> 7B60H
+ 4790 -> 7B70H
- 4800 -> 7COO0H

- 63 > OlH O1H -> - 63
- 62 -> 024 028 -> - 62
- 01 -> 3FH IFH > - 01
decay 00 -> 40H {0H > 00
| =01 - JdIH 41 > - 01
~ 62 -> TEH TEH > - B2
+ 63 -> TFH TFH -> - 83
-7 - 08d 00H-0BH -> - 7
-6 -> LO0H OCH-13H -> - 6
3 -> 18H 14H-1BH -> - 3
1 -+ 380 34H-3BH -> - 1
nuance 0 > 108 3CH-43H -> ¢
b 488 44H-4BH -> - i
5 > B8H 64H-6BH -» - 5
5 - T0H 8CH-73H -> - 5
=7 0 T8H T4H-7FH > - 7
0 (L3} > 08H 00H-0FH -> 0 (L)
(L) > 18K 1OH-1FH > 1 (L2)
2 {L1) -> 84 20H-2FH -» 2 (LD
pan 3 > 38H J0H-3FH > 3 ()
4 (R1} > 48H A0K-4FH > £ (RD
3 (R > 38K S0H-3FH > 5 (R2)
5 (R3) > 58K 50H-6FH > 5 (R3)
7 O(OFF) - TFH 7

T0H-TFH {OFF)
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M System Exclusive message

Status
FOH : System Exclusive
'7H : EOX ({(End of Exclusivé) ~777 77

With the R-8, the System Exclusive Message can be used te transmit sound parameter
of each instrument and Bulk Dump " Load of sequence data, set - up data and one
pattern.

For details refer to para. 4. Exclusive Communications and "Roland Exclusive
Messages”.
B System common message

@ Song position pointer

Status Second Third
F2H 11H hhH

OH - 7FH 127)
OH - 7FH (0 - 127}

il = song position (LSB)
hh = song position (MSB)

Transmitted in one of the following operations :
Song Play mode - measure reposition or measure seiection Pauern Play or Real Time
Write mode - bar reposition or bar selection

@ Song seiect

Status Second Lo Q
F3H ssH .

ss = song select OH-9H (0 -9

Transmitted when a Song is selected in Song Play mode.
I System Real Time message

® Timing Clock

Status
F8H

Transmitied when Sync mode is other than MIDI, even in non - play period.
@® Start

Status
FAH

Transmitted upon pressing START Key for initiating play with Sync mode set at other
than MIDL

@ Continue

Status
FBH

Transmitied when CONTINUE START is made for initiating play with Sync mode set
al other than MIDIL

@ Stop

Status
FCH

Transmitted when STOP is made with Sync mode set at other than MIDL
@ Active Sensing

Status
FEH

Transmitted for checking MID! connection between R 8 and external
equipment.
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2 RECOGNIZED RECEIVE DATA (NSTRUMENT SECTION,

B Channel Voice Messsge

8nH kkH vvH
9nH kkH O0H

Kk = Note number OH - 7FH (0 - 127}
vy = Velocity ignored
n = MID! Channel OH - FH (1 -16;

Mutes the sounding notes upon receiving a Note Off message if the Function switch
is set at NOTE OFF = ON.

@ Note on
Status Second Third
9nH kkH vwH

kk = DNote number OH - 7FH (0 - 127}
vy = Velocity OIH - 7FH (1 - 12T
n = MIDI Channel OH - FH (4 - 16)

When the R -8 receives a Note On on the channel assigned Lo the Instrument Section,
it sounds the instrument assigned that Note Number.

In the case when one or more instrument has been set to the same Note Number, up
to 12 instruments can sound simultaneousiy ; if more than 12 instruments have the
same Note Number, priority is given to iarger Instrument Numbers.

The R 8 ignores note events if Function switch is set at CHANNEL MESSAGE =
OFF.

® Control change

Panpot
St‘“atu!»\ Second Third
BaH ! OAH vvH
vy o= Panpot oH TFH O - 12T *2

n = MIDI Channel OH - FH - 163

When the R 8 receives a PANPOT with the Function switch set at PANPOT = ON:
Every time the R-8 receives a Note On on the receiving channel of the Instrument
Section, it sounds on the PANPOT position untif the Panpot having different value is
given.

Refer to Tabic *2- 1 for the relationship between Panpot vaiues and positions of the
instrument.

The R-8 does not recognize Panpot if the Function switch is set at CHANNEL
MESSAGE = OFF or PANPOT = OFF,

* 2 -] Control Change Value ( Panpot )

00H-12K -> 0 (L3)

13H-248 > 1 (L2)

: 25k-36H -> 2 (LD)

pan : 3TH-48H -> 3 ()
49H-5AK -> 4 (RD)

5BH-6CK -> 5 (R2)

6DH-TF -> & (R3)

_. Modulation Depth

Status Second Third
Bnii 01H vl OMSH:
BnH 21H vvH (LSH:

. General purpose Controlier - 1

Status Second Ihird
BnH JOH v (MSB;
BnH 301t vwi o (LSH

E8
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]

b

> Genersi purpose Controiler - 2

Status Second Third
BnH 11H vvH  (MSB)
BnH 3t it (LSB)

> General purpose Controiler - 3

Status Second Thud
BnH 12H vwH  (MSB)
BnH 32H vvil  (LSB)

 General purposse Controller -~ 4

Status Second Third
BnH 13H vwH (MSB)
BnH 33H vvH (LSB)

C Genersi purposa Controller - &

Status Second Third
BnH 30H vvH

. General purpose Controller - 6

Status Second Third
BnH 31H vvH

> Generai purpose Controller - 7

Status Second Third
BnH 52H vvH

" General purposs Controller - 8

Status Second Third
BnH 33H vvH .
\
vv = Performance parameter value OH - 7FH (0 - 127} * 1 -1 At y
n = MIDI Channei oH - FH (1 16}

instruments and Performance parameters can be assigned to each of 9 controis
(Modulation Depth and General purpose controllers (1 - 8)). These 9 controis may be
set 10 have no Performance parameter. (This assignment is in common with that of
transmitter.)

When the R-8 receives Modulation Depth or General purpose controllers (1 - 8) on
the Receiving Channel of the Instrument Section, it memorizes the value with Control
Number.

Upon receiving a Note On, and if an instrument has an assigned Control Number, the
R -8 sounds the Performance Parameter which has been converted from the value
memonized in the Control Change.

Refer to Table * | - 1 for relationship between received Control Change values and
Performance Parameters.

