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HEinstrument Table

INST = DISPLAY INSTRUMENT NAME
1 «DRY-K1 DRY KICK 1 51 TAMBRN 1 | TAMBOURINE 1
2 EORY-K2 DRY KIOK 2 5 SHAKER 1 | SHAKES 1
3 *WOOD-K1 | WOOD KICK 1 53 MUTE-CG | MUTE HIGH CONGA
4 «+MBLH-K1 | DOUBLE HEAD KICK 1 54 SLAP-CG | SLAP HIGH CONGA
5 | *DBLH-K2 | DOUBLE HEAD KICK 2 55 LOW-CG | OPEN LOW CONGA
B * SOLID-K soLiokick ] 55 [«*SLID-CG | SLIDE LOW CONGA
7 *ADOM-K1 | ROOM AMBIENT KICK 1 57 AGOGO 1 | AGOGON
8 *ROOM-K2 | BOOM AMBIENT KICK 2 58 #(OCT-AGG | OCTAVE AGOGO
S * MONDG-K | MONDO KICK 59 WHISTL T | WHISTLE 1
0} xwWoDO-51 | WOOD SNAAE 1 B0 WHISTL 2 | WHISTLE 2
W | +DPEN-ST ! OPENSNARE 1 HE e #*CAN 1 can1 ]
i * TIGHT-5 TIGHT SNARE i *»#BACK-S1 | BACK SNARE 3
13 *NICE-81 NICE SNARE 1 83 BACK-T1 |BACK TOM 1
1 * FAT-S1 FAT SNARE B4 BACK-C1 |BACK CYMBAL 1
15 *IMPCT-S_ | IMPACT SNARE B «SPARK 1 {SPARK1 |
T |+ aNAP-BT | SNAP SNARE 1077 8 w*SURE sups T
17 *OUCH-S OUCH SNARE 87 o WHEEL 1 WHEEL 1
8 +AVB-S1 REVERB SNARE B8 REST REST
18 «PICL-S 1 PICCOLO SNARE 1
G *RAIMSHT 1| RIMSHOT SNARE 1
""" 5 YRIMSHT 2 | RIMSHOT SNARE 2 |
2 SOSTK 1 | SIDE STICK 7
:2 . ggﬁ?ﬁ e S]F?ff;'ff 2 oopy | scEl gAY INSTRUMENT NAME
25 *xDARY-TE | DAY TOM 2 T | 4 ] *0CBLH-K3 | DOUBLE HEAD KICK 3
““““ %5 | *DRY-T3 prRYToMa i 2 | i +RMSHT 3 | RIMSHOT SNARE 3
27 «DRY-T4 DAY TOM 4 3| B DOOM-T2 | DOOM TOM 2
28 *R00OM-T1 | ROOM AMBIENT TOM 1 4] DOOM-T3 | DOOM TOM 3
) *A0OM-T2 | ROCM AMBIENT TOM 2 5 | 37 | **CLSD-H2 | CLOSED HIHAT 2
B | *RODM-T3 | ROOMAMBIENTTOM3 || & | @ |»CLSD-H2 | CLOSED HIHAT 3
"""" N | +ROOM-T4 | ROOMAMBIENT TOM 4 || 7 | 38 | *»OPEN-H2 - | OPEN MIHAT £
1 «POWR-T1 | POWER TOM B ! 3 | =0OPEN-H3 | OFENHIHAT 3
13 *POWR-T2 | POWER TOM 2 g ! 4 CRSH-C2 | CRASH CYMBAL 2
u «POWR-T3 | POWER TOM 3 0] 40 CHOK-C1 | GHOKED CRASH CYMBAL 1
35 *POWR-T4 | POWER TOM 4 1] 4@ | SPLA-C1 | SPLASHCYMBAL 1
‘x| Doom-T1 | noomTomM 1| | 4 SPLA-C2 | SPLASH CYMBAL 2
37 #CLSO-HT | CLOSED HIHAT 1 13 | 45 DRYCLAP | DRY HAND CLAP
38 #* OPEN-H | OPENHHAT 1 14 | 46 | *OPEN-D2 | OPEN DRUM 2
3 PDAL-H1 | PEDAL CLOSED HIHAT 15 | 49 | CABASAE | CABASAE
49 CRSH-C1 | CHRASH CYMBAL 1 1§ | 5 | COWBEL2 | COWBELLZ
41 x«MLLT-C1 | MALLET CRASHCYMBALY 1] 17 | 55 HIGH-CG OPEN HIGH CONGA
a2 s AIDE-C 1 RIDE CYMBAL 1 18| s AGDGD 2 | AGRGO 2
43 =+ ROBL-C1 | RIDE BELL CYMBAL 1 18 | 3 | **PLATE 1 PLATE 1
% BELL-C1 RIDE CYMBAL BELL | 87 RING 1 AING 1
85 B0BCLAP | BOB HAND CLAP | o 8| PPE PIPE 1
85 *OPEN-D1 | OPEN DRUM 1 | a8 WBLOCK 1 | WOOD BLOCK 1
47 * TAIKO TAIKO 1 23 | a8 WBLOCK 2 | WoOD 8L.OCK 2
58 CLAVE 1 | CLAVE 1 2 | 85 | »*THRILLR | THRILLER
4 CABASA 1| CABASA 1 35 | 45 | GUNSHT 1 | GUNSHOT 1
50 COWBEL 1| COWBELL 1 % | s SHADOW | SHADOW

* The sound changes by changing the strength of Key Fad hitting or tha setting of Nuance.
x* The sound changes by changing the satting of Nuance.
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e TO GET YO STARTED

Because this booklet is intended to iilustrate the basic steps that might be taken for
creating patterns and songs, many other details are not touched upon. We recommend
that you read through the owner's manual beforehand to gain further useful information.
We are going to create a song using 5 simple patterns written in reai—time. We will
make a few real-time edits, insert some repeat marks and a tempo change, and hopefully
you will understand how easy it is to use the R—8. This exercise uses very simple patterns
which we invite you to copy as we go along, or create your own. (For those of you
who cannot read musical notation, please program the patterns as you wish, but maintain
the same length as our example.) '

Before Starting | B * |

To make sure we stay together through this simple process,

first initialize your R-8 by holding [SELECT| and PAGE
down while turning on the power. Press |ENTER twice and

it's initialized,

*There are other ways of initializing specific parameters.

See the owner's manual on page 158.

Let's Make Rhythm Patterns

, .

We will use the Tempo of 120 BPM. To verify, push | TEMPQ ;,

adjust if necessary, then push { TEMPO again,
Press | PATTERN | and select number 3 for Real—time Writihg.

The display shows :

Pattarn Number
The number of bars contained in the pattern
l l Pattern Name

¥
FTH 22-G1J4450EMD B
RTH T=0d. 4 G=1s16 +

Time Signature Quantize

* You can always exit from any step along the way by pressing | EXIT

if you are not sure of what should be showing in the display.

Waell, now we are ready to proceed one by one with our series

of patterns,



Rhythm Pattern A

The curéd? .is u.nder the pattern number, 32 Using -—‘E/OFF

+1/0N VALUE slider or Numencal keys select a pattern
'.'number in thls case, 90 ' :

.Next, we decide how many bars the pattern is going to

have. Hold | SHIFT | down and press [CLEAR| (key pad 14).
The display shows :

FTH FORMET <FTH 249:
T= fd.- 4 EHE— S

Time Signature The number of bar

..... Lot

and the cursor is under the “BAR=01" position. Now just
press | ENTER | because pattern numbsar 90 is going to be one
bar in length.

@ Now press. START and you will hear the metronome. There

ll ]

is ‘an accent on the “one”.
Count along to make sure you follow, hold down | FLAM | and
press the |SNARE ] (key pad 14) on beat four.

Snare —F 7.
. > e

@ You hear the flam on beat “4". Let's edit the flam now.
Stop the machine.

Hold SHEFT down and press FLAM SET (key pad 7). The

dlsplay shows

L
oy
il

FLan =
£IHTUL

Flam Interval  Vaiue

T <F
Lo

o
—

TRy

Make a big change in the INTERVAL, bring it from 15 to 10
and press Start the machine and you should hear
the difference. Repeat this until you get the flam feel you
desire.

When setting the flam, you can change not only the INTER-
VAL, but the RATIO as well. Use to go back and
forth. INTERVAL changes the amount of time betwesn each
hit, and RATIO determines their difference in volume.

Press .



Rhythm Pattern B

Let's go to pattern number 81. The cursor should be under
the pattern number in the display. Using | =1/0FF|[+1/0N)
select the next pattern, in this case, 91.

Format the pattern the way we did with number 90 except

this time select 4 bars for it's length. Press ENTER | and then
START | You'll hear the metronome.

The quantize resolution is on 1716 and you will notice that
YOU can change the resolution while the pattern is in the
record mode. To change the resclution You can use the VALUE
slider, Numerical keys, or t1/OFﬂL+1/Oiﬂ. Leave it at 1
16 for now. '

Pattern number 91 will be your basic 8-beat rhythm, as

shown :

I suggest you start with the Hihat, playing eighth notes for
the 4 measures.

@ Now let's suppose vou want to do the Hihat again.

Press ESTOP ] Hold | SHIFT | down and press § CLEAR | (key pad

14). The display shows
FTH CLEARE <FTH 91 - 7

IMST=0ALL IMST

Erasing aif the Instrument

This is the stage where YOU can erase everything yvou have
done in the pattern, including the length ; or you can just
erase all of the Hihat, Kick, Snare or whatever you want. In

this case, press the ICLOSED HH | (key pad 11), and it will
appear in the display. Press [ENTER and the Hihat is gone,

and you can do it over again.

There is one other way of erasing, and that is in real—time.
You should practice this once to understand. After you have
programmed your Hihat part again, while the machine is still
playing, hold down "and press the (key
pad 11) down for as long as you want to erase the sound.
To experiment, | suggest you hold it down for the count of
4 and release it for 4, always keeping pressed.
Now that you know how to do this, program the Hihat part
again,

Program the Snare drum on the 2's and 4’s and the Bass
drum as is written above.



Rhythm Pattern C

Press [STOP} and go to pattern number 92. Hold | SHIFT
down, press | CLEAR |(key pad 14), and format pattern number
92 for 2 bars. '

Press {START | The metronome sounds and you will be able
to refer to the bar number indicator in the display.

T 1

om
Tomz A
l' I rl mm«n 11 Crasn
Hihat 3

i -1 ;
Shae )

by

Here we are going to program the first measure first. Count
along and enter 8th notes with the Hihat in the first measure.
Enter the Kick and Snare as written. Add a simple Tom fill
to lead into the second measura. If you make a mistake, it

is easy to create each voice, one by one.

Now, enter a Crash and Kick on the first beat of the second
measure. While the machine is running, (you should have a
full first measure and the Crash on the first beat of the
second) change the guantize resclution to 1,732. On beat
“2" of measure “2" we are going to enter a roll

First, stop the machine and while holding down ROLL, press
any of the key pads and feel what the roll can do. Increase
the pressure on the pad and the volume increases as well.
We are going to enter a roll from beat “2" through beat
‘4",

Start the machine, and counting if you have to, press
and the (key pad 14) at the same time, from beat
“2" of the second measure. Stop before the “1" of the first
measure. [f you do not end the roll well, erase the Snare drum,
either just the roll or all of the Snare in this pattern, and
do it again.

@ Real—time Edit (Pitch)

Let's have some fun with the roll. Let's use the real—time
edit function, and change the pitch of the roll so that it starts
low and finishes high.

Press | START | and while the rhythm is playing, press | PAGE |

The display shows :

FTH 928242 +ERITH! »

FTH #lL= &&4 =
?

Sequence parameter Value

By pressing |SELECTI find “$PT=0000" in the display.




Rhythm Pattern D

Use the VALUE slider or [ —1/0FF || +1./0ON| to determine
the starting point of the pitch change. Move it to —2000.

While the pattern is playing the roll, hold down the { SNARE

pad for the length of the roil only. Release your finger after

the roll, and the next time it plays you will see what you
have done. Now to correct this type of edit, you must just
select the original setting, in this case 0000, hold down the
key to be edited, and it will return to normal.

While the machine is playing, experiment with the VALUE
slider, to see how gradual a change you can make in the
tuning. H you hold down the pad while doing this,
vou will create a real—time edit. Do this until you have a
rising — pitch rolf.

Of course, with all the other parameters in this mode, there

are changes you can make. Let's keep it simple for now.

Press | PAGE!| to return to the real—time write display.

Next, we want to program another 4 bar pattern. Format
pattern number 93 for 4 bars, press |ENTER) [START] and
program the same type of rhythm as pattern number 81, only

this time play the eighth notes on the Ride Cymbal.
Make sure you are still in Pad Bank “A".
The pattern should sound as written here,

o AT LTERELEL il il L

: : : : }
Snace 1
Kigk

i
L 3

@ Real —time Edit {Pan)

While the machine is running, press | PAGE | and then | SELECT

until "$PN=%0FF*" appears in the display.

Hold down the [RIDE](key pad 4) and with the VALUE stider
or L-1/OFFH +1/Ohﬂ. change the pan of the cymbal from
L—3 to R=3. Try to do it in rhythm or as you please, and

release your hands after you think you have got what you
want. This is only to show you how it works. You can of
course, go back and pan that rising—pitch roll from left to
right if you like.



Rhythm Pattern E

Format pattern number 94 for 2 bars. This is the ending
pattern, so we will just make a simple accented ending, as

shown here, or as you like.

. na e

1 A

L
Snare r
Kick 0 l A

Remember, we changed the quantize resolution earlier, for

: -
1
1

programming the roll, and depending on vour real—time
tapping skills, you may find programming 8th notes with the
1./32 resolution a bit difficuit. Change it as you wish, One
reminder here. There is also a roll resolution. It is important
to remember that the overall quantize resolution will determine
how the roll sounds. Match the two or set quantize to HIGH.
Also, roll resolution will change with the tempo.

Putting it all .tbg'ether

So now we have § patterns to work with in making the song.
90, 91, 92, 93 and 94. Press | SONG | and the display shows :

LAY BulkITE

Press Numerical key 1, and select the song number, in this
case, 1.

Press and then Numerical key 2, to write a song, and
the display shows :

Song Number Song Name
v v
SOHE 1 f-———m—mm s
FHET @@l PTH go-81 7
1 f
Part Number Pattern Number

Here is where we select the order of patterns to be used
in the song. We will be logical and start from 90,
Pressing either +1/0N] or -—1/OFFi will change the
numbers appearing in the right side of the display. With 90
=01 showing, press . You will notice on the left side
that “PART 002" shows. Here we are assigning rhythm
patterns to “Parts” in the song.

Press | +170N | to change the display to show “PTN 91-04".

Press | ENTER | again. Keep repeating this until you have made




5 parts in the song, with the patterns appearing in order from
90 to 94.

Press and then Numerical key 1 to go to song play
mode.

Press and what we have progfammed is now a
“sang”.Press .

@® Song Edits

Let's make a few simple edits to the song.

Press | SONG | or |EXIT | Select. number 2 for song write. Push
E untit "PART 002 PTN 91-04" appears in the screen.
Press and |PART INSERT| (key pad 10). Display
shows :

Press |SELECT| and "REP [{ : " shows in the display, Press
ENTER |

What we have done is enter the repeat mark, as we want
to repeat this four—bar pattern. Remember that a repeat mark
is entered as a “Part”, so the number of parts in a song
will increase with every inserted change, like repeats or tempo
changes. It's important to remember this when you are writing
a song, s¢ you do not get confused with the changes.

Now, with the cursor move it so “PART 004 PTN 92-02°
shows in the display. Press |SHIFT| and | PART INSERT | (key

pad 10). Use |SELECT| to bring “:|l X017" into the display.
Press {ENTER |

What we have done is to enter repeat marks before and after

pattern number 91. Use the same procedure for entering other
song edits, such as tempo or level changes.

It is very easy and it is always simple 1o push @ to start
your editing process all over again. This concept prevails
throughout all the editing functions of the R~8. Though there
is a lot you can do with it, each process is simple and easy
to understand. We hope this has made some of the most
important functions of the R—8 easier to understand.

Press |EXIT| or [SONG| select number 1 for song play, and




any programming miracles, you are on your way!.

To check that you have gotten everything entered correctly,

press | SONG | Numerical key 2 and thsn E This will take

you through the PART order of the song as it is finally

programmed. It should read as shown below :

PART
PART
PART
PART
PART
PART
PART

001
002
003
004
005
006
007

PTN
REP
PTN
REP
PTN
PTN
PTN

90 -1
Il -

g1-04
1 %01
92-02
93-04
G402

f you go beyond the end of the program of the song, a

“?7" will appear after the pattern number. The song will end

with the last part/pattern you have selected.
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Bl IMPORTANT NOTES

& Power Supply o

@®Flease use the supplied AC adanter 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-R

®The appropriate powsr supply for this unit is
shewn on its name plate. Flease make sure
that the line voltage in your country mests
this requirement.

@00 not use the sama socket used for any

noise generating cevice. {such as a motor or
variable lighting 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
socket, do not pull the cord, but hold the
plug to avoid damaging the cord.

@®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
davices, turn this unit off along with all other
units.

®!f you must connect the instrument (this
unit} to an amplifier while switched on, be
sure to connect the cord to the instrument
first. When disconnecting, disconnect the cord
from the amplifier first,

¢&Room Locationo

@Avoid using this device in excessive heat or
numidity conditions, or where it may be
atfected by direct sunlight or dust and avoid
pfaces subject to high vibration.

@®0perating the unit near a reon lipht ,
fluorescent lamp, TV or CRT display may
cause noise interference. ¥ so, changs the
angle or the position of the unit.

®0perating this unit near a TV or radic may

cause picture or noise interference. I this
happens, move the unit away from these
instruments,

@00 not place or drop anything heavy on the
main unit or its power cord.

@Static  electricity may cause the built-in
computer to maifunction. Should this oceur,
simply rest it by tuming the power switch
off and then an again after a few seconds.



& Cabinet Cleaning Careo

®For cleaning the unit, use a dry and soft
clath.

@5Should the casing become soiled, use a cioth
slightly dampened with water.

@®7Tc remove stubborn grime, clean the casing
with a8 cloth moistened with 2 neutral
detergent, then wipe it dry with a soft cloth.

@D~ nnt use solvents such as paint thinner
when cleaning.

<Memory Back Up Systemo

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

@Although we do our utmost to protect your
data during repairs, sometimes, espscially
when working on the memory itself or on a
related area, some of your important data
may be lost. Keep a separats 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.

¢oHow 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 lorg
distances,

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

@00 not examing or modify the internal
components or circuitry. Electrical shocks or
damage may result.

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

@If this unit fails to operate correctly, turn it
off immediately and comtact vour Raland
dealer.

@Never push or hit ths display hard.

@®0Co not hit the key pads of the unit with a
stick or anything hard.

@!f the LCD display is difficult to view, adjust
the contrast with the LCD Contrast Control
Knob on the rear of the unit.



MCUTLINE OF THE R-8

BOUTLINE OF THE R-8

1. About Human Feel

-Causes of monotonous
and mechanical rhythm

What the R-8 can do

Rhythm performances from conventional rhythm machines or
sequencers sometimes a8 monotonous and mechanical imprassion 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 rasult is the Roland
rhythm machine R-8.

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

®When a human being plays a thythm instrument, unlike a programmable
rhythm machine, they change the strength or position with each beat to
¢reate accentustion. Thus, the effectivenass of the drum performance varies

depending on the drummer,

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

performance will contain a variety of tonal and Rhythmical gualities.

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

®Natural tone alteration according to the beating strength
or beating positions -
Depending cn how hard you play the Snare drum, Kick drum or Tom, the
tores of each drum voice (Snare, Kick, or Tom} will change in & 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 pattem, you can edit the sound of each
Instrumant.
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®Micro Timing
The timing (steps) of the R-8's rhythm performarce (Pattern Play or Song
Play) can be set with minute precision, to a resoiution 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
subtla tone changes, When playing a rhythm pattern, you can set a desired
Feel Patch to the rhythm pattern. The same riythm pattern will be played
differently by changing the Feel Patch data.



WM OUTLINE OF THE R8

2. Features Of The R-8

@The R-8 features B8 different high
quality instruments (rhythm voices)
sampled at 44.1kHz with 16 bit dynamic
range. With the Touch Sense function
pravided on the Key Pads, vou can
obtain extremealy realistic drum sounds,
bacause of the natural alteration of the
velume and tone according to  the
strength of pad striking.

®Some Instruments can be played so that
the bealing 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. Alsc, 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 BB  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.

10

@®The following editing functions are
available :
{r Pattern Copy,
frinstrument  Change  this  replaces one
Instrument in a Pattern with anocther
Instrument,
- Yr-Merge -function that ‘mixes -two Patterns.
YePattern Append function that joins more than

one Pattern, etc.

@®Using an optional sound ROM card, you
can extend 28 more instruments.

@Frequently used button procedures can
be registersd as Users Functions.

@®Frequently used rhythm patterns can be
registered as Macro  Notes . The
registered pattern can be entered 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 & specified time
can be caleulated,




Bl PANEL DESCRIPTIONS

[Rear Panel)

MIDI Sockets

Power Switch

AC Adapter Jack

M PANEL DESCRIPTIONS

Tape Sync In Jack
Tape Synec Qut Jack .

Start/Stop Jack

Value Jack

Headphone Jack

Stereo Dutput Jack{R/L{MONQ)}
Mult: Output Jacks({1—8)

[Front Panel]

Leve] Button

Tempo Button

Volurne Slider

~RAM Card Slot
ROM Card Slot

- 1CD Contrast Controi Knob

Tempo indicator

Function Dispiay
Graphic Display

Vailue Slider Key Pads 1-16
MIDI Button f e —— )
Utility Button \
Pattern But‘ton————~—\\ i i
Card Button N g _:
Song Button H B

Instrument Assign Button

Feel Button N
Performance Button—"“'"-“m-—-\
Sound Button AN
Cancel Button N\

1

Define Button

N

Y
[

Funection Button

Macro Button

7

Pad Bank Button

{

[ pihaie ]

Muiti Button
Scope Button

Py

:__lz

Cousor Buttons

Page Button

Exit Button

Parameter Up/Down Buttons
Parameter Sefect Buttons
Enter Button

Start/Stop Button
Roil Button

Shift Button

Flam Button

me——————Numerical Keys



W BASIC CONNECTIONS

H BASIC CONNECTIONS

AL
CONTRAST e

O 00O O0OOO0OOO0D O

Headphones
(RH-100 etg)

Stereo Amplifier

Specific : Instruments can ba output from any individual Multi Output jacks (1 — 8).
At the manufacturer, all the Instruments sre set to be output from the
Sterec Output jacks, therefors no sound is output from the Multl Outputs.
H you wish 10 use the Multi Output jacks, change the Output” Assign of

wsach Instrument (see page 49).