The R 8 does not recognize Control Change if the Function switch is set at CHANNEL
MESSAGE = OFF,

® Program change

Status Second
CnH ppH

{Pattern Play mode)
pp = Program number OH - 63H (1 - 100)
n = MIDI Channel OH - FH (1 -16)

When the R 8 receives a Program Change on the Basic Channei” (instrument Section
receiving channel) in Pauern Play mode with the Function switch set at PROGRAM
CHANGE = ON, it changes the Paltern number to the new number (one number
smaller than the program number!.

iSong Play mode)

pp = Program number OH -7H (1 3)
TFH (128)
n = MIDI Channel OH - FH {1 - 16)

When the R 8 recerves a Program Change on the Basic Channel -Instrument section
recewving channel) in Song Play mode with the Function switch set at PROGRAM

CHANGE - ON, ot changes the Feel Patch number (0 the new number {one number
smaller than the program number:.
Recepuon of TFH <128} has an effect of no  Feet Pateh.

The R 8 ignores Program Change when the Function switch s set at CHANNEL
MESSAGE = OFF or PROGRAM CHANGE - OFF.

B System Exclusive message

Status
FOH : System Exclusive
FTH : EOX (End of Exclusive)

With the R-8 the System Exclusive Message can be used to receive Sound Parameter
of each instrument and Bulk Dump.’Load of Sequence data,

Set - up data and one pattern.

For details refer to para. 4. Exclusive Communications and "Roland Exclusive Message™.
The R-8 ignores Exclusive Message if the Function switch is set at EXCLSV RX =
OFF.

B System common message
@ Song position pointer

Status Second Third
“2H 11H hhH

]

OH - 7FH (0 127
OH - 7FH (0 - 127)

I - song position (LSB)
hh = song position (MSB)

Recognized only when the R-8 is in stop with Sync at MIDL

When the R-8 receives Song Position Pointer in Song Play mode it cails the position
in the song and when in Pattern Play mode or Real Time Write mode, the position
in the pattern.

@ Song select

ss = song select OH - 9H (0 -9)

Recognized only when the R 8 is in stop with Sync at MIDL
When received in Song Play mode, it changes the songs.

8 System Real Time message
@ Timing Clock

Status
F8H

Recognized only when the Sync mode is set at MIDL

@ Start

Status
FAH

Recognized only when the Sync mode is set at MIDL

@ Continua

Status
FBH

Recognized only when the Sync mode is set at MIDL

@ Stop

Status
FCH

Recognized only when the Sync mode is set at MIDL
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[3RECOGNIZED RECEIVE DATA (PERFORMANGE SECTION 1- 4)|

B Channel Voice Message

@ Note off

Status Second Third

8nH kkH vvH
9nH kkH 00H

kk = Note number OH - 7FH (0 - 127}
vv = Velocity ignored
n = MID! Channel OH - FH (1 -16)

When the Function switch is set at NOTE OFF = ON, the received Note Off message
mutes the sounds being reproduced.

@ Note on
Status Second Third
Y9nH KkH vvH

KKk = Note number OH - 7FH 0 - 1273
vv o= Velocity 0lH - 7FH (1 - 127}
n = MID! Channel OH - FH (1 - 16)

All sections can be assigned a channel (] - 16) or OFF.
When the R 8 receives Note On on the MIDI receiving channel of a Performance
Section, the instrument allocated to that section will sound.

The Performance parameler to be controlled by Note number can be selected from
pane! operation for each section. Received Nole number
will be converted into the Performance Parameter before the instrument is reproduced.

When Instrument Section and Performance Section are set at the same receiving
channel, priority is given to the Instrument Section. If more than one Performance

Section is set at the same receiving channel. they are reproduced simuitaneously.

The R-8 ignores Note event when the Function switch is set at CHANNEL MESSAGE
= QFF.

@® Control change

" Panpot

Status Second Third

BnH OAH vvH

vv = Panpot OH - 7FH (0 - 127) *2-1

7 = MIDI Channel OH - FH (0 -16)

When a Panpot is received with the Function switch set at PANPOT = ON, the
subsequent Note On's on the same channei cause the instruments to sound on the same
position. To change the position Panpot of different value must be issued on that
channel. Refer to Fig. * 2 - 1 for Panpot values vs Positions.

Panpot is ignored if the Function switch i1s set at CHANNEL MESSAGE = OFF or
PANPOT = OFF.
Z Modulation Depth

Status Second Third
BnH O1H vvH

" Genera! purpose Controller - 1

Status Second Third
BnH 10H vvH

Z. General purpose Controlier - 2

Status Second Third
BnH 11H vvH

C Ge purpose Controlier - 3
Status Second Third
BnH 12H vvH

C Genersl purposs Controlier - 4

Status Second Third
BnH 13H vvH

C Generat purpose Controlier - &

Status Second Third
BnH 50H vvH

C General purpose Controlier ~ 6

Status Second Thirg
BnH 51H vvH

C Genaera! purpose Controlier - 7

Status Second Third
BnH 52H vvH

 Genera! purpose Controlle - 8

Status Second Third

BnH 53H vvH

vv = Performance parameter value OH - 7FH (0 - 127) *] -1
n = MIDI Channel OH - FH (3 - 16)

A control  {Modulation Depth, or General purpose controllers (] - 8)) and a
Performance Parameter can be assigned to each section (No - Control - change —
received can also be set).

The R:8, when it receives a Control on the receiving channel of a particular
Performance Section, memorizes the value for that section, and converts this memorized
value to generate the Performance Parameter when it reproduces a sound upon
regeiving a Note On.

Refer’yo Table * 1 - 1 for relationship between received control change values and
performance parameters.

The R-B does not recognize Control Change if the function switch is set at CHANNEL
MESSAGE = OFF.
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[4_EXCLUSIVE COMMUNICATIONS |

With the R 8, Exclusive One Way Messages can be used for transferring of sound
parameters and bulk dumping,”loading of the internal memory.

In Exclusive message, the model 1D is expressed by 28H and device 1D by the basic
channel number. In actual data, the value of device ID is smaller the basic channel
number by I.