12
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14

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 N

1) LET'S PLAY

The R-B is programmed with 68 Rhythm Instruments plus 26 mors

mark will cha\_néé by editing the value of Nuance.

INST # DISPLAY . INSfRUMENT NAME COMMENT
1 * DRY_K1 DRY XICK 1 Close miking sound
2 * DRY_.K2 DAY KICK 2 Close ‘miking sound
3 * WOCD__K1 WOOD KICK 1 Close miking sound
4 * DBLH_K1 OOUBLE HEAD KICK 1
5 * DBLH_K2 DOUBLE HEAD KICK Z
6 * SOLID_K S0LID KICK
7 * ROOM__KX1 RODM AMBIENT KICK 1 With large room ambienca
8 * ROOM_ K2 AOOM AMBIENT KICK 2 With targe room ambience
2] Tk MONDO_ K MONDC KiCK
10 * WOOD_ §1 WOOD SNARE | Close miking sound {8 inch snare)
14 * OPEN__S1 OPEN SNARE 1 Close miking sound
12 * TIGHT_S TIGHT SNARE Close miking sound (5 inch snare)
13 * NICE_$1 NICE SNARE 1 With ambiance
14 * FAT__S1 FAT SNARE 1
18 * (MPCT_S IMPACT SNARE With ambience
16 * SNAP_ 51 SNAP SNARE t
17 * OUCH_S CUCH! SNARE With Reverb effect
18 * RVB_ 51 REVERB SNARE With Reverb effect
19 * PICL_S1 PICEOLO SNARE 1 Close miking sound (3 inch smare)
20 * RIMSHT1 FIMSHOT SNARE 1 Close miking sound
21 * AIMSHT2 AIMSHOT SNARE 2 With ambience
22 SIDSTK SIDE STICGK !
23 SIDSTK2 SIDE STICK |
24 * PRY_TI DAY TOM 1 Ciose miking sound
25 * DRY_T2 DRY TOM 2 Close miking sound
28 * DRY__T3 DRY TOM 3 Close miking sound
27 * DRY_T4 DRY TOM 4 Clese miking sound
28 * ROOM_T1 ACOM AMBIENT TGMI With large room ambience
28 * ROOM__T2 HOOM AMBIENT TOMZ With large room ambience
30 * ROOM__T3 AOOM AMBIENT TOM3 With large room ambience
31 .| % ROOM_T4 AOOM AMBENT TOMS With - large room ambience
32 * POWR_T1 POWER TOM 1 With ambiencs
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INST # DISPLAY INSTRUMENT NAME COMMENT
33 * POWR__T2 | POWER TOM 2 With ambience
34 * POWR_T3 | POWER TOM 3 With ambience
a5 * POWR_T4 | roweR Tom 4 With ambienca
ag * DOOM_T1 DOOM TOM 1 With effect
37 % % CLSD M1 CLOSED HIHAT 1
38 # % OPEN__H1 | OFEN HIHAT !
39 PDAL_H1 PEDAL CLOSED HIHAT
40 CHSH_C1 | crasH cymBAL 1
41 * ok MLLT O MALLET CRASHM CYMBAL | Can be used for roling with mallet
42 * % RIDE__CY RIDE CYMBAL 1
43 % % RDBL_C1 RIDE - BELL CYMBAL 1 Mixture of bell and ride
44 BELE, C1 AIDE CYMBAL BELL
45 BOBCLAP BOB MAND GLAPR Handclap of the TR - 808
46 * QOPEN_D OPEN DRUM 1 large drum voice without Mute
47 *  TAIKO1 TAKC § Japanese drum, "Taiko”
48 CLAVE? CLAVE 3
49 CABASAY CABASA
50 COWBEL1 COWBELL 1
51 TAMBRN1 TAMEOURINE
82 SHAKER1 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 sliding manner
57 AGOGO1 AGGGO |
58 #* 3% OCT_AGG | ecTave acoGo
58 WHISTL1 WHISTLE ¢ Short Whistle
60 WHISTL2 WHISTLE 2 Long Whistie
61 % % CAN1 CAN 1
B2 * % BACK__S1 BACK SNARE 1 Raverse of RVB_57 (INST# 18)
63 BACK_T1 BACK TOM 1 Reverse of DOOM__T1 (INST # 35)
64 BACK__C1 BACK CYMBAL + Reverse of CRSH_C1 (INST # 40)
g5 * * SPARK1 SPARK 1
66 * % SURF SURF
&7 * % WHEELT WHEEL, 1
68 REST AEST Ne sound (for mute or choke)

15
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Copy Instruments

COPY INST # S&i;?(:: DISPLAY INSTRUMENT NAME COMMENT

1 4 * DBLH__K3 | DOUBLE HEAD KICK 3

2 20 * RIMSHT3 AIMSHOT SNARE 3

3 36 DOOM_T2 | pooM Tom 2

4 36 DOOM_T3 | poom Tom a

5 37 * % CLSD__H2 CLOSED HIKAT 2 Harder than CLSD__H1

5 a7 *+CLSD H3 CLOSED HHAT 3 Similar to CLSD__HT, but hit at
e a position Closer to the edge

7 38 * % OPEN_H2 | oPen HinaT 2 Can be used as halfopen

8 a8 * % QPEN_H3 | OPEN HIHAT 3 Open sound similar to belt

8 40 CRSH_C2 CRASH CYMBAL 2

10 40 CHOK  C1 CHOKED CRASH CYMBAL 1 Mutad 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 CADASA 2

16 50 COWBELZ COWBELL 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 PIPE? FIPE 1

22 48 WBLOCK 1 WOOD BLOCK 1

23 48 WELOCK2 WOOD BLOCK 2

24 85 * % THRILLR THRILLEA

25 45 GUNSHT1 GUN §HOT 1

26 52 SHADOW SHADCW
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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

Higher

Volume

IH!EllHIl

lower

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

Depending on the strength of tapping, the voluma varies. Instruments marked
with “%” (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
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Pad Bank Selection

[ h ROLL button

U0 | L —

o o 00 FLAM button
ey 7 e

| i B rvossrunn

= = D@Q%g’

= —= 0 0000

* If you wish to changs the intarval for Flam,”Roll, see page 86 and 88,

Any of the B8O different Instruments can be assigned to each key
pad. A Pad Bank is a set of Instrument assignments to the 16 kay
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
l Bank D

| Bankc

| Bank B

Bank A
s B o e e
oo e e
(e e R
il o s

Procedure Prass |PAD BANK]| to change Banks.

18

The selected Pad Bank is shown in the display.

PAD BANK | MODE BATISRN TEMPO

* far ke ke s e e o _‘] I -:' ":‘
L—b_J H!%SDLHBANK s A ] :g;;n { 1“'"‘3

*If 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,
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The five Pad Banks consist of the foliowing instruments :

Bank A

CREH_C1 (INT40)

CRSH__C2 (CPY0®)

BELL _C1 (NT44)

RIDE_C1 (NT42;

DRY__T1 (INT24)

DRY__T2 (iNT25)

DRY__T3 (INT28)

DRY__T4 (INT2T)

SIDSTKT (INT22)

RIMSHTY (INT20)

CLSD_H1 (NT37)

OPEN_M1 (INT38)

DRY_K1 (INTO1)

FAT 81 (NT14

PDAL_H1 (INT39)

BOBCLAP (INT45)

Bank B_

CRSH_C1 (INT40)

CRSH__C2 (CPYOD®

BELL _C3 (INT44)

RIDE_C1 (INT42)

RCOM_T1 (INT28)

ROCM__T2 (INT2%)

ROOM__T3 (INT30)

ROOM__T4 (NT31)

BACK_S1 (NTE2)

QUCH_S ONT1T

CLSD_H3 (CPYDE)

OPEN__H2 (CPYQT)

ROOM__K1 (NTOT}

RVB_S1 (INT18)

PRAL__H1 (INT32)

COWBELLY (INTS0)

Bank C

CRSH_C1 (NT40)

CRSH__C2 (CPY(D)

BELL_C1 (INT44)

RIDE_C1 (INT42

POWR_T1 (NT32}

POER_T2 (INT33)

POWR__T3 (INT34)

POWR_T4 (INT35)

SIDTK2 (iNTZ23)

RIMEHT2 (INT21)

CLSD_H1 {NT37)

OPEN__H1 (INT38)

DBLH_K2 (NTOS)

IMPCT_S (INT15)

PDAL__H1 (INT33)

SPLA__C2 (CPY12)

Bank D

WBLOCKY ({CPY22)

WELOCK2 (CPY23)

AGOGDY (INTET)

AGOGOZ (CPY18)

LOW_CG {INTSE)

HIGH_€G (CPY1T)

SLAP_CG (NTS4)

MUTE_GCG (INTS3)

TAMBRN1 (INTS1)

SHAKER1 {INT52)

CABASA1 (INT49)

CABASA2 (CPY15)

OPEN_D1 (INT46)

CLAVE1 (INT48)

WHISTLT (INTES)

WHISTLZ (INTB0)

Bank E

CHOK_C1 (CPYI1O)

SPLA_ C1 (CPY1T)

RDBL__C1 (INT43)

MLLT_C1 (NT41)

DOOM_T1 {(INT38)

DOOM__T2 (CPYO3)

SPARK1 (INTEB)

PLATE? (CPY19)

BACK__C1 (INT&4)

BACK__T1 (INTE3)

SURF (INTEE)

PIPET (CPY21)

WHEEL1 (INTET)

THRILLR (CPY24)

GUNSHT1 {(CPYZ5)

SHADOW (CPYZ26)

INT : Internal Instrumerit
CPY: Copy Instrument

18
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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 .

SONG P:fi‘c:%iN MiDH
L“b_ﬂ* | NENE HURITE
T

*When the Menu Display is not shown, press LEXIT] .

Step 2 Press 1 in the Numerical Keys to select "PLAY".

Song Number Song Name
v

MG g__ A _JHugE_;

MERS Bo@l PTH IZ2+01

f f
Bar Bar number within the
Pattern Number  current rhythm partern
Step 3 Prass 0 in the Numerical Keys to selsct song number O.

*| = 170FF |[ T 170N] or VALUE siider can also ba used for selecting a song.

Step 4 Prass | START,/STOP)| to start piaying.
The Tempo indicater blinks in step with the playing song, and the display
shows the current status of the demo playback.

Tempo indicator Current Part Tempo
O [STEmz I MOOE SONG, TEMP*O
e T {7
PAD BANK | A ASSi0) 3 -
»SOHE 5 FHFT REs
—h MEAS GEES FTH Z4-0

N

* Current bar Pattern Number

B t":l ._'-.,.

Bar number within the rhythm
pattern currently playing

Step 5 Press | START /STOP] to stop playing.
Pressing [START.”STOP} while holding [SHIFT | m down will resume playing

where it was stopped.

20



Start,/Stop using a

Footswitch

Tempe Adjustment
Step 1
Step 2
Stap 3

Level Adjustment

Step 1

Step 2

Step 3

ILET'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 /STOR
FOOT Sw

O = F——

Boland

-

Tc adjust the tampo, do as follows.

Prass | TEMPO {.

TEMPO LEVEL

TEMPD ADJIUST

Using | ~ 1. 70FF|[ ¥ 1ON ] or the Numarical Keys, sat the tempo (20 to 250),

Higher values quicken the tempo.

Press [TEMPO | to return to tha pravious display,

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

Press | LEVEL|.

IEMPO LEVEL LEVEL ADJUST
l_._“_hJ""’ TBCRSH_Cia= 15
?
Instrument Levei

Press the key pad that corra;pond te the Instrument whosa lsvel is to be
changed.

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

Using any of |~ 1./OFF|[ +1/0N], the VALUE slider, or the Numerical Keys,
set the lavel (0 to 15).

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

21
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Step 4

Step B

The level setting procedurs can be monitored in the display.

LEVEL % 2 3 4 5 & 7 8 9 101112131418
INST 3 [@{® LI a0mn
INST 2 @ i@ Sieieisisfele
NST 3 (@i Sld|oiajeisivieisiaise
NST 4 [® (e S8 eiensiain(ejeinle

You can make iINST2 to INST4 show the instrumeants set with Display Assign
(see page 46). INST1 shows the last Instrument spacified in Step Writing.

To continue, and set the level of the othar tnstruments, repeat staps 2 and 3.

Press ; LEVEL | to return to the previous display,
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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,

a. Playing Preset Patterns

Step 1

Step 2

Step 3

Step 4

tn the R-8, 32 different rhythm patterns (Preset Pattern Numbers
00 to 31) are preprogrammead. Any Preset Rhythm Pattern cannot
be used for writing a song, Unless it is copied to a User-Pattern
with the Pattern Copy function (ses page 121). Also, the copied
patern can be edited 10 make a2 different rhythm pattern,

Let's play a Preset Rhythm Pattern.

Press |PATTERN | to turn to the Pattern Mode.

MODE o o

SOMG PATIERN MIDH e o CATIER | T—_.“E”""_
I “_ _J[ } USER I__capp T 1 :‘ 15
po— lb ) T BAD BANK .“A‘ - I AsSIGN H
ns gFLAY H=TEF
EREHL HFREESET
Menu Display

*If the Menu Display does not appear, press .

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

Pattem Number The number of bars Pattern Name
{0~ 31) l contained in the pattern l

FRE BO-01 <BEEATI
FLY T=@d, 4
]

Time Signature
Using | = 1,7OFF }[ + 170N, VALUE slider or Numerical Kays, assign the Preset

Number (0 to 31) you wish to play.

if you select a rhythm pattern mades of mora 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 70FF] [+ 1 0ON] ., VALUE slider or
Numerical Keys,

Prass { START/STOP|, and the rhythm pattsrn ia played repeatediy.

To start playing from the assigned bar, press [START,”STOP| while holding
SHIFT | down.
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Step 5 Prass to stop playing.
Step & To play another Presst Pattern, repeat steps 3 and 4.
Step 7 Press 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 manufacturer (pattern
numbers 00 to 31 are the same as the Preset patterns).

Step 1 Press [PATTERN to turn to tha Pattern Mode.

[ -

SONG ’::S;D;Ri.j MIDI :—.—E:zz I\'EA:T'EHN_) O IT E::‘ Z_'E
! I { I FAD BANK ] & | __assien 1 =
INST ASSIGN ¢ b ) UTIITY > gFrLRY B=TEF
[ =" 1 [EREAL OFRESET

Manu: Display
*If the Menu Display does not appear, press [ExT].

Stap 2 Press 1 in the Numerical Keys to salect "PLAY".

Pattern Number (0 — 99)
The number of bars contaired in the pattern
lindicated when data exists in the pattern
Pattern Name
4

FTH ZZ-B1J<DEMO B
FLY T=@4- 4 FEEL=:
7 ¥

Time Signature Feel Patch (0 -7

Step 3 Using | ~ 1./OFF| [+ 1 7ON]|, VALUE slider or Numerical Keys, assign the
Pattern Number (00 to 99) you wish to play.

If you select a rhythm pattem 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 IE then assign the bar
number to stert playing using [~ 1/0FF] [+ 1.ON], VALUE slider or
Numerical Kays.

Step 4 Praas |START/STOP], snd the rhythm pattern is played repeatadly,

To start playing from the assigned bar, press START.~STOP| while holding
SHIFT | down.
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Step B

Step &

dILET'S PLAY

To play another tiser-Pattern, repeat step 3.

The selected pattern number is shown in the display and played after the
current pattern.

Patiern Number to be playved next

Prass |STARTSTOP| to stop plaving.

#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 Fesl Patches. Feal
Fatches are not assigned to Preset Patterns, and thersfore need to
be copied toc User-Patterns once.

Step 1 Seiect s Preset pattern whers you wish to assign a Feel Patch from the
following pattarn numbers.
Pattern Number | Type of tha Rhythm Pattern
00, o1 8 beat type
04, 08 16 beat type
10, 11, 20 Triplet type
Step 2 While holding | SHIFT | down, pre.ss Key pad 13 to enter the copying mode.
Preset Pattern selected in Step 1
ERASE 12 KICK i
—»|FTH COFY <FRE @@y
BAR_B109%0 33FTH s+
SHIFT b COPY 1~
b Destination Rhythm Pattern
Step 3 Select the destination rhythm pattern (User-Pattern 00 — 99), then press

: |

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

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

selact & rhythm pattern number which containz no data.
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Stap 4

Step 5

Stap 6

Stap 7

Step 8

Step 9

Press [EXIT| to raturn to the Menu Display.
Now, assign a preprogrammed Feel Patch to tha copied Usar- Pattern.

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

Pattern Number {0-~89)

|

‘ —E14d
B 4 FEEL=3
1
Feel Patch Setting (0~

Preas | START./STOP | to jisten to the rhythm pattern before aszsigning a Fee!
Patch. Praas [START.“STOP| to stop playing.

.
!

FTH
LY

0

i

Move the cursor to "FEEL" using [P}, then select a Feel Patch with the
Numarical Keys.

Seiect a Feal Patch that matches the rhythm pattern as shown in the tahle
below.

Pattern Number Feel Patch Number
00, 01 0,1
04, 08 2-4
10, 11, 20 5~7

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

the VALUE slider to the minimutn, then set the Feel Patch setting to “%",

Press | START.ZSTOP] ta start playing.

Natural and realistic performance is obtained because of ths Feel Patsh.
Next, play the same rhythm pattem with a different Feel Patch.

Step playing, then take the similar procedure as stsp 7 to play the rhythm
pattern with a differant Feel Patch.
The rhythm will sound different from Step 8.

Now, you ses that Feel Patches work to create natural and realistic
rhythm performance and that the same rhythm pattern will sound
drastically different by using different Fesl Patchas.

There will be much more different and effective ways 1o use the

‘Fesl Patchas.



2] BEFORE

1. Procedures for

a. Three Procedures

instrument Setting

Pattern Write

Song Write

FIBEFORE WRITING RHYTHM DATA

WRITING RHYTHM DATA

Rhythm Programming

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

®The R-8 stores 88 different Instruments. It may be a good idea
10 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 (optionai), you can extend 26 more
Instruments.

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

®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 pattarn: 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 sach 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. '
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{ZIBEFORE WRITING RHYTHM DATA

b. How to carry out Rhythm Programming

[Course 1]

28

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

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

The following three courses, however, do not include all the

~functions of the R-8. To make the bast use of the R-8, read the

ownet's manual thoroughly.
The indexes (to functions and terminology) at the back of

this owner's manual may be useful for accessing the
function you want.

Make a song using only the Preset or preprogrammead rhythm
patterns.

[ 32 Preset Patterns j

@®Copy Presst Patterns

Preset patterns cannot be used
unless they are copied.

Copy the Preset patterns you
wish to use to the User-
patterns. (see pagel21)

\d

100 User-programmed patterns

¥

@ Writs a song

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




[Course 2}

Make a song using not only preser rhythm patterns but also your

original rhythm patterns.

32 Preset Patterns

v

@ Copy Preset Patterns

[ZIBEFORE WRITING RHYTHM DATA

Presei patterns cannot be used
unless they are capied.

Copy the Preset patterns you
wish t0 use to the User-
patterns. {(see pagel2l)

Make original rhythm patterns
by modifying the existing
thythm patterns or rewriting
them as explained in  “Parern
Writing (Basic)™.(see page 58)

@®Make your own rhythm patterns

100 Userprogrammed patterns

v

@ Write 2 song

Arrange the thythm patterns to
make 8 song {tune} as
axplained on page 126 “Song
Write™

29
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[Course 3]
Make a song with the Human Fsel functions or Edit Functions.

mesd  Brocedure

@ Set Performance parameters
ssnnh  Eoliting  procedure

To write “tone .change”data in a |
rhythmn pattem, set the

32 Preset Patterns Performance parameters

(see page T77) betorehand.

TS

® Copy Preset Patterns ®Make your cwn rhythm patterns
Preset parterns cannot be used Make onginal rhythm patterns by

unless they are copied. modifying the existing rhythm

Copy the Praset patterns vou patterns or rewriting them as

wish 10 use to the User- explained in  “Pattern Writing

patterris, (see paga 1271) (Basic).(see paga 58)

@ Edit Sequence Parameters

Modify the sounds in a rhythm
pattarn o your taste as

explained in “Editing the \
Sequence Parameters”,

(see page 107T)

100 Userprogrammed patterns

@ Edit the Timing @ Setting tha Feel Patch
Modify the timing of the sounds Add regular or random changes
in a rhythm pattern delicatsly. to the sound to make the
Editing the Timing parformance more realistic.

(see page 112) Feel Patch (see page 96)

Y

® Write a song

Arrange the rhythm patterns to
make a song (tune) as explained
on page 1268 “Song Write"
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[ZIBEFORE WRITING RHYTHM DATA
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

MID! Mode

Instrument Assign Mode

Card Mode

Utlity Maode

Edit Mede
Sound Edit Mode

Feel Edit Mode

] !
1 r
] !
t 1
t |
1 i
: Performance Edit Mode :
1 f
i 1
t I
1 |
1 1
1

When the R-8 is on, it is set to one of the six Main modes. The
Edit modes are of temporary status, so they can be reached from
a Main mode at any time.

KX
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Main Mode

Edit Mode

32

@50ong Mode
This mode is for playing, writing and editing Songs.

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

@MIDI Mode
Select this mode to set MID! parameters when using an external MID! sound

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

®lnstrument Assign Mods -
This mode is used for assigning an instrument to each kay pad or

specitying instruments to be indicated in the Graphic display.

@®Card Mode
This moda allows you to save data in the intermal memory onto a memory

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

@Utility Mode
This mode allows you to check the remaining memory capacity or erase all
song or rhythm pattern data,

®Sound Edit Mode
This mode is for setting hew each Instrument is to be plaved, by editing
Pitch, Nuahce, Senss 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 paramaters.

@®Feel Edit Mode
This mode is for setting the Fee! Patch.
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3. Basic Procedures

1) Mode Selection

2) Function Selection

Proceed with the R-8's basic operations in the following order. it

is very important to understand this before actuaily moving into
sach operation saction.
L Moda Salection |
I Function Selection 1“'_‘
L Paramater Selection h —
E Parameter Setting ’*‘"“‘
Select an appropriate Mada.
MODE Selected Main Mode is displayed
SONG PATTEAN MIDI PR, ¥ .
[ jl 'I MatE §9§gé R  TEMPN
I L’_ EQIT [ SO0 ilialindiii o
INST ASSIGN  CARD UTILITY p‘f:"am‘ ~ } SARD lf 126
EDIT Selected Edit Mod? is displayed
SOUND PERFORM FEEL o b Y T e
l —“_ ” —]_’, Eorr 1] sounn . . S
dHER P e e e T e e T o A
'_PLA%E"MK ry I_w;%.ﬁ} 1 K
h When the Song Mode is selected
[ mooe 1soNG ]
Lepr 1

When the Edit Mode is selected in Song Mode

MODE  Teong 1
EDIT

HEET ]
®Use an appropriate MODE button ([SONG], (PATTERN], [MIDT], [UTILITY]
[CARD] or LINST ASSIGN | ), for selecting 2 Main Mode (without rhythm
playing).
@Use an appropriate Edit button (LSOUND], [PERFORM] or [FEEL D), for
selscting an Edit Mode. To return to the Main Mode, prass the sama EDIT
button or any MODE button,

Select a function vou want,

®Ths Menu Display appsars on selscting a mode.

Menu Display of the Song Mode

HFLAY BWEITE
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34

*When a Menu Display does not appear, press . If 2 Main Mode is selected,

pressing the same MODE button will call & 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, 1§ so, “—"

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

displays using ]PAGE].

PAD BANK MULTI r SCOPE

CURSOR.

-« EAGE »>
Fo=— | o= !
L ! b b !
HFATCH HUELO -=s| Andicated when another Menu
AFITCH NoECAY " 5| * Display follows.
BHUAMCE goopy .—-<] _Indicated at the last Menu
HCLERE { |7 Display.

@Using the Numerical Kays, specify the number shown at the left of the
function name, to change to the function setting display.

T S5TU A& VWX § Y/
I i |
4 JKL 5 MNO B FGR
| I il | ==
1 ABC 2 DEF 3 GHL
| I[ bl l
ExIT 0  * SPACE ENTER

*You can specify functions which reside in other pages of menu displays (thoss s

not shown in the current menu display),

@To select another function that belongs to the same Mode, press to
return to a Menu display.
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@The Song Mode and Pattern Mode featurs functions (Shift Functions) which
sre not shown in the Menu Display. Shift functions ars written undsr sach

key pad. To use a Shift function, with the unit stopped, tap the relevant key
pad while holding | SHIFT | down.

1 CRASH1

SONG CHAN g———3nift Function of the Song Mode
INST CHANGE ——— Shift Function of the Pattern Mode

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

| e s i e

- [
PAD BANK Button | '\ s, g@ﬁm C 107 C 10T

FAGE Button \

) | =wvas | ciewen | comrieres B
[ | e § v 2]

\ [ SELECT Butten T T‘ ----------- -
v

]
CURSOR («¢ )) Buttons Key Pads

@ [FAGE Sorme Functions have more than one page of displays. When a function has

mora than one page, “—" is shown at the right corner of the display, and
you can shift pages using [PAGE].

L J E [EI When mare than ona parameter is shown in the display, you can move the
(Cursor Buttons) cursor (underline charactor) to the value of the relavant parameter using [«
or [].
@ [SELECT When “$7 is shown at the left of » parameter, pressing [ SELECT | will change
parameters.

® |[PAD BANK]| .~ Use this for selecting an Instrument or writing rhythm patterns.
Key Pad :
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4) Parameter Setting

VALUE Slider

The value of a parameter can be edited as shown below.

Numaerical Keys

®[-1.70FF|[ + 1/70ON|

® VALUE Slider

® Numerical Kays

ImE
=== . 0o
=== === 0000
== ===10000
=== mf’ (1 0O

) [T OFFIY§+1 CN| ’

Use these buttons to make precise changes in value.

+ 10N | increases values, while { ~ 1,-0FF | decreases tham,
While holding |+ 10N | ([=1/0FF|) down, press [~ 1/0FF] ([+1,70N])
to quicken the value changes.

Use this to change vaiues drastically.

Use thess to enter numbers and letters; or to set beat or Quantiza values.

When you enter 2 number, put O instead of leaving it empty.

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

Te set a beat or Quantize, the following values can be entered using
Numerical Keys 1 to 8.

¥ STU & vwx 9

Y1/
a2 | 148 (e aree)

38

4 JKi 5 MN2 B POR
L 12 |l 118 | 124
1 ABC 2 DEF 2 GHI

t 174 | 18 || 18]

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

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

Made

Display

Description

Function Selecting
Parameter Sefecting

e

=

Lower right corner or

upper right cormer

The display changed with [PAGE ).
~ shift to the next display.
~+-shift -to-the first display.

Parameler Selecting

$ Parameter Name

Pressing changes the parameters.

Parametar Setting

# Valye

The value cannot ba entered with Numerical keys.

o e

The value is not set or cannot be set

instrumen: Selecting

(Instrument Name)

Specify the instrument with a Key Pad.

Rhythm Pattern Display

FTHOO-CO

Pattern number and the number of bars contsined,

FTHOO™00

Pattern number and current bar.

FTHOO-0OO

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.

FTHOO-00#

No data exists in the pattern number currently shown,

Seng Writing

No data is written in the selected part.
Or the data currently shown in tha display is not yet
written in the Part.
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({JINSTRUMENT ASSIGNMENT

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 Dispiay.

1. Instrument Assigning

To each key pad, -qu: can assign one of the B8 instruments, 26
instruments on a Sound ROM card .or 26 Copy Instruments (see
-page 54). -

R8s internal Memory '

Bank E
instrument I p—

n

J Bank C
| sk B

Copy Instrument \ Bank A

H“,H”HH] : L I |
- (ants 35 |

o
S o i o v

Sound ROM Card

*When you ars using instruments on a Sound ROM card, read the next chapter
“How 1o use a Sound ROM card”, then foliow the procedure.

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

procedurs (ses page 158).

Step 1§ Press {INST ASSIGN] to turn to the Instrument Assign Mode.

MODE
SONG PATTERN MIDI
HIMST BOIZFLAY
lwsr Assu;;l l CARD “ UTILITY ]* g I H T

Lb_ﬂ Ji

¥1f the Menu Display is not shawn, press .
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Step 2

Step 3

Step 4

Step 5

Step 6

Step 7

[DINSTRUMENT ASSIGNMENT

Prass Numerical Key 1 to salact “INST .

fnstrument Namwe

Pad Bank
(A-8) -JHO1 ~.68 +»instrument. in. the internat. memary
Key Pad Number [§07 — 26 -+- Copy instrument
(1-16) HO1 ~ 26 -+~ Instruments on a Sound ROM Card

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

as shown beiow. Turn to the Instrument Assign modw by prassing !MULTE;.

IMST HASSIGH
LT : =+ES7: AG0E01

Select & Pad Bank with |PAD BANK|.

Tap the key pad for which you wish to change the assignment

Using | = 17OFF | [+ 1,”ON] or VALUE siider, specify tha instrumsnt to be

assignad,

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

#*If you have assigned an instrument on a ROM card without connecting the reievant
card, “ %[E] 01 :CARDO1 %" is displayed.

To continus, and edit the other Banks, repeat steps 3 to 5.

Press |EXIT| to return to the Manu Display.
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How to use a Rest Instrument number 88 has no sound data (rest). Using the Rest,
you can create a choking gate, or mute effect.

Procedure Set the Aasign 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 mutad in the middie.

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

Gata 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 (EXC8)
Level / Rest (EXC8)
v

L
IooN
i N
I “
1

Y
.

- P

:rime

Brush Roll To use the Brush Roll on the optionai Sound ROM card -
Performance

@Set the Assipn 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,

Brushk Roll {(EXCB) Hest (EXCB)

£\
I N
I

! N
} ~
b

>

Time

Lavel

*By setting the Assign Type of the Brush Roll and tha Rest (Instrument Number
68) to tha same EXC number, than entering a Rest right after the fast sound,

the last Brush sound will aiso bs muted.
@Brush Roll sound is a slow rising sound, and therefors will be played

rhythmically by shifting the overall timing forward with *“Macre Tirming
Shift” (see page 112), or “Micro Timing Shift” (see page 113).
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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 &

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 memary will erase any current

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

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

MEMORY CARD2 (RAM) MEMORY CARDI (ROM)

il

Press [CARD| to turn to the Card Mode.

di0HD EAM BSAUE RAM
BFORMAT HLOAD ROM

Press Numerical Key 4 to select “LOAD ROM™.

LOED EOM CARD
BoOUND BSOUMDEDEMD

Press Numerical Key 2 to selsct “SOUND & DEMO™.

LOAD ROM SOUMDEDEMD

F+ HEre g0y Sypre <

% Press it you want to leave the mode.

Press A

The message "lLoading” appears showing that the demonstration songs are
now being loading.

Assign Song Numbe;"O in the Song mode, then press [START.”STOP| to start

playing.
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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 recognizs the specified
ROM card. By loading the ROM card, instruments on the ROM card
can be used.

Also, when switching ROM ocards, load sach 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 connectad to the
R-8.

*If you load the ROM card after editing the Sound parameters of the Instrument
on the ROM card, the Socund Parameters of the Instrument (on the ROM card)
will raturn to the pravious valuss before any aditing was made. To retain the

original data being edited, save it onto 8 RAM card (ses page 185).

% The loaded data of a ROM card can be written on a RAM card. Whan yau use
a AAM card that contains a ROM card's datz, you do not need 1o re — joad 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 ioaded.

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

MODE PATTERN TEMPG

ED;Y —_— .
[ustn | I L 128
PAD Bank | a | assion i -——’




®To exchange a ROM
card

Step 1

Step 2

Step 3

Step 4

Step B

(THNSTRUMENT ASSIGNMENT

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

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

MEMORY CARDZ (RAM) MEMORY CARDY (ROM}

[ 1]

Press [CARD | to turn to tha Card Mode.

gLORD RAM BSAVE RAM

BFORMAT RLOAD ROM

Press Numerical Key 4 to selact “LOAD ROM",

LOAD ROM CRRED

L
0D EE UMDEDEMD

Press Numerical Key 1 to select “SOUND".
Name of the ROM carf previously foaded

DED= 2
G - > 0K

o

F

Name of the cornectad ROM card .

#If the card is not correctly connected, the display responds with “Card not ready”,
if this happens, remova the card, reinsert it properly, then repeat the procedure,
¥1f tha connected ROM card ix not the specified ons, the display responds with

“lHegal card”. 1 this happens, remove the card, insert a proper card, then repeat

the procedurs,

* Press if you want to leave the mode.

Press TENTER | .
“Completed” appears in the display showing that the loading is done. When
the loading is compieted, the display shows Card Number 1.

MODE CaARD TEMPD

EoIT = -
USER [ camp_[T1 1 1 i
PAD Bakx | A | assion | ~’ -




MINSTRUMENT ASSIGNMENT
3. Display Assign

According tc the mode currently selected, the Graghic Display
shows the rhythm pattern, level and pan setting of the instruments
you specified.

STEP 1T 2 3 &4 % 6 T & 9 10t 12138 158
WET 1 k] 1@ e 8] 8] (8] ‘e e Rhythm Pattern
INSY 2 .
INST 3 - .
INST 2 [ &
LEVEL 1 2 3 4 5 8 7 & & 1011 $2 32 1415
iNST 1 (eleieieeie]e|eie Level —
ws? z |e/sieje/ele|nleina/ein[e|sin (indicated in Leve! Setting mode)
WNET 2 [@i%|®|[8|e
NST 4 je[eieleielsinie/elwiaielsinle
FAN b . « CENTEM - * R
R N EmENOD Pan
oy e {indicated while Output Assign (Sound
ST 4 I paramster) or Pan (Performancs

parameter) is being edited)

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

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

Step 1 Press |INST ASSIGN| te turn to the Instrument Assign mods.

Step 2 Press Numerical Key 2 to select “DISPLAY".

DISFLAY ASSIGH
FINSTEZ=CHCLSD _Hix

Instrument
Graphic Display Number (INST2 —4)

Step 3 Specify INST 2 to 4 shown in the graphic display with [SELECT].

Step 4 Fress the key pad that corresponds to the instrument to be assigned.

Step 5 Press [EXIT{ to return to the Menu ‘Dispiay.
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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 invoived for instrument editing.

Display Parameter
PITCH Pitch
DECAY Decay
NUANCE Nuance
OQUTPUT Qutput Assign
ASSIGN Assign Type
CURVE Sense Curve

¥ Pitch, Decay, Nuance and Output Assign cam be edited separately for each key pad

using performance parameters (see pags 77).

1. Description of Sound Parameters

a. Pitch (— 4800 to + 4800cent)

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

CHRIDE_C 1
B

*Some instruments will not becoms higher or lower than a certain pitch.
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SETTING SOUND PARAMETERS

b. Decay (000 to 1

Leval

Lo

27)

LI D
EE'EI' oA

This sets the decay time of the instrument.

EDI

'.'E

Higher values make the
decay time longer.

Level

P

Time

-

ol
Decay i
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 E]and IEI

@®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 feft) and the shell resonance content (lower frequency
content : the value shown right). Therafore, the snare on a snare
drum or muting condition of a tom - tom can be controlled.

Higher Frequency
Contents

Freq'uencv
@®Hihat or Ride Cymbal with the “**" 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 (tha 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
/’\2

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

Hitting outside

value,

% Decay time does not change in reversed type instruments,



ZISETTING SOUND PARAMETERS

¢. Nuance (O to 15)

SOOHD ECITEHRIDE_C10
FHUAHCE= @&

The nuance of an Instrument marked with the “*” or “* %" mark
(in the table shown on page 14) can be thanged 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 Cymba! with the “% %" mark, higher values
represent sound created by hitting closer to the center of the
cymbal.

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

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

SOUMD EDITOODREY K1 3
FOUTPUT=+CEMTER®

This selects the output jack (Stereo out/Muiti cut 1—8) that
outputs each instrument. When stereo outputs are being used, one

of the 7 panning levels can be selected.

— CENTER — -
o | LEFTT RIGHT

g 2N B

el LEFT3 » RIGHT3

When Sterso Output is assigned, the set pan level is shown in the graphic

display.
PAsk L - =« CENTER + . H
UINST 1 - {8
INET 2 LIl
INST 2 *|e
INST 4 { JL ]

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

change the instruments, take the Display Assign procedurs {see page 48). INST
1 shows the last instrument specified in the Step Writing.

48



[ZISETTING SOUND PARAMETERS

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

SOUHD ECITCHDRY_KL o
FHSSIGH=+F0L L

When more than one instrument or the same instrument are played

simultaneously, this parameter determines how the instruments
should play. '

@POLY

This is effective for playing e long decay scund like a cymbal continuously
without cancelling sounds each time it is played,

levsl

OMONO

if a long decay instrument is played continuously, every time it is played
the decay will be cut.

Level

P
o

Not mixed Time

@EXC 1 to 8

The instruments which are set to the same EXC numbers cannot be playec
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 EXC1 EXC3

L 4

Not mixed Mixed Time
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ZISETTING SOUND PARAMETERS

f. Sense Curve (1 to 8) |
’E:'-t:! UHD EDI 'f CHDREY KL

This selects one of the sight Sense Curves that determine toans and
volume changes caused by tapping the key pads,

‘+taval Level 8

Strength of Key pad hitting Strength of Key pad hitting
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SETTING SOUND PARAMETERS

2. Editing Procedure

The foliowing editing procedure can set the Sound parameters of

the Instrument assigned to key pads.

*When the instrument vou wish to edit is not assigned to any Key pad, assign it
to 2 Key pad using the Instrument Assign procedure {See page 40}, To use an

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

¥ Even after editing Sound parameters, you can initialize them {restore the data

praprogrammed from the manufacturer). Ses page 159 °lnitializing Sound

Parsmeters”.

Step 1 Press to turn to the Sound Edit Mode.

MOCE PATTERAN TEMPD
A Y
[ uSER: Jocanp T 155
EQIT o 122D B2NK] A | Assign ] v S
SOUND PEAFORM FEEL i‘l E E:! I T E i_ i"; FI "l‘l
Lb__]l I | EIHIT
Menu Display

%|f the Menu Display is not shown, press .

Step 2 Prass Numerical Key 1 to sefect “EDIT".

Ins;rument
SOUMD ERITCRDRRY_EL 2
FRITCH = @@E
Sound Parameter +alufs

Step 3 Tap & key pad that corrasponds to the instrument to be editad.

Switch the Pad Banks with {PAD BANK |, if necessary,

%1 you have assigned an instrument on a ROM card without connecting the relavant

card, “[E] CARDO1” is displayed.

Step 4 Select & parameter with {SELECT .

Pressing | SELECT | calls parameters in sequence as shown below.

———— PARAMETER % PITCH
= | /OFF SELECT + 1 /0N s DECAY
f i, I $ NUANGE
t'] $ OUTPUT

$ ASSIGN

$ CURVE
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Step 5

Step 6

Stap 7

Step 8

{ISETTING SOUND PARAMETERS

Using | -~ 1./0FF ][+ 170ON] or VALUE alider, change values (Monitor tha sound
by tapping the key pads).

*¥Parameaters other than Output Assign and Assign Type can be anterad with the

Numerica! Keys.
To continue, and edit the other paramaters, rapeat steps 4 and 5.

To continue, and edit the other instruments, repeat steps 3 to 6.

Prass [SOUND| to return to the pravious dispiay.
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FZISETTING SOUND PARAMETERS

3. Copy Instrument

The R-8 can store 26 more instruments (which are calied Copy
Instruments : COPY 01 to 26) apart from the B8 main instrumants.
Copy instruments ars crested by copying existing instruments,
which are registerad as Copy Instruments. Any Cony Instrument can
be edited.

B8 Instruments 26 Copy Instrument

o Copy

Registering a Copy
Instrument
Step 1

Stap 2

Step 3

Step 4

Take the following procedure to register a Copy Instrument.

Pross to turn to the Sound Edit Mada.

Prass Numerical Key 2 to selsct “COPY".

HLORPY A1 s=CRDELH K12+

Source Instrument

ISDUHD COpEY

Number of Copy Instrument

Using |~ 1 /0FF] [+ 1/ 0ON| or VALUE slider, specify the destination Copy
Instrument number (COPY 01 to 26) whera the copied instrument is to be

registerad,

Tap & key pad that corresponds to ths instrument to be copied.

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

L

SOUHD Copy Sure’
#DOFYHEl«={BDELH K132

Specified Instrument

*7The Instruments on a sound ROM card (optional) can be registered as well,
*To lmave this mode, press .



Step §

Step §

Naming a Copy
instrument

Step 1

Step 2

Step 3

Step 4

Step 5

ZISETTING SOUND PARAMETERS

Press [ENTER|.
“Completed” appears in the display showing that the instrument is registered
as a Copy Instrument

Press te retumn to the Menu Display.

*When you have copied an instrument on a Sound ROM card to a Copy Instrument

number, keep the card connected.

A Copy Instrument can be narred using up to 7 letters.
With the unit set to the Sound Edit Mode, do as follows :
In the Menu display, Press Numerical Key 2 to selact “COPY".

Press {PAGE | to cause the display to change for naming instruments.

EDIT CORPY HAME
ALCOPYEI#= JDELH_KI s

+
Name of the Copy Instrument

Using { - 1/OFF} [+ 1/0N] or VALUE slider, specify the Copy Instrument
number (COPY 01 to 28) to be named.

Move the curser to the position with IZ] and EE]. you wish toe change, then
change numbers,letters,/symbols using [ = 1,7OFF ||+ 1,ON|, VALUE slider or
Numerical Keys,

Pressing a Numerical Key also switches the number and ietter,”symbol mode
alternataly. Pressing the Numerical Key while holding [SHIFT! down will
produce lowercase letters,

Press |EXIT) to return to the Menu Bisplay.
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TIPATTERN WRITING (Basic)

Real-time Writing

Step Writing

58

(1) PATTERN WRITING (Basic)

Up to 100 differant rhythm patterns (each consisting of up to 99
bars) can be programmead in the R-8.

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

Available Mamory 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 c¢an use both methods for writing one rhythm pattsrn. For
instance, you may write a2 basic rhythm pattern in Step time, then
add some more sounds in Real-time. Or you may make a rhythm
pattern in Realtime then modify it using the Step Writing.



1. Default

{DPATTERN WRITING (Basic)

Settings for Pattern Writing

Stap 1

Step 2

Step 3

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

Prsss | PATTERN | to turn to the Pattern Mode.

A
M

i
T

E
E

oE
r""_

3
TR
Al

ET

*¥If the Menu Display is not shown, press .

To selsct Realtime writing, press Numerical Key 3, and to select Step writing,

prass Numerical Key 2.

Pattern Number (0 — &3)
The number of bars
contained in the pattern
Pattern Name

Real-time Write Display

=
~{i=0
11
[ i |
A 50 P
.,
oy
1
i
i
I
1
[
|
{

i
—

Time signature

Step Write Display Pattern Number (D - 99)

The number of bars
contained in the pattern
l Pattern Name
¥

S TR T e — :
T A4 4 Di=sMHEM &

3
Entry Method

Time signature

Using [— 17OFF |[+ 170N ], VALUE slider or Numerical Keys, selact a pattarn
number (00 to 99).

indicated when data exists in the pattern

H-BZ-8143BEATSE
1 S 4 fp=E1slEe

If you wish to erase the enmtire rhythm pattern, spscific 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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[[IPATTERN WRITING (Basic)

Step 4

Step 5

Step 6

Step 7

Step 8

&0

Whils holding { SHIFT | down, tap key pad 14

Pattern number to be cleared

ERASE 14 SNARE +
o [FTH CLERF ZFTH &>
IMET=c8LL IMHST2
EAET b CLEAR
b £rasing all the Instrumenis

¥t no performance data is writtan in the selected rhythm patiern, the Measura,”
Time setting display appears. Skip step 5 and go to step 6.

Erase unneeded Instruments.

@70 erase all the Instruments, press .

The Messure/Time setting dispiay appears, so that you can contirue to
step B,

@®Tc srase specific instruments, tap the key pads that correspond to tha
Instruments, then prass {The names of the specified Instruments are
shown).

The Pattern Write display appears, so that you can move to Step writing
{page BB) or Realtime writing {next page).

*To leava the mode, press .

Using [~ 1/0FF ][+ 1,70N], VALUE slider or Numerical Keys, set the numbsr
of bars (00 1o 99) to be used in the pattern.

FTH FORMAT <FTH &5°
T= fds 4 BOF= 81

L

Time Signature Bar Number

Set the Time Signature of the rhythm pattern,

Move the cursor to the time signature with and [»], then specify the
timing using |~ 1,/OFF[+1,70N], VALUE slider or Numerical Keys.
(Variable Range : 1-8/4, 1126, 1-18/8,1-24,°12, 1 - 32,716, 1 - 48
24, 1 - 64,732)

Prass {ENTER{ to rsturn to the display of step 2
Go to Step writing (page 65) or Realtime writing (next page).

*If you switch off the unit during Pattsrn writing, the data you have written may

be erased,



(JPATTERN WRITING (Basic)

2. Realtime Writing

Quantize

Step 1

Step 2

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

*¥In the Realtime writing mode., you can use tha metronome, preset by the
manufacturer, to play in quarter note timing with Realtime writing. To change

the metronome sattings, see page 63.

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

Tap Tap Tap
' Timing of key pad tepping

- Cerrected to the exact timing

" S —
—-

To change the Quantize sstting, do as follows with the unit set to the Raal-
tirme writing mode.