B ONE - WAY COMMUNICATIONS

Request Data RQIL 11H

byte Description

FOH Exclusive status

41H Manufactures 1D (Roland)
DEV Device ID

28H Model ID (R-8)

11H Command [D (RQD)

aaH Address MSB

aaH Address

aaH Address

aaH Address LSB

ssH Size MSB

ssH Size

ssH Size

ssH Size LSB

sum Check sum

F7H EOX (End of exclusive)
Data set DT1 12H

byte Description

FOH Exclusive status

41H Manufactures (D (Roland)
DEV Device 1D

28H Model ID (R-8)

12H Command iD (DT 5
aati Address MSB Y,
aaH Address

aaH Address

aaH Address LSB

ddH Data

sum Check sum

FTH EOX (End of exclusive)

The R-8 sends
following cases.

parameter ‘s) DBy using one way communications in either of the

1. One Way Bulk Dump is selected and executed from MIDI Bulk Dump operation.
(A group of designated parameters are sent.)

2. ENTER key is pressed during Sound Edit. (The sound parameters of the sound being
edited are sent.;

The R 8 receives parameter (s) by using one way communications in either of the
following cases.

The R 8's sequencer is stopped and EXCLSV RX of MIDI FUNCTION SW is ON.

Also note that Song data and Pattern data can be received on All songs,
All patterns or one pattern basis while the remaining parameters can be received in
a unit of mapped one byte.

5.PARAMETER ADDRESS MAﬂ

Addresses are shown in 7 - bit hexadecimal

Agdress T NSB LsB
e et 4= fmmmmmmm g oo o= |
1 Binary | 0aaa aaaa | Obbb bbbb : Occc cccc ! 0ddd dddd !
i 7-bit hex. ! AA | BB : cC i bl
B Parameter base address
.- -
| Start |
| address | Description
{ —-——
| 00 00 00 00 | Sound Parameter #1 $5-1 i
! 00 00 00 OA | Sound Paraméter ¥ !
i : | : i
. 0000 09 26 | Sound Parameter #120 !
| -
{00 010006 | Copy Sound Area #5-2 !
. 00 02 0000 ; ROM Card data Area $5-3
| -== -t
i 00 030000 Performance Parameter #A-1 354
! 00 03 00 08 | Perforsance Parameter *A-Z
. | .
00 03 00 78 | Performance Paraseter #A-16
! 00 03 01 00 | Performance Parameter 2B-1
i : i :
! 00 03 01 78 | Performance Parameter #B-16
| 00030200 | Performance Parameter (-}
. . | . )
i 00030278 Performance Parameter 3C-16
00 03 03 00 | Performance Parameter 3D-i
! : i : i
00 03 03 78 {  Performance Parameter 3D-16
00 03 04 00 | Performance Parameter 3E-1
.00 0304 78 | Performance Parameter *E-16
|00 03 0500 | Performance Parameter M-1
’ : 1 :
|00 03 05 78 | Performance Parameter :M-16
100 04 00 00 | Feel Patch #0 £5-5
{00 04 00 5C | Feel Patch 21
! : i :
© 00 04 05 04 | Feel Patch #7
00 05 00 00 |  Assign Area #5-6

00 PTN 00 data Area
PTN 01 data Area

PTN 99 data Area
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¢ Offset
i address Description
00 00 . 0000 aaaa Pitch data bit3-0 0 - 480
00 01 | 0000 bbbb : bit7-4
00 02 | 0000 000c : bit8
00 03 | 0000 0COz sign Pitch 0 - 1 {b=plus
i 1=minus)
00 04 | Oaaa aaaa Decay for Partial-l1 0 - 127
00 05 : Oaaa aaaa becay for Partial-2 0 - 127
00 06 | 0000 aaaa Nuance 0-15
00 07 | 0000 azas Output 0- 14
i (LEFT3-1, CENTER, !
i RIGHTI-3, MULTI1-8}1
00 08 | 0000 aaaz Assign Type 0-9 i
! (EXC1-8, MONO, POLY) |
00 08 . 0000 faaa Curve 0-1 !
1 - 8 :

Total size 00 00 00 0A

+3 1 Copy Sounc Area

0ffset
address Description
00 00 | Oaaa aaas Source inst no. #1 G- 119

00 01 | Oaaa aaaa Source inst no. #Z 0 - 119

00 19 | 0Oaaa aaas Source inst mo. %26 0 - 118

00 1A} " Copy Sounc hame #1 #5-2-1
00 21 ¢ Copy Sound hame $2
0] 49 ¢ Copy Sound hame #26

Total size 00 00 0! 50

0ffset
address Description
G000 tamsaan oy Sowe hame chari % 127
iy Oé l OaaaAaaaa Copy éound Name char.? 32 - 127
"""""" towl sz wwoeo

Offset
address i Description
_______________ e e e
00 00 | Oaaa aaaa ROM Card data 0 - 127
M 2 N
I i4 31 | Oaaa aaaa ROM Card data 0 - 127 !
Total size 00 00 14 32 i

The data 1 this ares will be read in when LOAD ROM is executed in Card mode.
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%3-4 Performance Parameter

¢ 0ffset
address . Description

00 00 i 0000 aaaa Pitch data bits-0 0 - 480
i 00 01 : 0000 bbbb : bit7-4

00 02 @ 000¢ 000c : bit8

00 03 @ 0000 009z sign Pitch 0 - 1 {0=pius

I=minus)
i 00 04 | (a3as aaaa Decay -63 - +63
: 00 05 ¢ 0000 aaaa Nuance BV |
i 00 06 i 0000 Qaaa Pan 0-17
; . (LEFT3, 2. 1, CENTER,

! | ; RIGHTL, 2, 3, OFF)
i 00 07 | Oxxx xxxx | dummy (ignored i{ received)
i Total slze 0C 00 00 08

* 7' s-complement

#5-5  Feel Patch Parameter

Offset
address Description
00 00 | Oaaa aaaa inst no. 21 ¢ - 18
00 07 | Oaas aaaz {nst no. =8 0 - 119
00 08 ! 000C dcba inst sw. #
a : Velocity 0 - 1 (OFF,ON)
b : Decay 0 - 1 (OFF,ON)
! i ¢ : Pitch 0 - 1 (OFF,ON)
i d : huance 0 - 1 (OFF, 0N}
i 00 0F + 0000 dcba inst sw. =8
: ; a : Yelocity 0 - 1 (OFF, 0N
b : Decay G- 1 (OFF, 0N
¢ 1 Piteh 0 - 1 (OFF,0N)
¢ \«.‘ d : Nuance G - 1 (OFF,ON)
R el
* 00 16 . 000C dcbe  Kandom sw
a : Yelocity 0 - 1 (OFF, ON)
b Decay 0 - 1 (OFF, 0N)
¢ @ Pitch 0 - 1 (OFF, 0N
¢ © huance 0 - 1 (OFF, 0N
06 11 | 0000 aaaa Random Probability for Vejocity 1 - 8
0C 12 ' 0000 aaaa Kandor Probability for Decay 1B
00 13 | 0000 aaaa Randos Probabliity for Pitch i-8
00 14 : 0000 aaaa Randow Probability for Nuance 1-8
i 00 15 | 0000 0aaa : kandom Depth for Velocity P-4
00 16 | 0000 0aaa ' Random Depth for Decay 14
00 17 i 0000 Oaaa Randos Depth for Pitch 1 -4
00 18 ¢ 0000 Daaa Kandok Depth for Nuance Ped
_______________ e e b e e o e e e
00 18 | 0000 dcba | Groove sw.
! i & Velocity 0 - 1 (OFF,ON)
i i b Decay 0 - 1 (OFF,ON)
! i ¢ Pitch 0 - 1 (OFF,0M)
| d : Nuance 0 - 1 (OFF.0%)

! (174, 176, 1/8,
1/12,1/16, 1724,
1/32)
,,,,,,,,,,,,,, e e e el

00 1C i Groove Yelocity offset #]  #5-5-)

00 2A ! Groove Velocity offset 28

06 2C Groove Decay offset £) #5511

00 34 Groove Decay offset =8

0¢ 3C Groove Pitch offset &) 55 ]

00 44 Groove Pitel offsel sk



00 4C Groove \uance of fset &l #5-5-1 . #5-3 MIDI Parameter Area
00 3A Groove Yuance of {set 8 i Offset
—————————————————————————————————————————————————————————————————————— i address Description
Total size 00 00 00 5C Pommmmmmo B bttt ettt
rrrrrrrr e oo sioooooeooooooo i 00 00 0000 aaaa Tx Channel 71 [
¢ H | 1 - 16
13-5-1 Groove offset ! N : : ‘
----------------------------------------------------------------------- . l 00 77 | 0000 asaa | Tx Channel #120 0-15 |
! 0ffset i ; i i 1 - 18
address | Description | s Smommememmosrmesesomoom oo
TR Ao memSSoemmmmamsse—mooosossso—ssss | | 00 78 i 000a aaaa | Rx Channel(Perform Section #1) 0 - 16
! 00 | O0aaa aaaa | absolute value 0-99 | | { | (1-18, OFF)
01 | 0000 000a | sign bit 0-1 | | 00 79 | 000a aaaa | Rx Channel(Perform Section #2} 0 - 16
i i (0=pius, i=winus) | | ! i (1-16, OFF) i
-- - | i 00 TA | 000a aaaa | Rx Channel(Perform Section #3) 0 - 16
| Total size | 00 00 00 02 i f | i (1-18, OFF)
| 00 7B | 000a aaaa | Rx Channe!l(Perform Section #4) 0 - 16
| | I (1-16, OFF} |
#5-6 Assign Parameter | t
"= B mmmmmmmmmmm oo - + | 00 7C | ! Note no. assign %1 #5-8-1
; Offset ! ! 1 00 7E | Note no. assign #2 #5-8-1
address Description : i : i : :
i | 02 6A | . Note no. assign 2120 *5-8-1
00 00 | Oaaa aaaa insts (Pad A-1) - 118 [ -mmmmmmm oo B i
L : ; : i i 02 6C i 0000 dcba : Function sw.
00 OF ; 0aaa aaaa : inst® (Pad A-16) - 119 i i | i a: CH MESSAGE 0 - 1 (OFF,ON)
00 10 | O0aaa aaaa . inst3 (Pad B-1) - 119 ! | ! © b : NOTE OFF 0 - 1 (OFF, 0N
: : : | i ¢ : PANPOT 0 - 1 (OFF,0N)
00 IF i Oasa aaaa : Inst# (pad B-16) - 119 i i i d : PGM CHANGE 0 - 1 (OFF,0N)
00 20 © Oaaa aaaa . Inst# {(Pad C-1) - 119 {
B : ' : H i 02 8D | ' Control Change Paraseter #5-8-2
i 00 2F . Oaaa aasza ' inst? (Pad C-18) - 118 | jmmmmm e mmmmm g oo e *
; 00 30 © Oaaa aasa | Inst# (Pad D-1) - 118 [ i 02 7F _. i Performance Section 21 #5-8-3
I : i : i ! 03 05 | i Performance Section 32 45-83-3
00 3F Jaaa agaa | inst# (Pad D-16) - 119 ! i : | : :
00 40 0aaa asaa | inst# (Pad E-1) - 119 ! ! 03 11| ! Performance Section 34 #5-8-3
H : : i . R i E e -
00 4F Jaaa aaaa inst® {Pad E-16) - 119 i { Total size i 00 00 03 17
v
.............. et R - ; 3 [N - e
00 50 | Oaaa aaaa . insts (Display assign #2) - g
00 51 - Oaaa aaaa @ inst? (Display assign 33) - 18 #5-8-1 Notes assign
00 52  Oaaa asaa : inst? (Display assign #4) - 19 Bt e
--------------------------- e ! Offset
00 33 0aaa aaaa insts (Muiti) - 118 ! i address i Description
_______________________________________________________________________ | =--= — - _—
Total size 00 00 00 54 : i 00 | Oaaa asaa | note no
--------------------------------------------------------------------- + 0000 000a | ON/OFF flag 0-1

i Offset
address Description
; 00 00 0000 aaaa | Qutput
00 03 0000 aaaa | Output
00 77 6000 aaaa Output

Level 31 0- 15
Level 3 0 - 15
Level #120 0-15

01 ¢

! Offset |
i address i Description
i ¢ Modulation
! 00 | Oaaa aaaa Control inst# 0 - 118
01 ¢ 0000 Oaaa Control Parameter 0-4
; (Pitch, Decay,
i Nuance, Pan, 0ff)
i i i General purpose Controller |
i 02 I 0aaa aaaa Controi inst# 0 - 119
i 03 ¢ 0000 0aaa | Control Parameter 0 -4
! General purpose Controller 2
i 04 | Oaaa aaaa Control {nst# 0 - 119
05 i 0000 Oaaa Control Parameter 0 -4
! General purpose Controller 8
| 10 | Oaaa aaaa Control inst# 0 - 119
! {11 0000 Oaaa Controi Parameter 0-4
Total size 00 00 00 12
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+5-8-3 Performance Sectjon