#The Quantize values can also be changed during Reaktime writing. In this case, the

edited guantize value is in effect from the next bar.

Maove the cursor to the Quentize valus with [«] and ]

=

T Ty i e ————
2 TH T

B4 4 B=1-16 3

T

Quantize value

Specify the Quantize value using [~ 1/ OFF|(+ 1/ ONJ, VALUE alider or
Numerical Keys 1 to 9.

(The variable range:1.74, 1,76, 1,78, 1./12, 1./18, 124, 1,732, 1,748, HIGH=

198 notes)
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MPATTERN WRITING (Basic)

Real-time Writing

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Erasing the sounds

B2

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

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

Bar currently being eritered Indicated in the Real - time writing

O TERTZSTeN
gl ETH BETEI&C2RED 11
b ETH T=84+ 4 =i 18 =

*The metronome play:s according to the setting of ths metronome (next page),

Preas . then set the tempo using [~ 1,/0FF| /[+ 1. 70N]. VALUE

slider or Numarical Keys.

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

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

Praas [TEMPO | to return to the Reaktime Writing display.

Tep the key pads in tima to the metrcnome to write the instrument sounds

(the written sounds will be played rapsatedly).
If necessary, change Pad Banks with [PAD BANK].

Indicated when a sound is entered

Preas |START,/STOP] to stop playing.
Press [EXIT| to return to the Menu Display,

To erase some sounds you have written, while still in the Real-tims
writing mode, hoid down, and without releasing it, push the
key pad of that instrument until the sound has disappeared. Do this
with the unit playing the rhythm,



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).
J J J J
STEP 1T 2 3 4 3 6 T 8 8 1071) 121314 1518
INST 1 | - ] - - L] &
INST 2 » L] [ ]
INST 3 P . »
INST 4 & L] » .

INST 1 shows thas last Instrument written with Step Writing.
INST 2 to 4 can freely be assigned the Instrument ta be shown.
To assign the instruments, take the Display Assign procedurs (page 46).

Metronome Settings The following parametars are integral to metronomae setting.

@®interval

This selects the timing of the metronome.
(174, 176, 1/8, 1./12. 1./16. 1./24. 1./52)

®Mode

This selects one of the foflawing modes.

EVERY REC ----- Metronome is always on (in the Reaktimas writing).
EMPTY REC-----Metronome plays when no dats i written in the rhythm
pattern and does not play when any sound is written.
EVER OFF:--..- ‘Metronome is off.
@Llevel

This sets the volume of the metronome (0~ 15). At zero, the metronome
does not sound.

@0utput
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.
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[PATTERN 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.

ERASE 5 TOM 1

) e

IME CALCULATE
METRONOME SET

b

Step 2 Press [SELECT | to select the parameter to bae editad.

1
o
M
Ly
m

et [T}
_.l
]

Gl
b

=
—A
F

I
-
F—

SHIET

PARAMETER S INTVL (Interval)
~ | AOEE SELECT + 17008 § MODE (Mode)
{ “__ 4 | $ LEVEL {LeveD
b $ OUTPUT (Qutput)

Step 3 Edit the value of the parameter with[—1,70FF],”[+1.”ON|, or VALUE slider.
The Interval and Level car alse be set with Numerical Kays.

Step 4 Repeat ateps 2 and 3 to continue end edit the other parametars.

Step 5 Press |ENTER| to return to the previous display,



(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 :J
3

Normat Edit Mods ¢ 3

scoPe Scope Edit Moda

Functions of Modes

Mode Display Edit Mode
) Basic Mode
Eunction Normal Edit Mode Scopa 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)

Saequence Paramater Editing .
In Step unit x O
In Scope Step unit

Fy
0O
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[IPATTERN WRITING {(Basic)

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

Pattern Number
The number of bars contained in the pattern

H!I*""“

7 ETH J._ ':3 "‘_*"“""‘"“-*m Pattern Name
=THE T L.JL‘I--«" -—*r D= R Mt
Entry Method
1)8electing a rhythm This selects the rhythm pattern where you write data.
pattern
2)Changing bars for In Step writing, the steps are specified using the 16 key pads.
writing steps 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.

3)Setting the length of Depending on the rhythm pattern to be programmed, you can select

a stap and the gither of the two step entry modes.
graphic display

*¥The step entry modes carnot be changed while the rhythm is playing in the Step
Writing.

®Normal Entry (NFM)
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=115 in the Reai
time writing),

J J J J

STEP P2 3 45878 RG22 13104 1558

. @Triplet Entry (TRD
This mode may be selected for making triplet type rhythm patterns. in this

Triplet entry mode, one step is & triplet (Quantize Q= 1,712 in the Reai-time
writing}.

3

N 2

e I 3 3
R
STEP 1 4 T 8 b 185112

23 36
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[IPATTERN WRITING (Basic)

4) Basic Step Writing

The steps are entered using the 18 key pads for each Instrument
raspectively.

*in the Basic Mode, when the total number of steps in a bar axceeds 18 {Ex. 5,/

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

Normal Editing Mode

To select the Normal Editing modes, press in the Basic mods

Bar currentry selected

‘ instrument
FTH 18-81+cBDRY_K1 3
STF ETI [—1] le ok
T
Stee Numbﬂr I Sequence Fararr\lleatl:re

Sound Data in the step

1} Step Write

Just iike in the Basic 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 pags 107)
Parameters

can be set. The Normal Editing mode allows editing of the seqguence
parameters in a step unit
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{TIPATTERN WRITING (Basic;

Scope Editing Mode

1)8tep Writing in each
Scope Step

2)Editing Sequence
Parameters in Scope
Step unit

68

To select the Scope Editing mode, press [SEGPE} in the Normal
Editing maodae,

Scope Step Number
Step Number l Instrument

Rhythm Pattern in the step T Value
Sequence Parameter

The Scope Editing mode has the following functions.

In the Scope Editing mode, you can use a fine timing {1,796 note
= Quantize Q=HIGH in the Reai-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 (B in
Normal Entry, and 8 in the Triplet Entry).

Normal Entry Triplet Entry

// ~ - nd

For each step you hava written, sequence parameters (that affect
the Tone of Instruments) can be set. The Scope Editing moda
allows you to edit the sequence parameters in a Scope step unit.



[IPATTERN WRITING (Basic)

b. Basic Step Writing

Step 1

Step 2

Step 3

Stap 4

Step 5

The following explains Step Write in the Basic mode.

To write & rhythm pattarn made of more than one bar, specify ths number
of bars to ba written. Move the cursor to the bar number with [«€]and &].
then using [ ~1.0FFi[+ 170N},

bar numbar.

Numerical Keys or VALUE slider, sat the

Bar Number to be written

Entry Method

Select the length of a step. Mave the cursor to the value of *D" with [d]

and E. then using | ~ 1/0FF |[+ 17ON] or VALUE slider, selact Normal Entry
(16th nots) or Triplet Entry (triplet).

Tap the key pad which corresponds to the instrument toc bs entared {without
the rhythm playing).
If neacessary, change Pad Banks with {PAD BANK].

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

Tha bar number currentry being written

O [STARTZST0r]
FTH 16-81%
h‘l""‘ STE T=@d.r

o *+REC I
4 D=wHE M

* While the rhythm is playing, key pads 1 to 18 behave as step number setting keys.
Set the steps with the key pad 1 to 16. (The entered sound will bs played
repsatedly.)

The velocity {dynamics) is also entersd at the same time.

*To cancel the step you have written, simply tap the same key pad.
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FIPATTERN WRITING (Basic)

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

STEF T2 3 4 5 8 7 B B 101231341518
N5T 1 1@ ) » Je
iNST 2
INST 3
INST 4
Step 6 To continue, and set the other Instruments, stop playing, and repeat staps 3
to 5.
Step 7 Te write & rhythm pattarn made of mors than one bar, repsat steps 1 to 6

as many times as nacessary,

Stap 8 Stop playing, then press [EXIT] to return to tha Meny Display.
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(IPATTERN WRITING (Basic)

c. Step Writing in the Edit Mode

Normal Edit Mode

Step 1

Step 2

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

#The Edit mode also allows you to edit Seguence parameters (sea page 107).

" The basic step writing procedure in the Norma! Edit mode is the

same as the Basic mode (ses the previous section}. Thne Normal
Edit mode, howsver, 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 Normai Edit Moda.

Bar Instrument
i GURSOR {
< ~AaE k FTH 1881+ BRIMSHTL
L“JL_DJI_.J* STE 81 [-1fUL= mas =
Stzp Number

" When a bar contains more than 17 steps (13 steps in the Triplat Entry), the

“»"  mark appears at the right of step number 16.

STEP T2 3 4587 88 101112121418 IB:;\}
INST | [ hd L -* * - L]
INST 2 L] - e
INST 3 »
IRET 4 | L . [

Press [« and E] to sdvance the step numbers. Pressing ([4]) while
holding (1) down will quicken the change,

When the step number exceeds 15 (12 in the Triplet Entry), the key pads and

the step number assignments change { the "« mark appears at the left of
step number 1).

Kay -Pads -and Step Numbers

J S J

STEP 123 4 58 7 59 1011121241518 STEP € 2 3 4

[EEE -
[5][E](71(E] 00
BN iR I N

I -
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T PATTERN WRITING (Basic)

*When writing steps of a rhythm pattern made of mors than one bar, pressing E’:]

will advance the step numbers, then moves to the naxt bar.
Step 3 Using the same procedures as the Basic mode, set the steps with key pads.

¥ The number shown at the lowar right of the display is the value of the ssguence

parameter {ses page 107).

72



Scope Edit Mode

Step 1

Step 2

Step 3

Step 4

Step 5

[[IPATTERN WRITING (Basic)

In the Scope Editing mode, you can use a fine timing (1,796 note
= Quantize Q =HMIGH in the Realtime writing) for specifyng steps
(Scope 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 changas to the Scopa Edit mode.

Step Number
l Scope Step number

AL BANE MO = STR 851 JCBREIMSHTL
It ILb__J"’ [ e 1 FULE mww e
*

Anythm Pattern in the step

Press the key ped that corrssponds to the Instrument to be written (without

the rhythm playing).

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

*With the start of play, the Key pads take ovn the function of scope stap number

assignment.

Set the number of steps to be entered in Scope step with and [»].

Pressing [ ] (or [€]) while holding E {or [»*] ) will quickan the change of
step numbers.

*¥The Scops Step number shown in the display bears no meaning with respest to

the correspondence between the Key pads and Scop Step numbers,

Set the Scope step numbar with the key pad 1 to 6 (1 to 8 in Tripiet entry),
The strength of hitting key pads is entered at the same time

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

STF B5-1 JLRRIMSHTLY
[e—-8--7 $ll= 3@ +

Selected Scope Steps

*¥To cancel a step you have selected, simply tsp the sama key pad.
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Step 6 To continue, and set the other step numbaers, repeat steps 4 and 5.

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

apprapriate key pad.

*Pressing [ SCOPE | returns the unit to the Normal Edit mode, while pressing [PAGE

returns to the Basic mode.

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

Sign Scope Sta? Number
satting
_ [ —— ] No sound is entered in the step number currently
shown in tha display.
An instrument is entered in Scope Step nurmber
I T A
o [®——p—-] instruments are entered in the Scope Step number
[~ — 7 et 1 and the ather Scope Step numbers.
F I L[F=mm—— ] Flam sound is entered in Scops Step number 1.
— o Y —— Flam sound is entered in Scope Step number 1
[F——@~-] .
F and sounds are entared in the other Scope Stap
[F=—- F- Jete. numbers.
" R T ] instruments are entered in the Scope Step
- [ o~ Fo s — J ete. | humbers differently from the abave settings,

#For detailed explanation of Flam entry (see page 85).
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d. Exampies for Step Writing

Step 1

Step 2

Step 3

Step 4

Step 5

Enter the following score in the Step Writing.

Hihat A8 C D Tom

S rﬁ,;1<L£:Eﬁj;/’
mf’t:; N

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

SYEF 23 48878 911212141518
Hihat L] [ LA siaisislai e
Tom LdLd
Snare L) »
Kick s LA5 *ie »

Erase all the unneeded data in the rhythm pattern and set the bar number to
1 and timing to 4,74 (Ses page 59),

This rhythm pattern is 15 beats, thersfore select the Normal Entry in the Basic

maode,

FTH BE-E1%s w—e——m—— o

TP T=84. 4 L=sHRM®
Normat Entry

Enter the kick drurm.
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 9, 10 and 13),

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

at the same time.
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Step 6

Step 7

Step B

Step 9

Stap 10

Step 11

Stap 12

Step 13

Stap 14

76

Entar the snars 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 playing, 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).

Entar ths 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 [PAGE] , then [SCOPE] to change to the Scope Edit mode.

PAD BANK MULTI lSCﬂPE :.:...-T v e ,:: i l_l_i_ 7 ::I
A b?‘*[_i_i_ﬁ YenpEtLIz o

Specify step number 15 using [«(] and Dz]
Step number 15

v
ZTF 151 dLEDREY_TZ >
[ — i e ] il = dikh &

Start playing the rhythm, then select the Scops step number using the relevant
key pad, .

The Scupe step is 1796 note, therefore A and B in the score are Scope step
numbers 1 and 4,

ETF 15~1 JLBORY_T2 o
[e--8--] U= Io@ +

Selected Scope Steps

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

Stop piaying, then press [EXIT| to return to the Mesnu Dispiay.
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2] PATTERN WRITING (Advanced)

1. Performance Parameters

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

Sound parameters and Performance parameters function as $ollows.

Sequence Parameters and
Song Play Sequenca Parameters . Sound Parametars
Pattern Play ﬁ —— e ’

Sound Performance Parametars Output

Performance Parameters source and Sound Parameters

|
=
.

Sound Parameters

Key Pads * Movemen: of sound data in the Song Play.”Pattemn Play.

—} Movement of sound dats when Key pads are tapped.

Sound parameters determine the sound which is the basic element
of an Instrument.

®5Sound parameters should normally be set before writing a rhythm
pattern,

®lf 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 15%),
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Performance
Parameters

78

Performance parameters set the amount of changes made to the
values of the Sound parameters for sach key pad. Tapping a Key
pad will output the mixture of the sound parametsr value and the
parformance parameter value.

®Value of a Performance parameter is effective only on the sound
played by the relevant key pad. It has no effect when rhythm
patterns or a2 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 befors writing the rhythm
pattern, you can change the sound of an Instrument in a specific
rhythm pattern.
¥ 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 Muiti Assign function (see page 81), You may assign the
same Instrument to all 16 key pads and set the Performance
parameters in each key pad to different values, so that you can
play a Instrument with different sounds.
To set the Performance parameters of the key pads to valuas
diffarent from each other by a certain level in sequence, the Align
function can be used (ses page 82).

#The sound of each Instrument changes within the variable range of each Sound
Jparameter. ¥ you have set a value {add Performance parameter’s vaius to Sound
paramater's valye) exceeding the range, there will be no more change in ths actus|

sound,
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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, tha same pitch as the Sound parameter's is obtained.

Higher values make longer decay time.
If the Instrument can set the Nuancs, the value set hers will ba added to
each decay (Sound pararneter).

*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 sat the Nuance is assigned, setting the Nuance will

not affect the scund.

¥ At zero, the same nuance as the Sound psrameter’s is obtained,

When the Qutput Assign (Sound Parameter) of an Instrument is set to Stereo
Cut (LEFT 1 to 3, CENTER, RIGHT 1 to 3), this parameter allows you to set
the pan vaiue (sound fisld positionings).

*The Pan setting of the Psrformancs parameter is given priority. At OFF, the zame

pan setting as the Sound parameter's is obtained,

*1f the Qutput Assign (Souﬁd paramater) of an Instrument is s:et to MULT! ouT
(MULTI's 1 to 8), the pan setting will be ignored.

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

80

Step 1

Step 2

Step 3

Step 4

Stap §

Step 6

Step 7

Step B

Set the Performance parameters for each kay pad,.

Prass |PERFORM ] to turn to the Performanca Edit maode.

MODE PATYERN TEMPD
EDIT | EDit PEHFORMANCE

- LSER [camo | )y
SOUND PERFORM FEEL _'_ PAL BANK | Assion | 1

L““m“b41"““J HELTT BALTGH

[ N3
(]

BCLEAR
Menu Display -
#H the Menu Display is not shown, press [EXIT].

Press Numericali Kay 1 to select “EDIT".

Pad Bank
Key Pad number

FERFORM EGIT tH-017
$FITCH = @ig |

Performance Parameter Value

Tap the key pad whose Performance parametars you wish to edit. If necessary,

changs the Pad Banks with [PAD BANK .
Selsct the parameter to be edited with [SELECT ],

: PARAMETER $ PITCH (Piteh)
- | /OFF SELECT + 170N

EC Decay)
[_—”_ JI I :BUA‘?\J\EE( (I‘:I:::nce)

b $ PAN (Pan) ,

Using [ = 1.7OFF}[+1,70N] or VALUE slider, change the values {Parameatars
other than Pan can be aset with Numerical Kaya).

Tap the key pads to fisten to the sound.

To continus to change tha other parameters, repeat steps 4 and 5 as many

times as nacsssary.

Te continue, and adit the other key pads, repest steps 3 to 6 as many times
as neceasary,

Press {PERFORM | to return ta the previous displiay.
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c. Using the Multi Assign Function

instrument Seiection

Step 1

Step 2

Pad Bank (A—E)

Step 3

Step 4

Step B

The Multi Assign function allows you to assign the same
Instrument to all 16 key pads. This assignment is independent from
the five pad Barnks.

Use this function together with the Align function { that
automaticaliy sets the Performance parameters of the Key pads to
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 10 be assigned -to aii the 18 key pads.

Press |INST ASSIGN| to turn to the Instrument Assign mods.

IL | I ETHET BLISFLAY
INST ASSIGN _ CARD UTILITY EITHIT

L~bmJl i

*if the Menu Display is not shown, press .

5
Preas Numerical Key 1 to salact “INST".

IHZT RASSIGEH
wH-B1 b=wEd B CRIH_C1
*

T Instrument Name

MOt - B8 -++ Instrument in the internal memory
901~ 26 .-+ Copy Instruments
H01- 26+ Instrument on a Sound ROM card

S—

Key Pad Number
(1-18)

Press [MULTI} to set to the Multi Assign mode.

Indicated in the Multi Assign Mode

MODE ASSIGN TEMPO
FAD BANK MULTL SCOPE | EnT o
[ ” ” l [ usER i__cARD | e 1#:[._:5
e LPAD BaNK] A — .l- ASSIGN | T MuLT) :
b IHST RSSIGH
SMLT > =+HS7IAG0ED1 *

* Further presses of | MULTI] switches alternatsly between the Instrument Assign and
Muiti Assign modes.

Using | — 1,/OFF}[ + 1./ON] or VALUE slider, select the Instrument to be used,

Press to retun ta the Menu Display.
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Performance Parameters

The Align function allows you to set the Performance parameters

in the Align Function (Pitch, Decay and Nuance only) of key pads 1 to 1B in the
sequance as shown below.
Pitch Decay Nuance
~ 800] |- 7004 | - 600} |~ 500 -3} -33(]|—-30}|-27 -7 -7 -6 -5
- 400} |— 300} {— 2001 |~ 100 - 24 -21 - 18 - 18 - g -3 -2 -1
¢] +100|[ i+ 2005 |+ 300 - 12 -9 -6 -3 4] +1 +2 +3
+ 400} {+ BOO} |+ 600} {+ 700 0 +3 +6 +8 +4 +5 +8 +7
Step 1 Prass [ PERFORM | to turn to the Performance Edit mode.
Step 2 Press Numerical Key 2 to sslect “ALIGN".
Pad Bank
¥
FERFORM ALIGH <A
HFITCOH BOECHY -
Next display
FERFORN ALIGH <H7
EIHIUMNCE -
Step 3 Press |MULT]| to change to the Multi Assign mods.
% Further pressing of switches alternately betwesn 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,
sel_act a Pad Bank with [PAD BANK].
Step 4 Select the Performance parsmetar where you wish to use ths Align function,
with Numerical Keys 1 -3,
Selected iarametar
JFFM ALIGH <H> FITLCH
++ Prezs ENTER.
Step & Press |ENTER .

82

The display responds with “Are you sure?”.

*To leave the mode, press .
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Step 6 To continue, press ENTEH .

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

*Should the total value of the Sound parameter and Performance parameter excsed

the variable range of the Sound parameter, the value will be automatically set
within the range.

Multi Assign

To pléy the R-8 with the Multi Assign function, press FMULTI] to
Performance

turn to the Multi Assign mode,

PAD BANK MULTI SCOPE MODE

B — ===

1 _ASSGN | . MurTl ;i
7

ASSIGH TEMED

o
b

% Further prassing of [MULTI| switches alternately between the Instrument Assign

snd Multi Assign modes. Pad Banks cannot be changed in tha Muiti Assign mode.

#1f the Muiti Assign mode is selected during rhythm pattern writing, the

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

a Sequanca parameter.
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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 sat for each
riythm pattern ssparataly, and is most effective if added 1o triplet
type rhythm patterns. (Jazz, Shuffie, 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.

174,178, 1,716 or 1,732 delays the timing of the even number muitiple
beats.

Swing Point: 1,78
176, 1712 or 1724 delays the timing of the bests positioned in multiptes

of thres.

Swing point: 1,712

T

3‘/ \3/ \3‘ 3'/

®5Swing Delay

This sets the amount of delay.



Swing Setting

Step 1

Stap 2

Step 3

Step 4

Step 5

Stap 6

RIPATTERN WRITING (Advanced)

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

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

stopped, do as follows.

Specify the Pattern number where you wish to sat the Swing effact.

Tap kay pad 6 whils holding [SHIFT| down.

ERASE b TOM 2
o|oWIHG SET <PTH BS >
$LDELAY= g5
e b e DISPLAY H i
SWING SET Swing Delay Vaiug

b

Using [— 1,7OFF |[+ 1,70N], VALUE slhder or Numerical Keys, sat the Swing

Delay value,

Higher values emphasize the feeling. (At zero, no Swing is cbtained.)

*The variable range for the Swing Delay valus changes depending on the Swing

Point.

Press | SELECT | to change to “POINT" display.

SWIMGE SET <FTH B85k

FFOTHT= 1. &
Swizg point Valus

Using { — 1.7OFF |[ + 1./ON], VALUE slider or Numerical Keys 1 to 7, set the
Swing Point,
(Value : 174, 176, 1./8 1./12. 1,716, 1,724, 1,/32)

Press [ENTER| to retum to the previous display.

85



FEPATTERN WRITING (Advanced)

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 separatsly.
The Flam effect is determirmed by Flam Intarval and Flam Ratio.
@®Flam Interval
This sets the intarval between the two sticks in 32 levels (0 to 371),
o
Flam Interval
@Fiam Ratio
This sets the intensity (velocity) of the first and second sticks.
Flam Rstio:1: 2 ﬁ J
4 ] ]
I 1
1 i
|
]
Veloeity 1
I
i
1
Flam Setting Now, let's sat 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 [SHIET down.