Offset

address bescription
00 Oaaa aaaa . Conirol insts 0- 118
01 0006 00aa Parameter (hoter Controlled) 0-3
(Pitch, becay,
Auance, Pan}
02 Oaaa aaaa ' Center note no. 0- 127
03 Oaax aaaz . Keypoard follow 6 - 99
04 0000 aaaa . Control change no. 6-9
(Modulation, |
Controller 1-8, !
: i OFF)
05 0000 00aa | Parapeter(Control change) 1-3
(Decay, i

huance, Pan)

*5-G System datz Area

Offset
address Description
00 00 0000 00aa Sync mode 0-2
(INTERNAL,
MIDi, TAPE)
0 0 0000 aaaa ROLL Resolution P9

(174, 1/6, 1/8,
1/12,1/16, 1/24,
1/32. 1/48, HIGH)

oG 02 Metronome set +5-9-)
00 06 User function %0 #5-6-2
0C 16 User function =}

0: 16 User function 8

01 26 Macro =0 #3-4-3
01 4D Macro =]

04 05 Macro 29

Total size 0C 00 04 2C

Offset
address Description
0¢ 0000 Oaaa [nterval 1-7
(1/4,1/6,1/8,
1712, 1716, 1/24, |

: i 1/32)
01 t 0000 00aa : Mode 0-2 i
: i (OFF, EMPTY, EVERY) !
02 | 0000 aaas i Level 0 - 15
03 { 0000 aaaa : Output 0 - 14
! (LEFT3-1, CENTER,
RIGHT1-3, MULT11-8) !

Total size £ 00 00 06 04

#5-9-2 User function

0ffset
address Description
00 Gaaa aaaa keys (LINE OD) 0 - 52
01 0asa aaaa keys (LINE 02) ¢ 52
oF Oaas aada Keys (LINE 16) o 5z
Total size 0C 06 00 10
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*5-9-3 Macro

o Offset

address Description
00 000z aaaa ' Macro note lLengih 16
01 0000 dcba Norma! timing (stepl-4)
¢ a: stepl ON/OFF flag o1
(OFF, OK)
i b stepZ ON/OFF flag -1
! (OFF, ON)
! c: step3 ON/OFF {lag G- 1
| : i (OFF, ON)
! i | d: stepd ON/OFF flag 0-1 i
! i {OFF, ON) ;
02 © 0000 dcba : Normal timing {step5-8)
03 ! 0000 dcba Normai timing (step$-12)
04 | 0000 dcbe Normal timing (stepl3-16)
035 0000 dcba | Flam timing {(stepl-4)
i a: stepl ON/OFF flag 0- 1
(OFF, ON)
! b: step2 ON/OFF flag 0-1
' i (OFF, ON)
' ¢ step3 ON/OFF flag 0-1
; i (OFF, ON)
i d: stepd ON/OFF flag 0-1
. . : (OFF, ON)
06 ' 0000 dcba i Flam timing (step3-8)
07 ¢ 0000 dcba | Flae timing (step%-12)
08 . 000D dcba | Flaw timing (stepl3-16)
Relative velocity {step 2}
! 09 | 0aaa aaaa | absolute value 0- 99
0A 0000 0002 ! sign bit 0-1
. Relative velocity (step 3)
0B 0aaa aaaa '  absolute value ¢ 99
oC 0000 0002 :  sign bit 0-1
¢ \ | Relative velocity (step 16)
i \\ 25 0aaa aaaa '  absolute value 0- 99
26 0000 0002 | sign bit 0 1

Total size * 00 06 0C 27

#5-10 Song data Area

Datz inciuded in the area are: Song data. Song name. Song chain and Inftial parameters
of Songs 0 to 9.

¥hen the data in this area are transmitted from Bulk Dump operation, the size of the
data depends upon that of Song data.

If you want to send Data Reguest to the R-8& in this area, set the address to
01 00 80 00 , and the size to 01 00 00 00.

The R - & ignores Data Requests designating different address or size.

No data in this area can be transferred in units of one byte.

¢5-11 Pattern data Area

Data included in the area are: Rhythe data, Time signature, Number of measures, Flam
interval, Flam ratio, Shuffle point, Shuffie delay, Feel patch nueber in each pattern,
and Pattern names.

¥hen -the-dats- in- this -area are-transmitted -from-Bulk Dump operation,

the size of the data depends upon the number of notes.

If you want to send Data Request to the R-8 in this area, set the address and the size
as follows.

one patiern seeeee- address = the address of the pattern
size = 00 02 00 0O

all pattern seeces- address = 02 00 00 00
size - 01 48 00 00

The K- & ignores Data Requests designating different address or size.
No data in the area can be received in unit of one byte.




St i

Address

00 20 00 00

00 91 00 00

00 92 00 00

00 03 00 00

90 94 20 00

00 95 00 00

00 26 20 00

90 97 06 00

09 28 00 00

a1 90 20 90

92 20 00 00

Address Map

WIDi Param.

System data

Song data

Pattern data

Sub bdlock Reference

Inst #119
o +
| Inst #120
poemm .
| 5-2 |
..................... pmmemmor
i 5-3
g [P pommmm *
bACL | 5-4 !
pummmmomooes LIPS pommmens -
i A2 i
i M-15
PR
P M-16
JORE
20 |53
3l

FO N »»;:54 .

e T-;:;<,,.

PPN TA;:;éf_.
PTN 00 5-11

";;;’;i ............ fmmmmmn e

T

s
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Rhythm Machine (Instrument Section) Date
Model R —8 MIDI Implementation Chart Version : 1.00
. Transmitted Recognized Remarks
Function <+
Basic Default 1-16 1-16 Memorized
Channel Changed 1-16 1-16 (Non - volatile)
Default Mode 3 Mode 3
Mode Messages X X
Altered X kK K K ¥k Kk % ¥ %
Note ) 0-127 * ¥ 0-127 * X Assignable to each
Number True Voice % % k % % % % % * instrument
. Note ON * On v=1-127 * 8b v=1-127 n=Inst Ch %% x
Velocity . _ .
Note OFF X 9n v=0 X b = Basic Ch
After Key's X X
Touch Ch's X x
Pitch Bender X X
1. 33 * * Modulation
10 X * Panpot
16. 48 * * General purpose control — 1
17. 49 * * General purpose control — 2
18. 50 * * General purpose control — 3
18, 51 * % General purpose control — 4
Control
Change C oy
80 * * General purpose control - 5
81 * * General purpose control ~ 6
82 * * General purpose control — 7
83 * * General purpose control — 8
Prog % *
Change True # % % % % % % % % %
System Exclusive O *
Song Pos o O SYNC = MIDI
System
Song Sel O O SYNC = MIDI 0-9
Common
Tune X X
System Clock O SYNC = INT/TAPE O SYNC = MIDI
Real Time Commands O SYNC = INT/TAPE O SYNC = MID!
Local ON,/OFF X X
Aux All Notes OFF X X
Message Active Sense O X
Reset X X
Notes - % - - Can be set to O-or X manually and memorized.
* % Can be changed manually and memorized.
% % % Transmit channel of each instrument can be changed to 1 to 16
manually.
Mode 1: OMNI ON, POLY Mode 2: OMNI ON, MONO C : Yes
Mode 3 : OMNI OFF, POLY Mode 4 : OMNI OFF, MONOC A No

222

i

Sep. 30 1988



Rhythm Machine (Performance Section) Date : Sep.30 1988

Model R —8 MIDI Implementation Chart Version : 1.00
_ Transmitted Recognized Remarks
Function < -
Basic Default X OFF Memorized
Channel Changed X OFF. 1-16 * % (Non - volatile)
Default X Mode 3
Mode Messages x X
Altered * Kk % k K %k ok k ¥
Note . X 0-127
Number True Voice %k kK Kk K K K
Velocit Note ON X O9n v=1- 127 n = Section Ch
v Note OFF x x
After Key's X X
Touch Ch's X X
Pitch Bender- X X
1 X * Moduiation
10 X * Panpot
16 X * General purpose control — 1
17 X * General purpose control — 2
18 X . * General purpose control — 3
19 X N * General purpose control — 4
Control oy
h
Change 80 X % General purpose control —5
81 e * General purpose control — 6
82 x * ~ | General purpose control =7
83 X * General purpose control — 8
Prog x ~
Change True # % k %k Kk % %k k k ¥
System Exclusive X X
P X X
System Song Pos
Common Song Sel X X
Tune X X
System Clock X X
Real Time Commands X X
Local ON,/QOFF X x
Aux All Notes OFF X X
Message Active Sense X X
Reset X x
Notes % Can be set to O or X manually and memorized.
(for each Performance Section)
% % |f channel is set to OFF, R —8 cannot recognize any message.
Mode 1: OMNI ON, POLY Mode 2: OMNI ON, MONO O : Yes
Mode 3: OMNI OFF, POLY Mode 4 : OMN! OFF, MONO X : No



Il SPECIFICATIONS

R-8: Human Rhythm Composer

® Sound Source

Sampling Frequency : 44.1 kHz

Dynamic Range : 16 bit

Maximum Voices : 32Voices

68 internal Instrument Voices

26 Copy Instrument Voices

26 External Instrument Voices
(On a Sound ROM Card)

(Sound Parameters)
Pitch : + 4 oct (in 10 cent steps)
Decay :0 to 127
Nuance :0 to 15
Output Assign : Multi Out 1 to 8/
Stereo Out (7 level pan)
Assign Type : MONO,/POLY,“EXC1 to 8

Sense Curve :1 to 8

@ Rhythm Pattern

32 Preset Patterns

100 User - Patterns
(Maximum number of bars writable : 99)

Memorized Data : Velocity,/Pitch, Decay,/

Nuance,”/Pan,/Micro Timing

® Song
10 Songs (total of up to 999 parts)

Memorized Data : Initial Tempo,/Initial Level,”

Rhythm Pattern, Repeat,”Tempo Change,~
Level Change Label

@8 Feel Patches

@10 Users Functions (Maximum number of

lines : 16)

@10 Macro Notes (Maximum number of

notes : 16)

@® External Memory
Memory Card : M-256E, M- 256D

® Step Resolution
1,96 note (in Writing)
1,/384 note (in Playing)
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®Tempo : 20 to 250 beats per measure

@ Display
Function Display (2 line, 20 characters)
Graphic Display

Tempo Indicator
@® Control Section

[Front Panel]
Value Slider
Volume Slider
Song Button
Pattern Button
MIDI Button
Instrument Assign Button
Card Button
Utility Button
Sound Button
Performance Button
Feel Button
Define Button
« Cancel Button
?Eunction Button
Macro Button
Pad Bank Button
Multi Button
Scope Button
Cursor Buttons
Page Button
Tempo Button
Level Button
Numerical Keys
Exit Button
Enter Button
Parameter Up,/Down Button
Parameter Select Button
Start,”Stop Button
Roll Button
Flam Button
Shift Button
Key Pads 1 to 16 (with Velocity)

[Rear Panel]
Power Switch
LCD Contrast Control Knob




® Output Jacks
Multi Output Jacks 1 to 8
Stereo Output Jacks (R/L (MONO))
Headphone Jack

@ Connection Jacks
RAM Card Slot
ROM Card Slot
Start,/Stop Jack
Value Jack
Tape Sync In Jack
Tape Sync Out Jack
MIDI Sockets (IN/QUTTHRU)
AC Adapter Socket (* 10V)

@®Dimensions
410 (W) x290 (D) x70 (H) mm

16-1,/8 x11-7/16" x2-3/4

@® Weight 3.1kg./6 |b 13 oz

@ Power Consumption 7 W

@ Accessories
AC Adapter
(ACH series : dedicated to the R-8)
Owner's Manual
Quick Operation Mode Table
Instrument Table
Data flow of each Parameters
Parameter Chart
Guide Book for MIDI

@ Options
RAM Card (M-256E, M -256D)
Sound ROM Card
Pedal Switch (DP-2)
Footswitch (FS-5U)
Foot Volume (EV-5/EV-10)

% The specifications of this product are subject to

change without prior notice, in the interest of

for improvement.