__ERASE 7 TOM 3
FLAM SET <PTH BS:

L _” > FINTUL= 16

= b ';:’W ET Flam Interval Valua
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Step 3 Using [~ 1./OFF | [+ 1”ON], VALUE slider or Numarical Keys, set the Fiam

interval value (0 to 31). (At zero, no Flam is obtained.)
Step 4 Press | SELECT | to change to "RATIO" display.

FLAM SET <FTH ©5 -

_$EHTIU=*I: o

Flam Hatio Value

Step 5 Using [~ 1 7OFF [+ 1.70N] or VALUE slider, set the Flam Ratio.

(Vaiue: 1:1,1:2,1:4,1:8, 1:18, 1:32)
Stap 6 Press [ENTER | to return to the previous display.

Flam Entry To write the Flam you have sst, 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).

<Ex> Adding Flam to the Instrument of Key Pad 14

O o4

While holding down [:] D D D D
<1 OO0
E][i]%?[][]

®In the Step Writing mode

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

tn the Normal Edit/Scope Edit mode, you can check the Flam entry sfatus.

- Normal Edit -Mode

F'TH BE-H1JCEFAT_S1 o
STP @1 [FIslUL= @%@ +
4
F is shown at the step whera Flam is set

Scops Edit Mode

-wTF Bl-1 JOUBFAT_S1
----- 1 #lL= 186 +

_....T_..,,
F is shown at the Scope step where Flam is set

bt
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¢. Roll
Rolf Setting
Step 1
Step 2
Step 3
Rolt Entry
Procadure

While holding down C?rj D D D D Prass

a8

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

Tap key pad 8 while holding [ SHIFT | down.

ERASE 8 ToMm 4
o [FOLLC =ET
AEESQLUTION= 1.-32
E—Hﬁ“b ROLL SET VIlua

b

Using | — 1./OFF ][+ 10N |, VALUE slider or Numerical Kays 1 to 9, set the
valus of the interval.

(Value:1/4, 176,178, 1./12. 1./18, 1./24, 1/32, 1,748, HIGH (1,796 notes)}

Prass |ENTER| to return tc the previcus display.

To write the Roll you have set, with the unit set to the Real-time
Writing mode, do as follows.

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

resolution of the Roll match the two settings.

While holding Roll down, keep pressing the rslavant key pad.

<Ex>To enter Roll 1o the Instrument of Key Pad 14

L OO

Roll Imerval : 1,716
Release

OO0 ;
The Roll effect is written until the key pad is released {the level
changes depending on how hard you press the kay pad).

RN jj.fjjfljj4

*in the Step Writing mode, the Roll 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

Up to 10 different Macro Motes can be registered in the R-8. A
Macro Note is a performance pattern meade 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

A Macro Nota can be set in the same way as step writing (setting
one Step and another). Each stap 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,

Velocity Value obtained by hitting a Key Pad

(+20
(Relativa Valocity Value)

_ ©
Velocity | 1(-10) | (- 10) (- 10)

v

Macre Nots [0- 000 0-@ssnnrvese

< Example of Macro MNote Satting >

Reattime Quantize : 1718

J 33577

Macro Note (g @@ @ @-@ssennsssl

Not used
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With the unit stopped, do as follows.
Step 1 Press | DEFINE |,

USER
DEFINE CANCEL

| b | [USER DEFIHITIGH
i_ % IN ] L MACRG | b F' [ = F: I_J i'i [: F"; ﬂ 1: .

Step 2 - Press |MACRO | to change to the Macro Note setting display. t

USER Macro Note number Step Number
DEFINE CTANCEL
I ) L[CEFIHE MACRD tgo-@4
FUNCTION MACRD [————Illillllllai3 -:-!-

| i )
b

Step 3 Using [~ 1,/0FF] .~ [+ /ON], VALUE slider, or Numerical Keys, specity a Macro
Note number (O to 9) to be registered, _

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

Step 4 Using@and E], move the cursor to the right, to sat the number of steps
(2 to 16).

Step Number

4
LEFIME MACED ﬁBb~?9

———— L it e 4 3 m M W N R R

Variable Range

#The timing valee (note length) of a step is determined by the Quantize value in

the Reaktime writing (or the length of a step in the Step writing} used for Macro
Nots.
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Step 5

Step &

Step 7

Step B

Step 9

PATTERN WRITING (Advanced)

Tap the key pad that corresponds to the Step number to be sntersd (To cancsl

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

DEFIME MACED CBx-O=
[nuanF—n@........] <
T FTam ‘Not -valid
Specitied Step

*#To add the i FLAM | effect, tap tha key pad while holding [FLAM | down.

% Pressing key pads does not create sounds.

Press to selact the Rslative Velocity Value sstting display.

Relative Velogity Value

4
DEFIME UELO:RUL= @S
["“F“ﬁi"lll!-lj e

Step which ¢an be set (flashes)

Specify the Step number with and [B], then using [=1,0OFF][ /0N,
VALUE slider, or Numerical Kays, set ths Relative Velocity vaiue (— 99 to + 89)

of sach stsp.

*When the Macro mods is “ON”, the actual sound can be monitorad by playing Kay

pads. (See next page)

To continue, and set the other Macro Notes, change the displays with
and repeat steps 3 to 7,

Prass to raturn to the previous display.
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b. Using Macro Note

Setting Macro Medes

92

Step 1

Step 2

Step 3

Step 4

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 Moda ON.

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

Press | MACRO|.
USER Macro Note number
DERINE CANCEL
L | [HACRD MODE f@YI+0FES
FUNCTION MACRD [ﬂsaﬁl!la.lllllll]
b Set Performance Pattern

Using [~ 1.7OFF][™ + 7ON], VALUE slider, or Numerical Keys, select the
number of the Macroc Note to be playad.

Move the cursor with [«(] and [>1, then set tha Macro Mode te ON.

ON: The Macro Nata you select js piayed by hitting a key pad.

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

Press | MACRO | to raturn 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 Patern Writing.

The timing value (the length of the nots) of a step is determined by the
last Quantize selected in Reaktime writing, Also, the speed of the Macro Nots

performance is deterrnined by the set tempo.



In Realtime Writing

Mode

Step 1

Step 2

PATTERN WRITING (Advanced)

The following explains how to use Macroc Notes in the Real-Time
writing mode.

With the unit sat to the Realtime writing mede, do as follows.
#The timing value (the length of the note) of a step for Macro Note is determined

by the Quantize setting.

< Ex.>
[....'.iﬁiuonal-.}

J’Tﬂ Quantize : 1,78
C

Quantize : 1716

Specify the Macro Note number to be used.

D) Prass i MACRO| .

@Using [~ 1/OFF] [+ 17ON], VALUE slider, or Numerical Keys, select the
number of the Macre Note (0 to 8) to be played.

(@ Press [MACRO| to return to the previous display.

Tap the kay pad whara the Macro Note is to be sntered with the unit playing
the rhythm,

The Macro Note deta is written in the same timing as you tap the key pad,

< Ex>
Macro note [.—-..oo--o-qooooo]
Quantize : 1./16

Tap Tap Tap Tap
¥ v ¥

-

o3
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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 -Msthod Normal Entry Triplet Entry
maode
Basic Mode 1/16 nota Triplat
Normal Edit Mods 1716 nota Triplet
Scope Edit Moda 186 note 1./96 note

With the unit set to the Step writing mede, do as follows,

Step 1 Specify the Macro Note number to be used

(DPress | MACRO|.

@Using [ - 1./OFF] /[ 70N, VALUE slider, or Numerical Keys, select the
number of the Macro Note (0 to 9) to be played.

@ Press [MACRO] to return to tha previous display.

Step 2 Tap the key pad for the first step of the Macro Note with tha unit playing
the rhythm.
Macro Note data is written from tha step number of the pad tapped,

< Ex.> Selecting Step Number § with Normal Entry of the
Basic (or normal Edit) Mode.

Macro Nota (00000 000 sscerneys]

T 2
t

A Ay

#Macro Note data cannot be written ints the steps which cannot be specified with

key pads,



ZIPATTERN WRITING (Advancad)

c. Macro Note Erasing

Step 1

Step 2

Step 3

Step 4

Step 5

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

Presa .
USER
L ] b ] [USER EANCELGTION
FUNCTION 20 - - F' R F i_I H 1: ﬂ R l:: M

L 1 ]

Press | MACRO|.
USER Macro Note number
DEFiNE £ANCEL
[ I | [CEHCEL WMACRD 7@
FUNCTION MAGHO "'[Q—iﬁﬁﬁmﬁﬁr-- = s a2 ow ]

Lj[bl

Using | - 170FF| [+ 1,70N]. VALUE slider, or Numerical Kays, salact ths
number of the Macre Nots {0 to &) to be erased.

The display shows the current Macro Nota pattern.

Pross .(The display responds with “Are you sura?”)
Press to erase.

#To cancel the mode press .

g5
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Feel Patch Structure

96

3] FEEL PATCH

Whan humans express themsalves rhythmically, unlike programrnable
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 ba 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 a2 more “Human Feel”. T

A Feel Patch is accompanied by two elements ; Groove and
Random Factor. By combining the two elements, Sequence

parameters (Veloecity, Pitch, Nuance and Decay) can be changed,

Fesl Patch
! Groove ] L Random Factor }

@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.

Groave Groove
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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 (sequance parameters of ths
specitiad Instruments) as the timing set in the Groove, changing the sounds
in a certain cycle.

\' Groove setting

-40 +40 -30 +10
g +20 o +20

I
i
i
I
]

o —

Sequence Faramater valuss of the rhythm
pattern

+ 60 +60 +B60
+ 80 +60 +60 +860

Sequence Parameter vajues for the .actual
performance
l——. -d-«-—[

+ 80 +30 + 70
+860 +100 +60 +80

4.

@®HRandom 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 sach striking. Also, by changing the Nuance of a cymbat
instrument, the sound will change depending on the position of striking.

Such random changes create more realistic and natural perfarmance.

g7



PFEEL PATCH
1. Functions of Parameters

A Feel Fatch is accompanied by the following parameters.

Parameter Variable Range

Groove Select

Groove Type 1-8
Groove Step 1/4-1/32
Instrument Select INST? 8
Groove Switch ) ON,~OFF
Random factor Switch ON~OFF
-89 - +9
Groove o S

(Nuance: -7 — +7

Random Factor.

Probability 1-8
Random Depth 14
Instrument Switch
N F
INST1 -~ 8 ONOF

a. Groove Select

HREOOUE SELECT < #&
TWFE= 4 =STEP=is & =
Groove Type Greo?ve Step

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

®Groove Type sets the number of notes whose accents should be
-changed, from 1 to 8,

®Groove Step sets the timing value {length) of the note from 1,74
to 1,732

b. Instrument Select

FEEL TMST SELECT<#85>
$If5’T1mflE!DFEHWH1} £

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

d. Groove

e. Random Factors

WELOCITY FEEL <#8>»
GRU=®(MH+ FHO=$0FF+®2
Groove Switch gandom Factor Switeh

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

DECds <0
B Bodi Hio
§

Relative Parameter value

f lETI
i:"_"i
4

= FY]
J:En :
l"_;n T
1501 "
"3
+
(RN

This sets the relative value for each Sequence parameter (~7 10
+7 for Nuance and —99 to +99 for the other parameters) ta sach
timing set with the Groove Select. Tha relative values set for the
Sequerice parameters azre 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.

EAHDOM <UELD
FEOE= 1 DEFTH= 1 =
I;tobabiiiry Random Depth

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

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

change.

89



EFEEL PATCH

@Probability (1 tc B)

This sets the ratio and the width of changs of each Sequence paramster.
Higher values increase the ratio and width of tha change caused on the

Sequence parameter.

4 Ratio 4 Ratio

N

- - >+

Width of change -

Width of change
Probability Lower Probability targer

®Random Depth {1 to 4)

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

f. Instrument Switch

IMET SWITCH <UELD *
T1iBOPEH _HI=*®0HMH=* :

Instrument selected with Instrumant Select

This selects whether to add the Feel Patch to each instrument
selected with the Instrument Select, for sach Sequence paramaeter.

¥When the sama Instrument is selected mora than once with the Instrument select,

set any Instrument Switch to “ON” to obtain the Feel Patch sffect.
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{JIFEEL PATCH

2. Editing Procedure

a. Groove Setting

Step 1

Step 2

Step 3

Step 4

Step B

Step 6

Step 7

Step 8

Press to turn to tha Fael Edit Mode.

EDIT

SOUND PERFORM FEEL 1 FiT'; H HUELD
l 1 I b T IBFITCH QDECAY =+
Press Numerical Key 1 to select “PATCH™.
FEEL FRTCH =ELECT
FETCH= #g *

Feel Patch number

Using | = 17OFF ][+ 170N ]. VALUE slider or Numarical Koys, select the fesl
Patch numbar {0 to 7) to be used.

Changs to the Groove Select display with [PAGE].

BREODWE SELECT <#6>
TYFE= 4 STEP=1£ oo
1 T |

Graove Type Groove Step

Using and move the cursor. then using [~ 1/0FF|{+1,/0N], VALUE
slider or Numarical Keys, select the Groovs Type (T to 8) and the Groove Step
(174 to 1,732).

Press [PAGE| to change to the Instrument Selsct display.

FEEL IHZT SELECT<#@:
FIMNSTI=(BOPEM_Hl>» +

Instrument

Change Instruments (INST 1 o 8) using { SELECT |, then press the key pad
corresponding to each instrument to be sdited with the Groove {(common for

Random Factors).
If necessary, change Pad Banks with {PAD BANK |.

Press [EXiT| to return to the Menu Display.

10t



[FFEEL. PATCH

102

Step 9

Step 10

Step 11

Step 12

Step 13

Step 14

Step 15

Step 16

Select the Saquenca parameter to ba sdited with Numerical Keys 2 - 5.

2: Velocity
3: Pitch
4: Decay
§: Nuance

Using [ — 1/OFF{[+ 10N} or VALUE slider, selsct ON or OFF for the Groove
Switch.

Selected Sequerce Parametar

MELDCITY FEEL <#
SRU=+0FF RHD“L:

a5
FF#

Groove Switch

Prass to turn to the Groove Satting display.

Groove Type Parameter
4 Y
GROCUVECS Y <LUELD > =+
088 B 66 B o6 O o
T 1)
Value
Timing

Move the cursor with E or [E then using [~ 10FF]| [+ 10N}, VALUE
siider or Numerical Keys, set the rslative value for sach timing (=7 to + 7 for

Nuance and — 99 to + 99 for the othaer parameters),

*When the Groove Type is to be set to higher than 4, change to the 5 10 8 timing
setting display with E}

Select the instrument Switch setting display with |PAGE].

IMET SWITCH <UELO o
F1sHOPEN_ H1—+UH+ -

instrument selected with the Instrumen: select

Change instruments (INST 1 to 8) using [SELECT + then with [ - 1,/0FF
or VALUE siider, selact 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.
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b. Random Factor Setting

Step 1

Step 2

Step 3

Step 4

Step &

Step 6

Step 7

Prass to turn to the Fesl Edit mode.

EDIT

SOUND PERFGAM e [HFPAETCH QI-.-EEi._J |
| l mwh_jPEPITEH HLECAY *
Press Numerical Key 1 to sslect “PATCH".
FEEL PRATCH SELECT
FHTCH= #3 -
T_

Feel Patch number

Using [~ 1.7OFF|[+1/0N]|, VALUE slider or Numerical Keys, select the Fael
Patch number (0 te 7) to be used.

_ Press to change to the lnstrument Seisct display.

FEEL IMST SELECT<®#5:
FINS

I
1STi=0CHOPEM _H1 o -

Instrument

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

(common for Groove),

f necessary, changs Pad Banks with [PAD BANK].

Press to rsturn to the Menu Display.

Select the Sequence parameter to be sdited with Numerical Keys 2 1o &,
2 Velocity

3: Pitch
4: Decay
5: Nuance

103



[FFEEL PATCH

Step 8

Step 9

Stap 10

Step 11

Step 12

Step 13

Step 14

104

Move the cursor to the right, then using [~ 1,/OFF][+ 1,/ON] or VALUE slider,
saject ON for the Random Factor Switch.

'JEL:?IT: FEEL <#@8:>
GREU=+0FF+ BHDI=+0H+ %

Random Factor Switch

Praas te turn to the Random Factor Setting display.

P

FANDOM <UELH &
FROE= 1 [EFPTH= 1 =
3

Probability Random Depth

Move the cursor with [«(]or [B], then using [=1,70FF ][+ 1.70N|, VALUE
slider or Numerical Keys, sst the Probability {1 tc 8) and Random Depth (1
to 4),

Select the instrument Switch sstting display with [PAGE].

SHELD #
1 + =

IH=T SWITCH
F1:BOPEH_HI=

Instrument selected with the Instrument select

Change Instruments (INST 1 to 8) using [SELECT ). than with [- 1 OFF
or VALUE slider, select On or OFf for the Instrument Switch.

To continue, and edit snothsr Sequence parsmeter, press to raturn to
the Menu Display than repeat steps 7 to 12.

Press |FEEL | to return to the pravicus display,
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3. Feel Patch Assignment

Step 1

Step 2

Step 3

The Feel Patches you have made can be assigned to the User-
patterns. Feel Patches change the feeling of the rhythm
performance.

Feel Pateh 7 .|

User - Patterns ] S B

/‘I Feel Patch 1

= — Feel Patch 0 .
[ Groove 1 o

—/ - .

[ Randem Factor ]
i

With the unit set to the Pattern Piay mode and stopped, do as follows.

Select the rhythm pattern which you wish to assign a Feel Patch,

Move the cursor to “FEEL” value with E}md E, then using

+ 170N, VALUE slider or Numerical Keys, sslect a Feel Peich {0 to 7.

L

E
E

il

=
L
P

Feel Patch Nurnber

u

*If you do not assign any Fesl Patch, select *" (This is not inctluded in the

Nurmerical Keys).

Start playing the rhythm pattern. It will be piayed with the Feel Patch
assigned to it

*The Feel Patch assigned to a rhythm pattern has no effect in the Pattern Writing

mode,
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4., Feel Patch Copy

108

Step 1

Step 2

Step 3

Step 4

Step B

Step 6

The Feel Patch Copy function allows you to copy the contents of
a Feel Patch to a different Feel Patch number.

With the unit set to the Feel Edit mode and showing ths Menu Disptay, do
as follows.

Press Numerical Key 1 to seiect “PATCH".

Using [ — 1,/OFF ][ +1 ON |, VALUE slider or Numerical Keys, seiect the source
Fenl Patch (0 to 7) to be copied.

Press [EXIT| to raturn to the Menu Display.

Press Numerical Key 5, select “COPY”".

(3

mTm
Iam

EL FRATCH COFRY
TOCH B >3

L

T Feel Patch Number
Feel Patch Number to be copied

Using |— 17OFF | [+ 1 /ON], VALUE siider or Numsrical Keys, select the
dastination Feel Patch {0 to 7).

#To leave this mode, press |EXIT].

Press [ENTER|.

The display shows the message “Completed” |, and the Fesl Patch is copied.
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4] RHYTHM PATTERN EDITING

1. Editing Sequence Parameters

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

Functions of

Sequence Parameters e@Velocity
This parameter controis the intensity of key pad striking in the Pattern
Writing mede. Higher values meke the sound stronger.

®Micro Timing
This shifts the sound entsred in a rhythm pattern forward or backward in
1384 note unit (Micro Timing). -2 ~1,0 or +1 can bs selected for
Micro Timing. Negative values quicken tha timing and positive values slow
it. In the Pattern Writing, it is set to 2sro.

Sound entered in Pattern Writing

P ' ]
[ i
-2 =1 0 +1

e
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 tha

Pattern Writing (see pagse 77). If they are not programmed in ths Pattem
Writing, then they will be sat to zero.
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Editing Procedure There are two methods for editing Sequence parameters,

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

®5tep Edit
This allows you to edit paramaters in each sound written in the
pattern.

a. Realtime Edit

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

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

VALUE {EV -5, EV~10)
{EV -5, 10)
S ———— |
O =1 Olf =
O ——
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Step 1

Step 2

Step 3

Step 4

Step 5

Step &

Step 7

Step 8

@IRHYTHM PATTERN EDITING

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

Prass [PAGE| to turn to the ReakTime Editing mode.

CURSQR
PAGE

J;ILb_Jr*‘w’ *ETh foLe Bis :

Sequence Pararneter Value

Using [SELECT |, select the Sequence parameter to be editad,

$ VL (Valocity)
PARAMETER § FT (Pitch)
- 1 /OFF SELECT +1,/0N $ DC (Decay)
[ ”_ __J $ NU (Nuancse)
b $ PN (pan)
$ MT (Micro Timing)

Using [~ 1.7OFF ][+ 1ON]. VALUE slider, Numerical Keys or foot volume adit

the value of the parametar,

¥If you wish te change values continuously, set the basic value hera (When using

a faoct volume, set the value with the foot voluma),

Press |START/STOP] to start playing.

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

To change vajues continuously, edit the value of tha parameter while holding
the key pad down.

*The Micro Timing does not change during writing. To check it, set 1o the Pattern

Play or Song Play mode.
To continue, end edit the other parameters, repeat steps 2 to 5.
Stop playing,

Press to return to the Menu Display.
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b. Step Edit
Step Editing allows you 1o edit the Seguence paramsters of each
sound written in a rhythm pattern.
With the unit set to Normat Edit (or Scope Edit) in the Step Writing mods
and stopped, do as follows.
Stap 1 Press the key pad that corresponds to the Instrument to be edited.
Step 2 Using {SELECT |, selact the parametsr to be adited.
3 VL (Velocity)
PARAMETER $ PT (Pitch)
- 1 SOFF SELECT + 170N $0C (Decay)
[ ”_ __] $ NU (Nuance}
b $ PN (Pan)
3 MT {micro tirning)
*1f you wish to listen to the actual sound, press STARTZSTOP] to start playing
tha rhythm.
Step 3 Specify the Step number (or Scope Step number) to be sdited with [(«er

[»]. then using [~ 17OFF| [+ 1,70N], VALUE slider ar Numerical Keys, edit
the value of the parameter,

® Normal Edit mode Instrumant
FTH BZ2-81JCBRIMSHT1
=TF @1 [l = 188 <
f 1
Step Number Parameter Value
® Scope Edit Mode
Step Number
Scope Step Number
l Instrument
STR Bl1-5 JCBRIMSHTL Y
[#—— -] FllL= 108 +
t t t
The cumrent Scope Step Parameter Value

flashes

*if no sound is entered in the Step number {or Scope Step number) you have

selected, editing cannot be performed (*%% %" s shown instead of the valuse).