"
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B Index to Functions

[Instrument Setting]

@Editing tone of each Instrument
rSound Parameter Setting-----:----- Page 47

@®Changing Instrument assignment to each
Key Pad

rinstrument Assign - ‘--- Page 40

@Editing Instrument tones for each Key
Pad

crPerformance Parameters -------- - Page 77

@®Assigning one Instrument to the 16 Key
pads then playing it in a changed pitch or
tone in each Key Pad.

rUsing the Multi Assign------------- Page 81
CFAHGNMONTL <« - v v Page 82

®Using a ROM Card

rHow to use a ROM Card---------- Page 43—

@®Using an edited Instrument for another
Instrument
D'Copy Instrument ................... Page 54

@®Saving Instrument data onto a RAM card
EFSAVE e Page 165

®Restoring the Sound Parameter Settings
preprogrammed from the manufacturer
crHow to initialize the Sound

Parameters - --ccccecciiiinneen Page 159

@®Restoring the Instrument Assignment
preprogrammed from the manufacturer
rHow to initialize the Instrument

ASSIGNMENT -« v Page 158
@®Clearing the Performance Parameters.

rHow to clear the Performance

PAr8meters -« -« --c reronnnoeeenn Page 160
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[Rhythm Pattern Writing]

@®Writing a rhythm pattern by tapping key

pads
orDefault Settings for Pattern
w”te ............................... Page 59
Real-time Writing - oo Page 61

@®Writing a rhythm pattern by entering a
step at a time
rDefault Settings for Pattern
Write ............................... Page 59
o Step Writing:- -+ rrrrerreee Page 65

CFSWING - orrrrrrr e Page 84

@®Adding the Flam effect
CrFlam e Page 86

SAdding the Roll effect
FROIl - e Page 88

‘ T
.ﬁlaying performance pattern by tapping
the Key pads once.
Macro Note - - v, Page 89

@®Setting Feel Patch data
rFeel PatCh -  rrrrrrrriiiae e Page 96

@®Changing tones of sound in a rhythm
pattern
crEditing Sequence Parameters: - - - Page 107

®Swapping Instruments in a rhythm
pattern

rinstrument Change ---------------- Page 115

@®Joining two rhythm patterns
D‘Pattern Append .................... Page 116

@®Copying an Instrument’'s rhythm pattern
to another pattern
rPattern Extract-------- oo Page 117



@®Merging two rhythm patterns
crPattern Merge -~ - - Page 119

@®Change the Start point of the rhythm
pattern.
rReframe -~ v Page 120

@®Copying a Preset or a User-programmed
pattern to another User - programmed
pattern

oPattern Copy ----cccrrereeree Page 121

@®Naming a rhythm pattern
rPattern Naming .................... Page 123

®Checking the memory remaining for
rhythm patterns
rAvailable Memory - - Page 152

@Saving rhythm pattern data onto a RAM
card

QA e Page 16'.?

®FErasing the entire rhythm pattern data
oAl Pattern Clear -~~~ oo Page 153

[Song Writing]

@®Writing a song using rhythm patterns
Song Write - -« c-cerrrrs e Page 127

@Repeat piaying rhythm patterns you
specified
CFR@p@at - e Page 129

@Changing the tempo in the middle of a
Song
orTempo Change « -« - rrrmeereer Page 131

®Changing the level in the middle of a
Song
orlLevel Change - -- e raaa e Page 132

@Writing a label in a Part of a Song.
Getting to the label written in a Song.
rlab@l e Page 133

@Deleting the specified Part
gPart Dealate -« --r-rerermrr e Page 135

@®Adding Song Data
rPart Insert -« -t Page 136

®Copying specified Parts to a different
location
Part Copy << Page 138

®Copying the entire Song to another Song
Number
rSong Copy - Page 140

®Erasing a Song data
crSong Clear -+ r-crrrre e Page 141

@®Erasing all Song data
oAll Song Clear -« rcwrmrreeerens Page 153

®Naming a Song
Song Name - - e Page 142

@Saving Song data onto a RAM card
EFGAV@ - v Page 165
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[Song Playing]

@®Playing from the middie of a song (from
a specified bar)
orContinue Play--------- oo Page 143

@®Playing more than one song continuously
rSong Chain @ o rcrersi Page 144

@®Setting the base tempo and level of a
song

orinitial Tempo and Initial Level ----Page 145

®Playing from a labeled position
rSearch Label ---------voveeen Page 146

®Checking the time needed for a song to

be played
=>Time Calculate-----------oovvvees Page 147
rTime Display -« - v reooremeens Page 149

®Playing a song within the specified time
ErTime Set <+ rrrerrrrre e Page 150

®Checking the remaining memory for song
data
crAvailable Memory ~------oooreeees Page 152

[Sync Playing]

®Determining how the R-8 should sync
Sync Mode + - rrrrrrrira Page 167

®Sync’ing to an external MIDI device
MIDI Sync - rrovrrrrrrorraraes Page 169

®Sync’ing to an MTR (multi- track recorder)
Tape Sync:- - - crerrrerrri e Page 170
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[MIDI]

@MID! Structure
rMIDI Structure -~ Page 172

@®Setting a Transmit Channel for each

Instrument
o Transmit Channel -----------«- - Page 173
@®Setting a Receive Channel for each
Section
Receive Channel ~---------rvvvve Page 174

@®Setting a Note Number for each
Instrument

rNote Numbers------- - -+ ovvvvee Page 175

@®Setting Channel Messages, Receive and
Transmit

orFunction Switches ---------- - Page 176

®Setting the Control Changes

rControl Change --------+----+ - Page 180
.?‘
@®External MIDI Equipment

rExample Setups - Page183

®Data Transfer via Exclusive messages

rData Transfer via Exclusive - - Page 186

@®Restore the Note numbers preprogramed
from the manufacturer.
How to initialize the Note

Numbers



B index to Terminology

Ahgn FURGCHIOM e rrermrssrrmssmr e nsnaeees
All Pattern C‘ear ..........................................
A“ Song Clear ..............................................
ASSign TYDe .................................................
AVa”abIe Memor\/ .........................................

Basic Channe| ..............................................
Basic Mode »--ceorrerrmmrerrasesirist s nanaeeses
Buik DUmD ...................................................

Card Mode -++omeemrrrerremerrrnareri e
Center Note NUMDEE ---«wwwreerrrmmermrmmmimmmmamaannae
Channel Message «+---wr--esrrrrrermmmrermmnmaintnns
Channel Message SwitCh reeeeremrmremmmrmeneenes
CONtINUE Play - - rerrrmereemmenresseinmnssiiannns
COPY INSErUMENt: - rreremssesssecrsarsesnsseinneeas

Control Change ............................................

[E]

Edlt Mode .....................................................
Error Message ...............................................
EXC!USiVe Message ........................................

EXC!USiVe SWltCh ..........................................

Feel Edlt Mode .............................................
Fogl Patoh «rerrerrrrreerreememeansiteencintinaeene

Formatting ....................................................
Function SWitCh ...........................................

GrOOVe ..........................................................
GrOOVe Select ...............................................
Groove Step .................................................
GrOOVe SWltCh ..............................................
GrooVe T\/De .................................................

M

[Tl ZALION wrrerrrrmerrmrrrsrrereni e 158
[itia] eV rrrrrrerermmrrrmmerrrii e 145
INIHAl T@MPO +oererrreesrrerrmermuanisss st 145
INStrUMent ASSIQRING - -rrerteerrerssrmmmmnnnnnraseeeees 40
Instrument ASSiQn Mode ................................... 32
[nstrument Change - reeeeeeerssmmremeeunnrnnaeees 115
[NSErUMENTt SECHIOM - rserrrerserrerermmrreeesnieneenniies 172
Instrument Selec«t .............................................. g8
Instrument SWItCh ........................................... 100
Keyboard Follower e mrweerrmmmremnnresmirnraeren 181
LB e+ - rereerrrersmnnnrmnmanrsrerinnen e 133
Level Adjustment .............................................. 21
Level Change:««-rw-srerrerrassenrssmmressesseeiarinniens 132
Load ................................................................ ]66
M]

MACFO MOE - rrrrermrrermrreesssnemseeri i g2
Macro NIOTE ¢ erverrrrrrrrrsnnrssre st raiiatiraneaee 89
Macro Timing SRt e 112
MaIN MOG@ +reerrreeessmresramesinirsairs st 31
MEMOry Card: -« -s--seresersrassrsnusarsnenininciinsies 162
Menu Diplay «+-rrrrerrrrrrsemnsinsste e 34
Metronome Settmg ............................................ 63
Micro Timing Shifteseseererrererm . 113
MIDE MOG@:+e-rrreeeemsmmsssmsemannrsibrs e 32
MIDI SYnC ....................................................... ‘69
Multi Assignment .............................................. 81
[N]

Normal Editing Mode «++erserrvermmsrersmenee 67
NOfmaI Entry ..................................................... 66
NOte MESSAGE: - rerrrrrrrersrtsresssrsmris st 175
NOtE NUMDEE eeeersrrrsemmmrsmmrrenine et 175
Note OFf Mesgage:-wrrrerrrerrrmmmeerrresersseeneesane 177
Note OFf SWitCh «-rrerreereerrrmrermmrees 177
NUBRIGE 7575575385758 e renneseeusn st 49
]

QULDUL ASSIGI rrrrerrererrrssssmsrrssssninnrss s 49
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[P]

Pad Bank «-cererererrmmmrrsas e 18
P v v eeeeere e 49
Pan SWItCH: - -rrrrrrrrrsrmrrsn st 177
PArt <errrrrrrrr e 126
Part Copy e 138
Part Delete «-ewrerrrrrrrrersimrrmees it 135
Part [NSErt - rereeeremrersterrartiniten et 136
Pattern ApPPEnd «rrrrererrrrmsssisssasnaniaassas 118
Pattern Copy - rrrerrrrrrrrserrrrniee s 121
Pattern EXEraCt--r-orerrsrrerrasseensmrsmissetiaae 117
Pattern Merge: - -srrremrmmrrmmrs e 119
PAtterns MOGE «-c-rrrerrrmrrrennmriteeri et 32
Pattern NAMIE -r-ocrreremrrmrrrmet st 123
Pattern Writ@-sosorrrorresrersemrnennes P 58
Performance Edit Mode: -rsrrrermmmammrieeeiins 32
Performance Parameter- - ooeeesrrrreararertrem. 77
Performance SECtion =re-rerrrrerasrrmmmuaaareenne 172
PG e errrrerenrremer e e 47
Proset Pattern -oc-coovrersrrmmmrmsetieiieiei e 23
Probability e 100
Program Change Message «««-= - - vrrerrrmmrmmermaees 178
Program Change SwitCh:errommiaies 178
ProteCt SWITCR - trerrrersrrmrrasseeiiiee 162
[a]

QUUBMEIZE - cevermeerrsrnssre ettt cae i 61
R]

RAM Card -rrerreereremermmmmemeriii e 162
Random Depth «+rrrrrerererermmr e 100
Random FaCtor -cr orrerr o Qg
Random Factor SwitCh «--ererrrrrrmrmmmmemineiiens Q9
Real-time Edit c--eeerereererrorrmsrrrsrnrnetieneen 108
Real-time WHING ----rrrermeermrrssnsrerrrnnnieeeeeaens 61
Receive CRannel -«-oosrmerrrmmrmen 174
ReframeE -orerrerrer e 120
Repeat ............................................................. 129
Rhythm Pattern e 27
RO+ vevsrreeeeem et et 88
ROM Card -roreeerrrrmmeesemmerie e ettt 43
SV e e re e e 165
Scope Editing Mode «-- rrrrrrrmsrrri 68
SCOPE St ---rrv-orrrer e 68
SearCh Label- e rrmremreareee e 134
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SENGE CUIVE -+errrrrmmrrerrnrssnssass sttt 51
Sequence Parameter «-- s 107
SO -+ vemrr e et 27
SONG ClEars-wrrresrrersmrees e 141
SONG Edit rrorrrrerrrrrressrremsense 135
SONG CRAIN werererrrmrnes e 144
SONG COPY rwrrrrrrerrrressesstsnss s 140
SONG MOdE:-wrrrrrrrerorreressmres 32
SONG NAME -errmrrrerrsrneresmresisis 142
SONG WG -orrrerrreeesrrses st 126
Sound Edit Mode  wrrrerrmrrrmrsrrrerin e 32
Sound Parameter: --rreessrrrreeer 47
Sound ROM Card:-wwrsrmrrrrmsrmmmmremmiisneeee, 43
@D -+ e e e 65
Step Edit croererrmeeerrrrrrrrrs s 110
Step WHIHING r-evrerrresrerrsmsrememstnese i 65
SWIMIG -+ rreemerrsrmrms ettt et s e 84
SWING Delay --orreeesrerrrrreersm 84
SWING POINE rreerrrmerssssressiire i 84
SYNC MO +-rrrrrrersrrmmrrtrrettre st 167
[T]

‘TZ}pe GG - w e em s rrme s e 170
TeMpo AdjUSTMENt-=xrreers e 21
Tempo Change -+ - rrrrrrrserrrrreereerssiiiiiniins 131
Time CalCulate - rrrrereremraeeerieeiea 147
Time Display - eerrrrrrsrrsrrrrnm s 149
TimE SEt -vrrrererrmmerrmrrmmrrns e 150
Transmit Channel ---ccorteerrrmmerrem 173
THPlEt BRtry cooeeeeeeerseeresnenn e 66
USET - Patt@rn---«-crreseerrmrmremmssemeieii 24
USErs FUNCHON +-eresermrmsrermseemmm i 154
ULility  eereeerrrrsemssrmsses s 152
Utility Modg rreermeeesssmeessriniine i 32

Ve|ocity ............................................................ ] 07
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