*The Micre 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 B

Step 6

@IRHYTHM PATTERN EDITING

To continue, and edit ancther Instrument, stop plaving the rhythm, then specify

the [natrument using the appropriats key pad.

Stop piaying.

Press |EXIT | to return to the Msnu display.

(AR
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2. Timing Edit

The sound written in a rhythm pattern can be shifted forward or
backward using 196 note unit (Macro Timing) or 1.7384 note
(Micro Timing).

Macre Timing (1796 note)

e
\\\

]Iil!]

Micro Timing (1,7384 note)
a. Macro Timing Shift

The Macro Timing Shift function can shift the steps of a rhythm
pattern for each note, in 1,796 note (Macro Timing) forward or
backward.

% Any note (step) pushed outside the rhythm pattsrn with the Macre Timing Shift

will be automatically returnad into the rhythm pattern.

With the unit set to the Normal Edit mede {or Scope Edit mode)} in the Step
Writing mode and stopped, take the following procedurs.

Stap 1 Press the key pad that corresponds to the Instrument to be timing-shifted.

Step 2 Using [«] snd [El spacify the Step number (or Scops Step number) to be
timing-shifted.

Step 3 Press kesy pad 9 while holding down.

ERASE 5 SIDE STiCK
o [MACED SHIFT <FIH B8
STEF Bl-1= B8O CLE
BHIFT b AAT TRLETE T ?
MACRG SHIFT Step Number Amount of timing shift
b Scope Step Number

Step 4 Using | - 1.70FF |[ + 170N, VALUE slider or Numerical Keys, set the amount
of timing shift by clock number (~12 to +12:1 clock =1,796 nota).

Negative values quicken the timing and positive vaiues slow it,

* Prass to leave the mode.

Step 5  Prass [ENTER].

The display shows the message “Completed”, and the timing is changed.
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b. Micro Timing Shift

Step 1

Step 2

Step 3

The sound written in a rhythm pattern can be shifted forward or
backward using 1,384 note unit. The Micro Timing Shift can be
performed for the entire Instrument {or rhythm pattern) or for each
step.

Timing enterad

-
17384 note

*To perform the Micro Timing Shift for each step, see "Step Edit” on page 110,

* i tha=Micro Timing Shift causes the sound to excead the variable range (~ 2 to

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

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

stopped, take the following procedure.
Specify the rhythm pattern number whose timing should be shifted.

Prass key pad 10 while heolding | SHIFT | down.

ERASE 10 RIM SHOT .
MICRO ZHIFT <FPTH #G:
_J = CALL IFSTY= & ClLk
CBRFET b FPART NEERT f
MICRO: SHIET Amount of timing shift
b all the Instruments

To shift the timing of all the Instruments, skip the fcllowing step 3 and oo
to step 4.

Press the key pad that corresponds to the instrument to be timing-shifted.
14 necessary, change Pad Banks with [FAD BANK].

MICED SHIFT <FTH 8@
CBEIMSHT1 = & CLE
*

Selected Instrument  Amount of timing shift
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Step 4 Using [ -~ 1.7OFF ][+ 1.7ON], VALUE slider or Numerical Keys, set the amount
of timing shift (variable range: —3 to + 3),

Negative values quicken the timing and positiva values slow it.

*To leave the mode, press {EXIT].

Step & Prass [ENTER] .

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

14



3. Pattern Edit

@RHYTHM PATTERN EDITING

a. Instrument Change

Step 1

Step 2

Step 3

Step 4

The Instrument Change function allows you .t 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 follows.

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

function,

While holding |SHIFT | down, press kay pad 1.

ERASE i CRASH 1
— [THET CHANGE C(FTH BE:
MEHT_S1 FrARIMESHTL
T b ?’?gTGC%T"I'ZE Instrumentfto be changed T
b The new Instrument to be set

With {E]and EE. move the cursor and specify the original Instrument and the

new Instrument respectivaly with the corresponding key pads.

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

Press [ENTER | .

The display shows “Completed” and the Instrumant Change is dore.

*If the Instrument you specify as the original Instrument does not axist, the message

“Inst not found” iz shown in the display and the Instrument Change is not

executed,
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b. Pattern Append

118

Stap 1

Step 2

Step 3

Step 4

Two rhwythm patterns can be joined (appended), making one rhythm
pattern. This may be useful for writing 2 Song that has a lot of
same combinations of the specific Rhythm Pattern.

. < Ex.> Appending Pattern 2 to Pattern 1 .

Pattern 1 Pattern 1
I A | B

I

Pattern 2

-
> [ & ]

Pattern 2

*It is not pessible 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.

*if the total bar numbers of the two rhythm patterns exceeds 99, the Pattern

Append cannot be executed.

With the unit set to a Pattern Mode {‘PLAY", “REAL" or “STEP") and
stopped, do as follows.

Specify the Pattern number to be appénded.

Whila holding | SHIFT | down, press key pad 2.

ERASE 2 CRASH 2 :
—p [FTH BFFEND
FTH BB—@125FPTH s$s—wmw
SHIFT b S ITIAL PARAMET T
PTN APPEND Rhythm Pattern to be appended
b Rhythm Pattern to be played first

Specify the Pattsrn number to be played first.

*To cancel this mode, press 1EXIT].

Press .

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



c. Pattern Extract

Step 1

Step 2

Step 3

Step 4

@IRHYTHM PATTERN EDITING

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

< Ex.> Extracting Pattern 1 and copying it inte Patern 2

Pattern 1 Pattern 1
A ) et gl L1 1L
— -
T T 1
Pattern 2
Pattern 2 L}L\LLL\L}L‘L

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

Specify tha Pattern number to be extracted.

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

ERASE 3 BELL
wp- [FTH EXTRACT <PTH G&>
BoLSDoHT »#2FTH ok — ok
ST b SEARCH CAEES
FTN EXTRACT
The Instrument to be Extracted
b Destiration Rhythm Pattern

Press the key pad that corresponds tc the instrument to be extractad,

If necessary, change Pad Banmks with [PAD BANK .

Using |~ 1.7OFF| [+ 170N}, VALUE slider or Numerical Keys, specify the
destination Pattern (0 to 99),
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Step B Prass |ENTER|.

If the destination rhythm pattern has no data, the message *Completed”
appears in the display showing that the copy iz done.

H thers is any data written in the destination rhythm pattern,

the message “Overwrite OK ?" eppears in the dispiay. To copy, press
again, to cancel press .

*Any previous data in the destination rhythm pattern iz erased.

*If the instrument yeu have specified in .step 3 does not exit.in_ the.rhythm pattern,

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

na



d. Pattern Merge

Step 1

Step 2

Step 3

Step 4

T T 1

[MRHYTHM PATTERN EDITING

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

< Ex.> Merging Pattern 2 to Pattern 1

Pattern 1 Pattern 1

| L
i

Pattern 2 Pattern 2

T IIn O IT
e

* The merged rhythm patterns cannot be restored.

%It is not possible to merge the rhythm patterns of different sizes or time

signatures,

#The settings of 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 MERGE
“PETH BA-G13FTH k-t
i b FTN MERGE T
Rhythm Pattern to be merged
b Destination Rhythm Pattern

Using [~ 1 7OFF]| [+ 10N}, VALUE siider 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 -

: Reframing Pattern 1
i
|

The Reframe function allows you to 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 Realtime.

ST

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

do as follows.

Start Point

Specify the Pattern number to bs reframed.

While holding | SHIFT | down, press key pad 11,

EAASE .1

CLOSER HH
FTH REFRAME <FTH G-
_J "> |ZTrEAR= 81 CLE= @ag
e b ;gﬁ;"“igzy Bar to itart Clock Number

b

It you have specified a rhythm pattern of only one bar, skip the following
step and go to step 4.

t}sing [~ 170FF|[ +17ON], VALUE slider or Numerical Keys, specify the first
bar to be played.

Mova the cursor to the right with [«(] and [>]. then using [~ 1/ 0OFF
+ 170N |, VALUE slider or Numerical Keys, specify the start point using clock
number (1 clack = 1,796).

*To leave this mode, press [EXIT|.

Press |ENTER|.

The message “Completed” appears in the display showing that the reframe
is E'one.
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f. Pattern Copy

This function copies a User- Pattern or Pragset pattern to a different
pattern number. There are two types of Pattern Copy; one is
copying the entira rhythm pattern and the other is copying selected
bars from the patiern, giving you total freedom to create Rhythm
patterns and Songs.

< Ex.>> Copying Pattern 1 to Pattern 2

Pattern 1 Pattern 2

A i B | c I A 7 B | c

< Ex.>Copying “B” bar in Pattern 1 into Pattern 2

Pattern 1 Pattern 2

A 4, B | C |-e] B

When using a User- pattern, set the unit to a Pattern mode {(*PLAY”, "REAL",
or “STEP") and stopped, do es foliows.

When using a Preset pattern, get the unit to “PRESET" and stopped, and take
the following procedure.

Step 1 Specify the Pattern number to be copied.

Stap 2 While holding | SHIFT | down, press key pad 13.

PTN ; User - Pattern
PRE : Praset Pattern

ERASE KICK
Moo 'Ea' % F T{'-{ HE
F

-J n B1c%93 33FTEH
SHIFT b copv T
e number of bars

The first bar to be copled Destination Rhythm Pattern

i
-

-

s
e

:;_-. e

Step 3 Using |~ 1.”OFF]| [+ 1,”ON], VALUE slider or Numerical Kays, specify the

destination pattern number.

To copy the entire rhythm pattern, skip the next step and go to step B.
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Step 4 Move the cursor with and [»]. then using [= 1/0FF|[+ 1.”ON]. VALUE

slidsr or Numerical Keys, specify the first bar to be copied and the number

of bars to be copied raspectively.

Step b Press [ENTER|.

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

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

“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,

% the number of bars to be copied excesds ths total length of the rhythm pattern,

the rhythm pattern will be copied up to the end.
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g. Pattern Name

Step 1

Step 2

Step 3

Step 4

ERHYTHM PATTERN EDITING

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.

FPattern names will help you racognize rhythm patterns when writing
a song.

Set the unit to a Pattern mode (“PLAY", "REAL", er “STEP") and stopped
doe as follows.

Specify the Fattern number v be hamed.

While holding | SHIFT | down, press key pad 15.

FTH HANE
B A L F R p——

SHIFT b NAMEL

Pattern name

Move the cursor with [} end [B], then using [= 1,”GFF ][+ 1,/ON]. VALUE

slider or Numerical Keys, select numbaers,letters,”symboals,

Pressing a Numerical Key also cffers switching batwesn numbers, letters and
symbols {the letters and symbois written at the upper right of each key).

Pressing 2 Numarical Key while holding [SHIFT] down will produce lowercase
letters.

" Press [ENTER] to return to the previous display,
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SONG WRITE

Song Data

Song Structure

Part Number

Song Data

The R-8 allows you to write up to ten songs using the rhythm
patierns you have programmead. Tempo and level data can aiso be
written in a song.

¥ Preset rhythm patterns can:ﬁo'i ba used for a song unless you capy them into User-

programmed pattern ‘with the Pattern Copy function (see page 121),

Repeat, Tempo Changs, Level Cha'nge and Label data can be written
in a2 Scng as well as rhythm patterns.

®HRepeat
This repeats playing the specified rhythm patterns in a Song.
®Tempo Change

The tempo of a song can be changed for sach Rhythm pattern.

®Level Change

The fevel of a song can be changad for each Rhythm pattern,

®Labei
This allows you to put a label (within eight letters) &t 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 Numbar) in the sequence as they have
been written. One song can contain up to 999 Parts.

Q02 003 004 005 006 007 008 009
Rhythm | Rhythm | Tempo Repeat | Rhythm | Repeat label Level Rhythm
Pattern Pattern | Change Pattern Change | Pattern
o2 o |75 o i

128

@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).
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1. Song Writing

Let's write & song using rhythm patterns.

Step 1 Press |SONG | to turn to the Song Moda.

MGDE
SONG PATTEAN MID!

JEFLAY T BWRITE

INST b HGN CARD UTILITY -

| L

*if the Menu Display is not shown, prass [EXIT].

Step 2 Press Numerical Key 1, to select “PLAY", than specify a song number.

Step 3 Press [EXIT| to return to the Menu display, then specify “WRITE" pressing

Numerical Key 2.

Song Number Song Name
SOME O f-————mo—
FHET 681 PTH Ba-g1 7

Part aumber Pat‘rern?Number

*To erase the antire song data, take the Song Clear procedure (ses page 141).

Using [~ 1,7OFF |{ ¥ 1”ON]., VALUE slider or Numerical Keys, specify a pattern

number (0 to $9) to be written in the song,

Step 4

7 :ndicated when ns rthythm pattern is
wiitten in the Part currently shown.

To play the rhythm pattern you have specified, press [START.STOP|.
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Step B

Step 6

Step 7

Step 8

Changing Pattern

Numbers

Step 1

Step 2

Step 3

Step 4

128

Press |ENTER].

The rhythm pattern is written in the song, a part number in the display

advanced,

ENTER ey

y > [BarT amz F

Rfmeat steps 4 and 5 until you have written up to the last bar.

If the unit is playing a rhythm pamttérn. stop it

Press to return to the MenulDis?Iay.

To change the Patterm 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 ba changed with [«(]and ().

Prassing [P ] (or []) while holding (or [®]) down will guicken the

change of the Part numbers.

R I ——
FHRET 817 FTH B7-B1
T
Specified Part Rhythm paitern written in the Part.-

Using | — 1-0OFF | [+ 1/0ON], VALUE siidar or Numerical Keys, specify the

pattern number (0 to 93} to be changed.

Press ENTER|.

Now the rhythm patterns are rewritten.
“Repeat “the: above procadurss -as ‘many iimes as necessary.

*To dalete a Part or insert a new Part, see page 135 “Song Edit".



2. Repeat

Stap 1

Step 2

Step 3

Step 4

Step 5

ISCNG WRITE

The Repeat function atlows vou to 'repeat playing the rhythm
patterns you have specified. Specify the first (I|:) and last (:|])

Parts to be played, then the number of repeats, if you like.

Song Data Rhythm | Repeat | Rhythm | Rhythm | Repeat Rhythm | Rhythm
1 Pattern ...} . Pattern. |..Pattern.| .. . . _| Pattern | .Pattern

A . B c NIES] D E

L ] [ ]
Song Playing

Rhythm | Rhythm { Rhythm | Rhythm | Fhythm | Rhythm Rhythm
Pattern | Pattern | Pattern Pattern |, Pattern | Pattern Patterr

A B C B C o] 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 tha rapaat starts, select “REP ||:" with

.

IMGE &
ET 817

TR
T

Repeat Mark

Prass [ENTER/|.

Repeat Part for start ({]:) is written,

Write the rhythm patterns to be repeated.

Select “REP :|! x 01" with [SELECT], then using [— 1 /OFF)[+ 1,70N],
VALUE slider or Numerical Keys, specify the number of repeats (1 to 99),

Number of Repeats

Press [ENTER].

Repeat ending is written (:]]).

*Within ona set of Repeat Marks another eight sets of Repeat Marks can be

used,
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*When the number of start marks (|}:) does not match the number of end

marks (:]]), the song will be played as follows,

<Ex> ignored
Dat
Song Da a. Repeat. | .Bepeat .|-Rhythm. ;. Bbvthm - §- Repeat -|..Rhythm
. . Pattern | Pattamn . Pattarn
e | TR TR e |
Song Playing
Rhytbm | Bhythm | Rhythm | Rhythm | Rhythm
Pattern | Pattern | Pattern | Pattern | Pattern
A B A B c
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3. Tempo Change

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 T T
Rhythm [ Rhythm | Bhythm | Rhythm
Pattern | Pattern | Pattern | Pattern
A A 8 C
Tempo 120 120 130 130

Shown above are Tempo Change Parts written inbstween the
patterns. To insert a Tempo change Fart after having written &
song, use the Part Insert procedure (ses page 136).

Before entering a rhythm pattern where you wish to changas Tempo, select

“TEMPO”  with [SELECT].

Set the amount of tempo to be changed (— 99 to +99), using | — 1,7 OFF
+ 170N | or Numerical Keys.

Negative values reduce the tempo and positive values increase it

Prass {ENTER].

Tempo Part is written.
*The tempo value set hare is the amount of tempe to be changed from the

base tempo. Should the total of the base tsmpo and the tempo value sat

here exceed 20 to 250, there will be no effect bayond the range.
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4. Level Change

132

Step 1

Step 2

Step 3

it is 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
8 T8 Bhythm | Rhythm | Rhythm | Rhythm
Pattern Pattern | Pattern Pattern
A 8 c 2]
Lavel 32 32 24 24

Shown above is a Level Change written inbetwsen the rpatterns.
To insert a Level change after having written a song, use the Part
Insert procedure {see page 136).

Befors entering a rhythm pattern whera you wish to change levals, select
"LEVEL" with [SELECT].

ITHE
F

K%

5TE LEUEL @@ 7

L
]
—-{L:I
|"“||‘='

Set the amount of level to be changed (~ 32 to + 32) wusing |~ 1./0FF
+170ON|. VALUE slider or Numerica! Keys. '

Negative values decrease tha level and positive values increase it.

Prass .

Level Part is written.

#The level valus set here is the amount of lavel to be changed from the ]nitigi
Level (sse pags 145). Should the total of the Initial Level and the valus set

here exceed the maximum level, higher levels will not be obtained.



5. lLabel

a. Label Setting

Step 1

Step 2

Stap 3

{TISONG WRITE

The Label function allows you to put' a Label at any place in a
song, and name the Label using up to eight letters.

if a label is written at impotant position in a song, vou can quickly
go to the specified label even after the Part numbers are changed
by Part Delete or Part insert, using the Search Label function.

Also, in song playing, vyou can start playing from the |abeled
position.

Song Data
@ Atythm | Rhythm | Label | Rhythm | Rhythm
Pattern Pattern “"END” Patiarn Pattern
A B Cc 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 138).

Bafore writing a rhythm pattern where you wish to put a Label, select

" " with |SELECT|.

e
—_
bt

T
I
A1
__| ]

Label Name

Move the cursor with|—1/0OFF |[+ 170N ], then name the Label using VALUE

* shider or Numerical Keys.

Pressing the Numerical Xey switches alternately betwesn numbers and letters
/symbals {written at the upper right of esach key). Te write a small letter,
press the Numercal Key while hoiding [SHIFT | down.

Press |ENTER|.

Label Part is written.
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b. Search Label

When more than one label are written, all the labsls will be searched
in sequence until the Part of the assigned label is found.

Part Number 001 Q02 003 020 021 Q22 041 042
Song Data (%> | fabel| (%?Z=uaba
Search Cal Search Call Search

*See page 146 for detalls 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.

Step 1 Prass key pad 3 whila holding [SHIFT | dawn.
The Label Search starts from the beginning of the somg, When the first fabel
is found, the display responds with :
ERASE 3 BEL!
» [CEARCH LAEEL<ZOHG B&
"LABEL @1Y PORT @17
TSHFT b SEARCH LABEL f T
PN E'(TE‘CT Label Name Part Number of the Label
*¥When the label is not found, “Label not found” is shown in the display.
Step 2 To search for ancther label, press [— 1, /0FF| or [+ 170N ].
Song Data
Label Labe} Label
Y PARAMETER 1
: -1 SOFF SELECT + 1,708 ]l
; [——
1 ’ 1
j b b I
; I
H To search for To search for :
.\ the previous labei the next label I
Step 3 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.

001 002 003 004 Q03 006 oa7

Rhythm | Bhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm
Pat;‘em Patéem Patct:em Patéern Patéern Pat}t:ern Pathem

Delate tha Rhythm Patterns D and E. "

‘é ” ” -----

001 002 003 ;.04 005

Bhythm | Bhythm | Rhythm | Bhythm | Rhythm
Pat}\ern Patéesn Patéam Pan't:ern Patéem

With the unit set to the Song Write mode and stopped, do as follows.

" Specify the Part whers tha deleting starts using [«(] and [B].

Press key pad S whils holding |SHIFT | down,

ERASE 8 SIDE STICK
—»|FAET DELEIE <50HG @
FEOM B84 FOR 82 FHRT
ST b ART DELETE 3
MAGRO SHIFT The first Part Number to be deleted.
b The number of Parts to be delsted

:Spacify the number (1 to 99) of Parts to be deleted using [~ 1. /0OFF

+ 170N}, VALUE slider or Numerical Keys..

*1t is not possible to set the mumber of Part larger than the number of Parts you

have used in ths Song.
*To leave this mode, press .

Press [ENTER]|.

"Complated” appears in the display showing that the deleting is done.

*if there is no Part to be deletad, 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 Repsat to Part 5
Repeat
L ]
I
[0[sy] 002 003 004 008 008
_____ J—
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm }
Pattern Pattern | Pattern | Pattern | Pattern | Pattern I
A . B c D E F ]'
— o
001 002 003 004 005 Q08 Q07 .
Rhythm [ Rhythm | Rhythm | Rhythm | Repeat Rhythm | Rhythm
Pattarn Pattern Pattern Pattern Pattern | Pattern
A B c D s g F
With the unit set to the Song Write mode and stopped, do as foliows.
Step 1 Specify the Part number where a new Part is to be inserted using and
*The new Part is inserted before the specified Part.
Step 2 Press key pad 10 while holding [SHIFT| down,
EFLASE 10 AlM SHOT
e BT IH.EEFT CEmOHE 8
F'HFT Blg PTH 15-@2 2
TSHIFT b PART INGEAT —— ?
MICRO SHIET The Part number to be inserted
b The Part to be inserted
Step 3 Specify ‘the Part tc be insertsd,

@To insert a rhythm pattern, specify the rhythm pattern number using
[~ 1/0FF|[+1/0N], VALUE slider or Numerical Keys.

®To insert Repeat/Tempo Change,/Lavel Change/Label, select the relevant
paramater with |SELECT |, then set the valus.
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*How to set each paramster is explained on page 129 {Repeat), 13} (Tempo
Change)}, 132 {Level Change) or 133 (Label}.

*To leave this mode, press .

Step 4 Presa [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 s50ng consisting of the same patterns.

Copying Part 1 and 2 tc Part 5 and &

- |

o o2 003 004 Q05 006
_____ -
Ahythm | Rhythm | Rhythm : Rhythm | Rhythm | Rhythm X
Pattern | Pattern | Pattern Pattern | Pattern Pattern 1
A :] c o E F :
_____ L
001 002 003 004 005 Q08 007 . 008

Rhythm | Rhythm | Rhythm | Rhythm RBhythm | 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.

¥t is nat possible to copy Parts into Parts which are specified as source Parts.

With the unit set to the Scng Write mode and stopped, do as follows.
Step 1 Specify the destination Part number usingand {EI

Step 2 Press kay pad 11 while holding [SHIFT | down.

ERASE 11 CLOSED R
. FAET COPY < S0MG B
FROM #s% FOR 4k FHRRET
SHIFT b FART COBY
REFRAME The first Part Mumber to be copied
b The Number of Parts to be copied

Step 3 Move the cursor with [«] and [ ], then specify the first Part to be capied
and the number of Parts (1-99) to be copied using [= 1, OFF [+ 170N i,
VALUE slider or Numerical Keys.
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Step 4

Step 5

Step 6

BSONG EDIT

Press | PAGE | to selact Copy Number satting display.

FRET COFY <oOHG &r +
COPY TIMES 1

Number of copies

Set how many times the Parts should be copied with |- 170FF|[+ 1./ON],
VALUE slider or Numaerical Keys. {Valid:1 to 9)

*To leave this mode, press [EXIT].

Press .

"Completed” =appears in the display showing the copving is done.

*1f you have assioned the destination Part within the Part that has heen specified,

“Part overlap” is displayed, and the Step 2 display is returned to. When this

happens, repeat step 3 to 6.

%H the specified Part does not exit, “No part exists" is displayed.
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4, Song Copy

140

Step 1

Step 2

Step 3

Step 4

The entire data of 2 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 ha copiad,

Press key pad 13 while holding { SHIFT | down.

ZRASE 13 KICK

=S OMG CORY :
> SOHE B > SOMG %

SHIFT b CTORY
Song Nurmber to be copied
b ' Destination Song Number

Specify the destination Song number using [=170FF][+ 1-0N|, VALUE

slider or Numerical Keys.

#To leave -this mode, prass {EXIT].

Prass | ENTER].

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
“Ovarwrite OK?". If you wish to copy, press [ENTER]. and to stop copying
, press .
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5. Song Clear

The Song Clear function clears the entire song data, tUse this
function to write a song from scratch.

With the unit set to the Song Play mode and stopped, do as follows.
Step 1 Spacify thea Song number to be cleared.

Step 2 Prass key pad 14 while holding [SHIFT | down.

Song Number to be cleared
ERASE va SNARE

—p [ZOME CLERR <Z0MHGE @5

=+ Hrs o wWon syre 7

T b Ry

#To leave this mode, press | EXIT].

Step 3 Prass |EMTER|.

-"Completed” appears showing that the song clear is done.
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6. Song Name

142

Stap 1

Step 2

Step 3

Step 4

The Song Name function allows you to name sach song within
gight letters.

The Song name vou have written appears in the display in the
Song Play or Write mode for vou to check.

With the unit set to the Song Play mode and stopped, do as follows.
Specify the Song number to be named.

Press key pad 15 while holding [SHIFT | down.

EAASE IS PEDAL Wi
SUHHGE MEME
_] maEhtY uﬁ Bfs e 5

TSHIFT b NATIE

b Song Name

Move the cursor with and [ ], then name the Song using | — 1.7OFF

+ 170N |, VALUE slider or Numerical Kays,
Pressing the Numerical Key also switches aiternately between numbers and
letters “symbols {written at the upper right of eech key). To write a small

letter, press the Numerical Kay while hoiding [ SHIFT | down.

Press |ENTER| to return to the previous display.
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3) FUNCTIONS FOR SONG PLAY

1. Continue Play

This allows you 1o start playing a song from the exact pcint where
you have stopped, or from a selected bar as show below.

With the unit set to ‘the Song "Play mode “and - stopped, do ‘as ‘follows

Step 1 Move the cursor to “MEAS” with and [»], then using [~ 1. OFF
+ 10N | or Numerical Keys, specify the bar where you wish to start playing

ﬁl i
Il -——
%
=
ot
-
A
-]
]
h
]
[

The first bar to be played

Step 2 Press [START./STOP| while holding { SHIFT| down.
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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 & song number to be chained in each
song, you can play more than one song continuously.

Song Number
]

Song Number

Song Number

1

.3

Sang Chain 1

Song Chain 3

Song Chain OFF

With the unit sat to the Song Play mode and stoppad, do as follows :

Step 1 Specify the song number.
Stap 2 Press key pad 1 while holding [SHIFT| down.
ERASE 1 CRASH 1
SOME CHBIH
| ' > Z0HE 8 ¢ GFF
SHIFT b SONG AN ' ‘T
INST CHANGE Vaiue
Step 3 Specify the song numbers (0 to 9} to be chained using L~ 170FFI[+ 1./0N],
VALUE slider or Numerical Keys.
To set the Song Chain function off, select. “OFE". To repeat playing one
song, specify the same song number.
Step 4 Press [ENTER| to return to the previcus Display.
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The song number you have set here will be shown during song playing.

Chained Scng Number




[TFUNCTIONS FOR SONG PLAY

3. Initial Tempo and Initial Level

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Step 7

Each song can have 2 base tempo and level (initial tempo and level)
for playing. The initial tempo and lavel you set w_ill 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 oz CRASH 2
INIT FARAN - SONG B
MJ Pl TENPO=#0FFs =128
. b | g{-ﬁ“,;p;’éﬁ'é”g’ | GNJOFF Initiaf 1';'ampo

b

Select ON/OFf of the initial tempe using[—=1,70FF [+ 1,/ON1 or VALUE slider.

ON : The initial tempo you set is used _

QFF : The initial tempo is not set

Maove the cursor to the right with E], than set the initial tempo (20 — 250)
using | — 1,”OFF ][ + 1.”ON|, or Numerical Kays.

Press [SELECT | to maks the display show the initial level,

IHIT FHEHM <S0OHGE 5
$LEVEL= I
4
Initial Level
Set the initial level (0 —32) using [— 1. 0FF|[+ 1 0ON!, VALUE slider or

Numerical Keys.

Press |ENTER | to raturn 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 follows :

Step 1 Press key pad 3 while holding [ SHIFT | down.
tabels are searched from the beginning of the song. When tha first labél is
found, the display responds with :

ERASE 2 BELL
p oEHRCH LABELCSOMHE &
"LABEL B1" MERS G817
VIt f ¥

Label Name  Bar Number of the rhythm
pattern which will play from
the label currently shown.

*When the label is not found, the message “Label not found” appears.

Step 2 To search another label, press [ — 1,/OFF [+ 1,70ON].

Song Data
l.abel Label Label

ot e e N
; PARAMETER Y.
] - 1 AOFF SELECT + 170N ]
} [ } ]
I !
I I
1 i
i b b T
i I
: Ta search the To search the :
| previous label next label |
b e e _

Step 3 Press [ENTER] to return to the display of Song Play mods.

Step 4 Press | START/STOP | while holding [SHIFT | down, and the song starts playing

from the labal
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5. Time Calculate

Time Calculation for
the entire song

Step 1

Stap 2

Step 3

Step 4

This function zllows you to calculate the time needed for = song
to be played up to the last bar or a specife 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,

With the unit set to the Song Play mode and stopped, do &t follows &

Specify the song number for which you wish to cafculata tims,
Press kay pad 5 while halding [SHIFT | down.

ERASE 5 TOM 3

-
T
—
]
By
-
[
[
ot

Pr_d

]
[}
~i 1T}
T
—
G
o

s

iME CALCULATE
METRONQME SET

b

I |
SHIFT D

Press Numerical Key 1 to select “TOTAL".

The display shows “Caiculating”, showing that the total time is now being
calculated, and calcuated time js later displayed.

initial Tempo
!
SOHGE 8 Jd=1287
UTHL= B@:Gd4: 35
T
Hour  Minute Second

Prass |ENTER| to raturn to the previous display.

*1f The Initial Tempo Is set to “OFF", “Init Tempo Off" message appers in the
display,
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BIFUNCTIONS FOR SONG PLAY

Time Calculation up
to the specified bar

Step 1

Step 2

Step 3

Step 4

148

With the unit set to the Seng Play mode and stopped, do as follows.

Play the song up to the bar where you wish to calculate tima.

*You can also specify the bar number using [~ 1.70FF|[+ 1./0N] or Numerical

Keys : with the unit set to the Song Play mode and stopped, move ‘t'he cursbr
to “MEAS"  with m and [E], then set the bar using [— 1 0FF|[+1,70N] or

Numerical Keys. In this case, the unit calculates the time needad bafore the

—specified bar starts playing.

Press key pad 5 while holding {SHIFT | down.

Prass Numerical Key 2 to sslect “LAP", -

The display shows “Caiculating”, showing that the time is now being

caleulatad,
Initial Tempo
¥
SOME B Cd=1200
HF BOLZ= ORi@2: 17

F 1 1

Specified bar Ho Minute Second

Fress |ENTER| to return to the previous display.



6. Time Display

Step 1

Step 2

Step 3

ZIFUNCTIONS FOR SONG PLAY

The Time Display function allows you to check the time spent so

far from the moment the song staris playing or resumes playing
with the Continue Play (see pages 143).

With the unit set to the Song Play mode and stopped, do as follows :

Press key pad 6 while Hoiding ‘SHIFT | ‘down.

ERASE [ TOM 2

, TIME LISFLAY
B e g OFF

ON~OFF
b

SHIFT b

Select ON“OFF of the Time Display function using [—1,/0FF|[+ 1,70N] or
VALUE slider.

ON
OFF

The playing time is displayed

: The playing time is not displayed

Press [ENTER| to return to the previous display.

With the Time Display function set to ON, the display respends as shown
below during song plaving.

Performance time
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BIFUNCTIONS FOR SONG PLAY

7. Time Set

Step 1

Step 2

Step 3

Step 4

Step 5

150

This function allows you 1o set the initial tempo so that the song
can be played within the specified time.

With the unit set to the Song Play mods and stopped, do as follows.

#The Tima Set function iz not obtained unless the Injtial Tempo (see page 145)

is set to ON.
Spacify the song number which you wish to time set.

Press kay pad 7 while halding [SHIFT ] down.

SRASE 7 TOM 2

SHIFT b ME SE

FLAM SET Mour  Minute Second

b

Move the cursor with and LE—_]. then set the performance time with
= 1./0FF ][+ 1.7GN]. VALUE siider or Numerical Keys.

Press [ ENTER].

“Calculating ... " appears showing that the initial tempo is now baing

calculated, and the set initial tempo is later displayead.

SE
IHL TEMFO 4=1Q7

Calculated initial Tempo

—»

*¥When the Initial tempo excesds 20 to 250, the display shews “QOut of range”, and

the initial tempo is not entered.

Press [ENTER | again to return to tha previous display,

*If The inftial Tempo is set to "OFF", “lnit Tempo Of" message appers in the

display,
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MuTILITY

1) UTILITY

The Utility Mode is accompanied by three functione :

@Available Memory (checking the remaining memory of the song
and rhythm patterns)

-~ @All--Song ‘Clear~(erasing the—-entire  song -data)
@Al Pattern Clear (erasing all the User-programmed rhythm

patterns)

a. Available Memory

This function allows you ito check the remaining memory for the
song and rhythm pattern data. it is shown in percentage (%). At
C%, no more data can be written,

Step 1 Press |UTILITY | to turn te the Utility Mode.

Step 2 Press Numerical Key 3 to select “AVAIL".

AURILAELE MEMORY
SOMG= 78X FTH= &/
Remaining memory for songs Remaining memory for rhythm patterns

The remaining memory capacity for songs and rhythm patterns is shown.

Step 3 Press [EXIT| to return to the menu display.
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b. Al Song Clear

Step 1

Step 2

Stap 3

Step 4

c. All

Step 1

Step 2

Step 3

Step 4

*To leave this mode, prass .

Pattern Clear

[DuTiLITY

This function erases the entire song data in the R-8.

Press |[UTILITY | to turn to the Utility Mode.

Prass Numerical Key 1 to select “SONG CLR".
ALL SOME CLEARE

++ Fress EMNTER.

Prass !ENTER R

HLL S0OHGE CLEQR

4+ Hre <oy sures 7

Prass | ENTER].

“Completed” appears in the dispiay showing that all songs are erased.

This function erases the entire User-programmed pattern data in
the R-8.

Press [UTILITY | to turn to the Utility Mods,

Press Numerical Key 2 to select “PTN CLR".
HLL FHTTERM CLEAR

++ Fress EMTER.

Press .

HLL FHTTERMH CLERE
P Hee gou o supe 7

*To leave this mode, press .

Press {ENTER].

“Completed” appears in the display showing that all rhythm pattems are
erased.
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[ZBIUSERS FUNCTION

USERS FUNCTION

How to register the

Users function

154

Step 1

Step 2

Step 3

Step 4

The Users function ailows you to set.a sequence of keystrokes. Up
to ten different settings {Users functions) can be registered. Once
the sequance of the procedures (Users function) are registered,
you can perform the entire procedure just by calling it.

With the unit stopped, 2 sequence of procedures can be registered
in a Users function as follows :

Prass’ DEFINE | .

USER
I : ! | [T5ER DEFIMITION
wee |33 Fraoss FUHCAMAS,
L | |
Press .
USER -
[ | | [CEFINE FORCTION
EUNCTION MALRG > < "" Fl e s F'- L[ ;-‘! I: # ]

I— B

Specify the number of the Users function to bs used with Numaerical Keys 0
to 9.

Users Funetion Number

A

Press Numerical Kay 2 to select “DEFINE".

%
B8 p—y

1
W el
BT AN

E K]

T
T
e e
i

L

et
-
=
Rl
)
5




v

[Ex.]

@With the unit stopped, play from the 17th bar of Song

Step B

Step 6

[ZIUSERS FUNCTION

Press the buttons in the sequence you wish to register {Up to 16 button

procedures can he ragistered).

DEFIHE FUMCTION <@
DEF: LIME 818 "FTH ©

Line Number (1 - 18) T
Name of the pressed button

¥ 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 buiton procedure, a line number advances.

% CANCEL, DEFINE, MACRO and FUNCTION buttons cannot be registered.

* Pattern- writing procedurs with key pads-cannot-be—registered, - — — o oo - oo oo o

Press [DEFINE | to return to the previous display.

@®With the unit in the Realtime Writing mode and Stopped,

number 3. erasing the entira data of the next pattern number, and setting
for fourquarter time, one bar.
- L
Lins Button Display Operation ne Button Disolay Operation
Number Number
1 SONG SONG 1 PATTERN PTN
Select the Song Select the Real- Time
2 EXIT EXIT Play Mode 2 EXIT EXIT Write
3 Numerical Key 1 N1 3 Numerical Key 3 ‘N3
4 Numerical Key 3 N3 Select Song No. 3 4 « CUR <
5 » CUR> 5 < CUR < Select the next rhythm
pattern
<] MNumerical Key 0 NO B +1/0N PAR >
7 Numaerical Key O NO Assign bar 17 1 SHIFT SHFT
- Erase the entire data
8 Numerical Key 1 N1 8 Kay Pad 14 PD14 to set it to
9 Numericat Key 7 N7 g ENTER gNTR | four-quarter time and
single bar
10 SHIFT SHFT 10 ENTER ENTR
Continue to start
11 START./STOP 578




USERS FUNCTION

Executing the
registered Users
function

Stap 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 .
USER -~
I 11 | EXECUTE FUHCTION
FUNGTION MACRD s R Frez=z F UMHC #

Pressing |[FUNCTION | again will return to the previous display.

Specify the number of the Users function to be used with the Numerical Kays.

The selected Users function is now performed.

To check the Users Function you have registered, with the unit
stopped, use the following procedurs.

Press [DEFINE] .
Press [ FUNCTION |.

Specify the number of the Users Functions (0 ~9) you wish to chack: with
the Numerical Keys. (0 to 9)

Press Numerical Key 1 to select “CHECK”.

DEFINE FUMCTION ©8 %
CHE> LIME BizisOpg




w_.w
“_’~‘d",_r~

USERS FUNCTION

Step 5 Using | — 1 70FF]{+ 1,70ON], change the line numbers to display the butten
nama of each line number.
Display Button Display Button Display Button
SCNG S0NG PAD PAD BANK EXIT EXIT
PTN PATTERN MLT MULTI ENTR ENTER
MiDI MIDIL scP SCOPE , PAR < - 1/QFF
ASGN INST ASSIGN CUR > | . SEL SELECT
CARD CARD PAGE PAGE PAR > +1./0N
uTIL UTILITY CUR < <4 578 START.~STOP
SNG SOUND T™MP . TEMPO : ROLL ROLL
PFM PERFORM LvL LEVEL FLAM FLAM
"FEEL FEEL NO~9 Numericai Key (-8 SHFT SHIFT
PD1~18 Key Pads 1 - 186
Step 6 Prass to return to the previous display.

Clearing the Users
function

Stap 1

Step 2

Step 3

Step 4

Step 5

To clear the Users function you have registered With the unit
stopped, do as follows :

Press |CANCEL |.

USER

[ I b | [ISEFR CRAMCELAT IO
EUNCTION IRl > b b B = F U ["{ E: H 1:{ ]: M
| Il |
Press .
USER Users Function Number
I I | [CAMCEL FUHETLION t@w
FUNCTION MACRO ++ Fres=zs EMTEFR.

[blll

Specify the number of the Users Function you wish to erase with [~ 1,7OFF]
~and| +1, 0N =VALUE slider- or “theNumerical Keys.

Press | ENTER].

The displey responds with “Are vou sure?”.

Te continue, press |ENTER]|.

¥To cancel this mode, press .
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ZINITIALIZATION

Initializing Note

Numbers

Initializing Instrument

Assignment

158

Step 1

_ Step 2

Stap 3

Step 4

Step 1

Step 2

Step 3

Step 4

Step 5

3} INITIALIZATION

The Initializing function of the R-8 can recall the factory presst
data {(data preprogrammed by the manufacturer) at any time even
afier 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". ... .. ..

MOTE# IMITI
EE =

- Fre H

LIZ
EFR.

—11::

Press ENTER ;.

The display responds with “Ars you sure 7",

To continue, press | ENTER] again.
To stop, press | EXIT|.

The instrument assignments to the key pads and instrument under
Muiti Assign can be returned to the factory presets.

Press |INST ASSIGN | to turn to the Instrument Assign Mode.

Prass Numerical Key 3 to select “INIT".

IT <HLL =
EMTEFR.

To initialize the entire Instrument Assignment, skip the following step 3, then

3 L
I

11)

Y

4+ I

=Z1GH IH

go to step 4.

To initialize the instrument of a certain Pad Bank, select the Pad Bank with

:

‘To initialize an instrument in the Mult Assign, press [MULT]].

Press |ENTER].

The display responds with "Are you sure?".

To continue, press [ENTER| again.
To stop, press [EXIT].



initializing Sound
Parameters

Step 1

Step 2

Step 4

Step 5

Step 6

FUNITIALIZATION

The Sound Parameters can be returned to the factory preset values.

Prass |SOUND] to turn to the Sound Edit Mode.

Press Numerical Key 3 to select “INIT".

=SO0HE THIT

Hi SoUMD  BELL

Spacify the instrument to ba initialized with the Numerical Kavs.

To initialize a specific instrument, press Numerical Key 1.

SOUHD If T
=5 E

* P

CHORS
HTEFR.

*if you have pressed Mumerical Key 2 in the above step, skip step 4 and go 1o

step 5.

Tap the key pad that corresponds te the instrument to be initiatized.
if necessary, change Pad Banks with [PAD BANK].

Press {ENTER].

The display responds with “Ara you sure?"”.

To continue, press | ENTER | again.
To stop, press |[EXIT .
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FEENITIALIZATION

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 ths Performance Edit Moda,

Step 2 Press Numsrical Key 3 to selact “CLEAR".

L LHLL

FERFORM HE
TER.

*% Fraczs

ZLE
EH

To -initialize -the Performance parameters of all the - key' pads, skip the -

following step 3, then go to step 4.

I Step 3 To initislize performance parameters of-a-vertainPad “Bank; ssiset the Pad Bapg - ——— ~—— — "

with { PAD BANK]. '

Teo initialize Performance paramaters in the Multi Assign, press { MULTI].

Step 4 Press |ENTER .

The display responds with “Are you sure?”.

Step 5 To continue, press [ENTER| again.
To stop, press [EXIT|.

Clearing Feel Patches The settings of the Feel Patches can be cleared,
Step 1 Press to turn to the Fesl Edit Moda.
Step 2 Press Numerical Key 1 to sslect “PATCH".
Step 3 Specify the Feel Patch number to ba cleared.

Step 4 Press [EXIT| to return to the Menu Display, then sefect "CLEAR" by pressing

Numaerical Key 7.

Feet Patch Number

Step § Prass IENTER|{.

The display responds with “Are you sure?”
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EHNITIALIZATION

Step 6§ To continua, press | ENTER | again.
To stop, press |EXIT|.

Initializing the R-8 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 +81) s~and -Feel -Patches -are ‘sat. - - -

Step 1 Switch the R-8 off.

Step 2 Whils holding [PAGE]| and [SELECT | down, switch the unit on.

CURSOR
- PAGE » ‘
L, 1 e § i
0 —p EYSTEM INITIALIZE
PARAMETER ++ Prezz EMTER.
— 1/0FF SELECT + 1.70N

A | P D B

b

Step 4 Press | ENTER |.

The display responds with “Are you sure?”.

Step B To continue, press |ENTER| again,
To stop, press {EXIT|.
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HIMEMORY CARD (RAM)

MEMORY CARD (RAM)

Notes on using a
RAM card

162

All data programmed in the R-8, such as rhythm patterns, songs
sound parameters, performance parameters czn be saved onts a
RAM card (optional).

1

*The Sound ROM card cannot hold the R-8': data.

®Use only the M.2BBE 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. -

@®inserting a RAM card with protect "OFF" into the ROM ecard slot
will erase the data on the RAM card. When using it again later,
format it

®If you keep the RAM card 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.

®If an error message is shown in the display, resolve it as explained
in “Error Message Table” on page 189.

@00 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.



EMEMORY CARD (RAM)

1. Formatting

To save data onto a brand new RAM card or one used for another
unit, tne following formatting procedure is required. Formatting
saves the entire data in the R-8 onte the card.

# Farmatting will erase any previous data stored on the RAM card.

Step 1 Connect the RAM card to “the "RAM*Card "Slot" sacurely’ (uhtl “it-slicks), = -

MEMGRY CARDZ (RAM)  MEMORY CARDT (ROM)
3] | ]

MODE PATTERN TJEMPO

LLEDIT R omarll .
WSER [ cann ] (! }1 2
PAD BANK | A | assgy | g T -

Step 2 Set the protect switch on the RAM card to OFFE.

>
Step 3 Prass to turn to tha Card Mode,
MODE
SONG PATTERN M
[ 1~ 7] BLGAT EGM BSRUE FAN
INST ASSIGN  CARD iy PIEF O EHMET BL.O0AD RO

b__ll*]
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FMEMORY CARD (RAM)

Step 4

Stap &

Step 6

Step 7

Step B

164

Press Numaerical Key 3 to selsct “FORMAT".

@®If you are using a brand new card, the Card Name setting display
appears :

S H " E
CHED HMAME

=
|j‘“3
T
Ik
1

FORMAT

®if any data is written on the card, the foliowing display appears :

RAM CARD FORMAT
Lats exizt 3 FORMATY) e

w Il

f[l Il

To continue, press |[ENTER|, and to stop, press { EXIT].

#1f the RAM card is not connected correctly, the “Card not ready” maessage appears.

If this happens, remove the card, reinsert it properly, then repeat the procedurs.
*H the connected card cannot be usad for the R-8, the

“Hlegal card” massage

dppears.

Move the cursor with [«] and [B], then set a card name with [~ 1. OFF
+ 10N}, VALUE slider, or Numerical Keys.

Pressing & Numerical Key also switches alternately between numbers and
letters, symbols mode (marked at the upper right of the kevs), If you-wish

to use small letters, press a Numerical Key while holding [SHIFT | down.

Press .
mAM CHED FORMAT

+4 Hre "oy sure 7

*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 &

Step 7

EMEMGRY CARD (RAM)

The saving procadure saves the data on the R-8B onto a RAM card.

#To save data onto a brand new RAM card or the ons used for the other unit

the formatting procadure {(see page 183) is required. Formatting saves tha entire

data in the R-8 onte the RAM card.

~ Connectthe ‘RAM -card to-the ~RAM--Card-Slot--securaly-{until-+it «clicks) .

Set the protect switch on tha RAM card to OFF.

Press CARDE to turn to the Card Mode.

Freas Numerical Key 2 to selest “SAVE RAM".

VE TO REHM CH
LL HSEL

R b
) B=

i
:EI:CI
m

ETLIF

Specify the data group to be saved using Numerical Keys 1 to 3.

- Normaily, use the All mode.

1:ALL ---Saving the entirs data in the R-8 (SEQ and SETUP)

2 : SEQ - --Saving rhythm patterns and song data

3: SETUP Saving Instrumsnt Assign, Sound Parameters (Data of a ROM card),
Performance Paramsters, Macro Notes, Users Function, Meatronome,

Sync Mode, Feel Patches and setting of MIDI functions

The display responds with :

Selected data group Card Nama

SAVE CALL>¥MUSIC A

+% Are Qo4 syre 7

* Saving with ALL or SETUP will copy the Loading status of the ROM card at the

same time.
#To leave this mode, press .

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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MEMORY CARD {(RAM;
3. Load

The leading procedure copies data on a RAM card inte the R-8.
Step 1 Connect the RAM card to the RAM Card Slot securely (until it clicks).
Step 2 Prass {CARD | to turn to ths Card Mode.

Step' 3 "Press ‘Numerical Key 1 to "sélact™“LOAD RAM™.

L
1]

T
1
e
BN

1 XN
ITi
P
[LLIE}
i
e
__.1
%

Step 4 Specify the data group to be loaded using Numerical Keys 1 to 3.
Normaily, use the All mode.

1:ALL :--Loading the entirs data on = RAM card (SEQ and SETUP)

2:8EQ - -Loading rhythm patterns and song data

3: BETUP -Loading Instrument Assign, Sound Paramsters (Data of a ROM card),
Performance Parameters, Mecro Notes, Users Function, Metronomse,

Syne Mode, Feel Patches and setting of MID| Functions

The display responds with :

Selected data group Card Name

LORD <ZEC>4MUISIC 1

F+ Hre Wou sure 7

*To leave this mode, press .

Step 5 Press |ENTER|.

“Completed” appears showing data is now loaded into the R-8.

*Once you have loaded parameter data of ROM card from RAM card, the Instruments
on the lLoaded ROM card are ready to be used just by cannecting the card to
the unit.
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EISYNC PLAY

5) SYNC PLAY

The R-8 can sync to other MIDI equipment or MTR {multi track
recorder).

1. Sync Mode Setting
The R-8 can sslect to"what ‘device it ‘showld sync to.

With the unit set to the Song or Pattern Mede and stopped, do as follows :

(4]
o+
[+]
ks )
bt

Tap key pad 18 while holding down.

ERASE i8 CLAR

ZELECT

+

SHFET b SYNG b

Step 2 Select one of the three Sync Modes using [— 1/0FF|[+ 170N}, or VALUE

slider.

INTERNAL ---An external device syncs to the R-8

TAPE +++--- *-The R-8 syncs to the sync signal recorded on an MTR
MID)--vreeens The R-B syncs to the MIDI clock sianal of an external MIDI
davice

*#When the Sync mode is set to MIDI {TAPE) but clock signals (Sync signals) are
not being received, the Roll or Macre Note affect cannot be obtained with the Key

pads,

Step 3 Press |ENTER | 1o return to the pravious display.
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EISYNC PLAY

Tempo Display

168

¥ the "MIDI" or “TAPE" Sync Mode is selected, the tempo display

will be as shown below, and the tempo control cannot be done on
ths R-8.

oo
MODE BATIERN Iemes 1,
£DIT : — N 1’_‘11_:1 H
SER CAR ERX
.“p%:gsamx Py [ assien | 1 el :
| —
R il T |
i MIDI 1 t TAPE I
,' Stopped Playing : : Stopped Playing :
1 TEMPO TEMPD 1 ) TEMPO TEMPG, i
1 t ] I i
PoMIn mid P ATHF Lap|
R - s

If [START~STCP| is pressed without any sync signal being fed into the R-
8, the display shows the normal plaving indication, but the R-8 does not
start plaving untif the sync signal is sent from the external device.

L



EISYNC PLAY

2. MiDl Sync

in MIDI syng, the R-8 plays as a master or siave.

Whe;n the R-8 is a To controt an external davice 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 MIDE N
R-8 * MiDI Device

Sync Moda : INTERNAL

¥When the slave device (external device) can recaive MID! Soang Select or Song
Position Pointer messages, the song numbers bar numbers set on the B-8 are also

selacted on the slave davice.

When the R-8 is @ To control the R-8 with tha Start,”Stop or tempo of the external

slave device device, set up the R-8 and the extermal device as shown bslow.
Master ' - Slave
MIDI OUT MID! IN
MIDH Device > R-8

Syne Mode : MiD$
#When the master device (axternal device) can transmit MIDI Scng Select or Song

Position Pointer messages, the song numbers,~bar humbers set on the external

devica are also selectsd on the R-8,
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EISYNC PLAY

3. Tape Sync

Recording Sync

signals

170

Step 1

Step 2

Step 3

Step 4

Step 5

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 dees 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 IN

MTR

*When recording tape sync signals, do not use noise reduction or an equalizer. |t
will cause malfunctions to the R-B. W you cannot avoid using them ir recording
because of the specifications of the MTR you use, ¥ou must use them in exactly
the same settings during playback.

Set the Sync Mods of the R-8 to “INTERNAL" {see page 167).

Adjust the recording level {approx.— 10 t —3VU) of the MTR.

*When the R-8 is stopped, pilot signais are always output from the TAPE SYNC
OUT jack '

Set the tempa for the sync play.
Start recording on the MTR first, then start the R-8 in a few seconds,

When the R-8 stops playing, wait for a few seconds and stop the MTR.



GISYNC PLAY

Sync Play The R-8 syncs to the MTR’s tape syric signals,
LINE OuT TAPE SYNC IN
MTR > R-8
Step 1 Rewind the tape until the pilot tone changes to a modulated tone.

Step 2 Set the Sync mode of the R-8 to “TAPE" (ses page 157).

Stap 3 Start the MTR (Set the track of the tape sync signals to Play mods, and the

other tracks to Recording mode if necessary),

Step 4 Press [START/STOP| on the R-8.

*Be sure to press {START”STOP | before the pilot tone changes to a modulated

tona,
#-Wheny the tones change, the R-8 starts syncling to the tape syne signals.
¥It is not possible to start tape sync while the tape is playing,
#When the tape sync doss not perform well, adjust the ocutput 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-B can be played using an external MIDI device, or can play
an external rhythm rmachine or MID! modula. Also, using MIDI
exclusive messages, the entire data in the internal memory of the
R-8 can be transferred to an external device.

% Read the separate bocklet “Guide Book Ffor MIDI".

1. MIDI Function Settings

Instrument Section

Performance Section
1 to 4

172

The R-8 transmits and receives MID| messages as shown below.

Channel Message

. . Instrument Section |
MIDI IN semeadle- | Function Switch B (Fransmit & Racsive) e MID ouT

|

Receive Ch

Note Number

Control Change

Performance e
| Section (Reeive) |21
Section (Raceive) 3

' Receive Ch 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 arn 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 MID! keyboard,

In this section, one instrument is assigned to each four sections. The
parameters (Pitch,/Decay,/Nuance,/Pan) of the assigned instrument can be
changed depending on the keys vyou piay on the keyboard.
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a. Transmit Channel {Instrument Section)

When playing an external MID! sound module with the performance
data (note messages) sent from the R-B8, the transmit channel of
the B-8 can be set for sach instrumant.

When using only one MIDI sound moduls, set the transmit channels
of all the instruments 1o the same number. When using more than

one “MIDI - sound ~module;~set—different -channels +f-necessary - to * -

differentiate instruments.

. ¥%The Note number setting of each instrument preprogrammed from the manufacturer

it shown on pags 208

Step 1 Press to turn to the MIDI moda,

MCDE
- HmmmﬂﬁfiJ B7: CH HRM CH
nsTassen —ows  O[) T T|EHOTE # OFUHCT IOH

A . A

Stap 2 Pross Numerical Key 1 to salect “TX CH".

TERHSHTT CHAHNEL
CHORSH Clx= 14
) $
Ingtrurment Transmit Ch
Stap 3 Tap the key pad for the instrument whose transmit channel is to be set,

Charge Pad Banks with |PAD BANK], if necessary.

Step 4 Set the transmit channel (1 to 16} with |~ 1./0FF|{+1/0N]|, VALUE slider
or Numerical Keys.

Step 5 To continue, and set the transmit channels of another instrument, repeat steps
3 and 4.

Step 6 Press [EXIT| to return to the Menu Display.
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b. Receive Channel (Instrument Section, Performance Section)

Step 1

Step 2

Step 3

Step 4

174

This sets the R-8's receive channel whers MIDI messages are
received from an external MIDI device, for each saction.

#The receive channel of the instrument Section Is the Basic channel an  which

Exclusive messages are received.

#Set the receive chennels of the Performance section and Instrument section to
differant numbers. If they are sat to the sams number, the Instrument saction will

be given priority,

With the Menu Display shown in the MIDI mode, prass Numerical Key 2 to
select “RX CH".

RECEILVE CHAHHEL
FIMET SECTION = 1@
Seczon Receive Ch

Using | SELECT |, select the section whose recsive channel is to bs set.

PARAMETER o 3 INST SECTIOM (Instrument Section)
-1 ,/0F SELECT +1./0N $ PFM SECTION 1 (Performance Section1)
I lL j ' $ PFM SECTION 2 (Performance Section2)
b $ PFM SECTION 3 (Performance Section3)
- $ PFM SECTION 4 (Performance Sectiond)

Set the receive channel (1 to 18) with [~ 1OFF[{%+ 170N, VALUE siider
or Numerical Kays,

#Set the unused Performance section to “OFF". (OFF cannot be set with the

Numerica! Kays.)

Press [EXIT| to return to the Menu Display.
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c. Note Numbers (Instrument Section)

Stap 1

Step 2

Step 3

Step 4

Step 5

When Note messages are received on the receive channel set in the
instrument saction, Note numbers decide what instruments should
be played. When the R-8 transmits Note messages, the nots
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 ths MIDI mode, press Numerical Key 3 to
sslect “NOTE #".

HOTE HUMEBER HZS IGH
CHPOWE _Tdr= @350R 13
1 1
instrument Note number f
Note Name

Tep the key pad for the instrument whaose note number is to be sat.
Change Pad Banks with {PAD BANK , if necessary.

Set the note number (0 to 127) with [~ 1,70FF [+ 1./0N|, VALUE slider or
Numerical Kays.

*8Bet Instruments that do not receiva or transmit Note messages to “OFF . (This

cannot be set with Numerical Keys.)

To continue, and set the nota 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 MIDI
channel messages. There are other switches for selecting
respactively whether to transmit or receive. They are Note Off, Pan,
Program Change and Exclusive switches.

Channsl Message

Switch Nota CGHf Switch
DI N AN oo .
Pan Switch

o
Program Change Switch

0o

Note On

¥

A 4

¥

Cortral Change (except for Pan)

Exciusive Switch

0o S

*The setting of the Function Switch is relevant to ail the sections.
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Description of ®Channel Message Switch
Function Switches This selects whether or not to transmit and receive the Chamnel messages
(Note,/Program Change, Controt Changa).

*if the Channel Message Switch is set "OFF", no Channel messages is transmitted
or received regardless of the settings of the Note Off, Pan or Program Change

switchas,

®Note Off Switch
This selects whether or not to receive the Note Off {or Note On with
Velocity zero} messages sent by releasing Kevs on a kayboard. Normaily

it should be set to "OFF", and set 1o “ON" to mute a long decay sound.

ON e Tha instrument of the nota number is muted upan recsiving Nots
Of.
Laval
AN N
1 1 bl
I 1 Time
Nate On Note Off

OFF cooeeeeene The instrument of the note numbar is not muted sven when Nots

Off is received.

@Pan Switch
This selects whether or not to control the pan (Control Changs number )]
from an external MIDI device,

ONwoweeeeos The pan of the instrument in the section which recsives the Pan
message (if it is in ths Instrument section, all the instruments)
is changed and remains intact until snother Pan message is
recaived.

OFF «veeerrens Pan messages are not recsived.

*The Pan messages can control only the sound played by the MID! messages received
at MIDL N, but cannot control the sound {(Song Play or Pattern Play) played by
the R-8 itself.

¥When the Pan Switch is set 1o “ON", the Pan assigned to the other Control

Change numbers will be invalid.
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®Program Change Switch

This selects whether or not to receive the Program Change massages.

ON--eeemeeres Pattern NumbersFeel Patch Numbers are changed according to
tha Program Change Numbers received on the Basic Channsl

(receive channal of ths instrument saction).

Mede Receivable Range Operation
Changes to the Feel Patch that is one number
smaller-than the receiving number. The selected
Feel Patch is retained unti it i changed to
Song Play
1—-B.-128 another Feel Patch or cancelled,
Mode
*“128" will cancel tha assignment of the Feel
Patches.
Pattern Play 1 - 100 Changes to the Rhythm Pattern that is one
Mode number smailer than the recaiving number.
QFF s Prograrm Changes are not received,

*Even if the Program Change Switch is set 10 "ON”, no Program Change fs received

it 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 mods, the Feel

Patch assigned to each rhythm pattern will be fgnored.

@®Exclusive Switch

This selects whether or not to receive MIDI exclusive messages.

ON--e-eeeeee-Exclusive messages ars received when the the R-8 is stopped,

OFF +eveeeenses Exclusive messages ara not received.
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Now, let's set the Function Switches.

Step 1

salect

With the Menu Display shown in the MIDI mode, press Numerical Kay 4 to

“FUNCTION".

FUHCTIO

¥CH MESS

H SWITCH
HIGE=+{H+

Step 2

Step 3

Step 4

Step B

Using !SELECT , spacify ¢

T

Value

—»

Function Switch

he Function Switch to be usad.

$ CH MESSAGE (Channel Message SW)
$§ NOTE OFF (Nots Off SW)

PARAMETER
$ PANPOT (Pan SW)

+ 170N .

~ 1 /OFF SELECT
L“ __H‘““"‘—J $ PGM CHANGE (Program Changa SW)
$ EXCLSV RX {Exclusive SW)

b

Select ON or OFF with |- 1/ 0FF{[+ 1. 0N!, or VALUE slider.

To continue, and sat the other switches, repeat steps 2 and 3.

Press [EXIT | to return to the Manu Display.
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e. Control Change (Instrument Section)

180

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Control Change messages (Modulation and General purpose controls
1 10 8} sent from an extarnal MID! device can control a paramseter
(Pitch, Decay, Nuance or Pan) of the specified instrurnent.

Cnce the Centrol Change is set, the corrgsponding control change
(the value of the specified parameter) is transmitted when the
specified instrument is played.

'f 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
solect "CTRL CHG".

Control change

TEL CHBEHEE $MODUL
HOEY K1 » #DECHY*
1

Instrument Parameter

Using [SELECT |, select one of the Control Changas.

3 MODUL (1)
$CTRL -1 (18)
PARAMETER o SCTRL-2 (1P
-~ 3 SOFF SELECT + 120N S$CTRL~3 (18)
l |L_ _[ $CTAL-4 (1%)
b $CTAL~ 5 {BO)
$CTRL -8 (B1)
$CTRL-7 (82)
¥ SCTRL -8 (83) -
*The numbers shown in { ) represent Controi Change numbers,

Press the key ped that corresponds to the instrument that transmits or

receives the Control Changs.

Using | = 1/0FF|[+ 170N} or VALUE slider, specify parameter (Parameters :

Pitch, Decay, Nuance or Pan),

¥ “Pitch” cannot be selected with CTRL—5 to 8.
*8Set the parameter of the unused Contrel Change to “OFF".

To continue, and set the other Control Changes, repeat steps 2 to 4,

Press [EXIT] to return to the Manu Display.
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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 to be changed to each
Performance section. Then set how'it should be changed using the
foliowing parameters.

@Center Note Number

o2 A

This sets the base (0) note number (G to 127) for changing the pararneter

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.

Paramater Variable range
Pitch 0~-890
Decay c~9
Nuance 0~3
Pan 0~1

< Ex.> Playing the R— 8 Center Note : C4 {80)
Keyboard Foliower : 100

o o o
D 0 o
D B O

—

@Control Change
Independantly of the paramsters sst in each Performance section, another
one control change (MODUL/CTRL -1 to 8) can control the paramaters
{Decay,”Nuance./Pan), Using the control Changes, it is possible to contral
a different paramater with the modulation lever, etc, while changing tha
paremeter specified here from the Keyboard.
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Step 1 With the Menu Display shown in the MID mode, press Numerical Key 6 to
select " PFM SECT",
Performance Sfction 1-4
FFH _SECTION 1 <HOTES
FIMST  =CBASOEDL &+
i 1
Parametar Value
Step 2

Specify the Performance section to bs set with =t OFFI[+1.70N], VALUE
slider or Numerical Keys.

Step 3 Using {SELECT |, select a parametar, then set the amount of change for the
pararneter with | — 1/0m L+ 1.”ON], VALUE slider or ‘Numerical Keays.
SARAMETER $ INST (Instrument to be assigned to the ssction)
-1 /GFF SELECT + 170N EPARAM
: L_ __] (Parameter:PiTCH/DECAY/NUANCE/PAN)
& CENTER (center Note Number: 0 — 127;
b 3 KYBD FL (Keyboard Foliower)
*The instrument is assigned to “$INST" with a key pad.
Step 4

Turn to the Controi Change sstting display with |PAGE].

—p
)

FF
FF

T
T

ECT 14CTE
E = o

CTREL CHE:
i DECHY * £

Step 5

Select a parameter with [SELECT |, then set the value of the parameter using
[~ 1/0FF][+7.7ON] or VALUE slider.

PARAMETER " | SPARAM
~1,/0FF  SELECT + 3§ /0N

o, T

b

(Parameter : DECAY./NUANCE,“FAN)
$CONTROL
- (Control-Change =MOBULACTRL-1~8)

*The control number of each control change is shown on page 180.

% Set CONTROL to “OFF" when the Contral Change iz not to be used.

Step 6 Press {EXIT| to return to tha Menu Display.
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2. Example Setups

a. Using the R-8 as a MIDlI Sound Module

ising the R-8 as a
rhythm sound module

The R-8 can be played by a segquencer, rhythm machine, MIDI
keyboard or MIDI drum pads.

When the R-8 is played by an external MIDi device, the sound of
sach instrument can be edited using Sound parameters {see page
4T). Performance paramaters have no effect.

MIDI QUT MIGH IN

}

: ’ )
i e 10r |
Seqencer, etc. . == == [ 0000
Mastar — % O [
= == [J] [J0Ogag
= .. 00000

L J

Slave
Set the MID|I parameters as follows.

@5t the Channel Message Switch (Function Switch) to “ON” (see
page 177),

®3Set 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 17D).

*When the PAD-80 is used as & 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 Rsal-time Write mode. However, Note Of cannot

be entered to a rhythm pattarn, therefore mute effect cannot be created.
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Using the R-8 as a

sound socurce for a
MiDl 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 MiDi N

+

MIDi Keyboard o - D D [ ‘ - j
e == [ 0030
Master — % D BE:]E}E]
= — [ 0000
= — 0O OQgg

Slave

Set the MIDI parameters as follows.

®3et the Channel Message Switch (Function Switch) to "ON" (see
page 177).

®5et the receive channel of any Performance section, 1 to 4, to the
" same number as the transmit channel of the MIDI keyboard (see
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 inte rhythm
patterns with the R-8 set to the Realtime Write mode. However, Note Off
cannot be entered to a rhythm pattern, therefore mute sffest cannot be
created.



b. Playing an external MIDI sound module with the R-8

MIDI QUT

MIDT N

l

y

—

U0 | |
=== [ 0000
= = U 0Ooog
= = O Ooo
= .. 0O 0o0g

Master

Rhythm Machine
Synthesizer
Sampler, etc.

Slave

Bt

*When using a sampler unit or synthesizer, select a sound with a quick attack and

long release time (the tima needed from Note Off to zere) to prevent the crsated

sound from muting or cutting.

Sst the MIDI parameters as foilows.

®5Set the Channel Message Switch (Function Switch) to

page 177).

"ON" (see

®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 MIDI 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)

Data stored in the R-8 is transferred.
Connections

MIDI OUT MIDE IN
1
L 4
Seguencer
R-8 R~8, ste
Transmitter Receiver
Step 1 Set the basic channsl (receive channel of the instrument section) to tha basic

channel of the recsive unit (see pags 174).

Step 2 With the Menu Display shown in the MIDI mode, press Numerical Key 8 to
salect “BLK DUMP".

BULE DUMF

BoLL  HSER HSETUFR =+
Next Display

BEULE DUMF

Bl FTH +:~

Step 3 Using Numerical Kays 1 to 4, spacify the dats group to ba transferred,

1:ALL --:--- The entire data is transferred. (SEQ and SETUP)

2:8EQ .- Rhythm Patterns and Song dats are transferred.

3: SETUP----Instrument Assign, Sound Parameters (Data of ROM card),
Performance Parameters, Macro Notes, Users Function, Meatronoms,
Sync Mode, Feel Patches and setting of MIDI functions data are
transferred,

4:1-PTN ----One Rhythm Pattern js transferred.
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The display responds with :

Seiect Data Group

BELLE DUMP <RLL:
+*+* Frezz ENTER.

Whenr you have pressed Numerical Key 4, specify the Pattern number to be
transferred with | - 1.”OFF [+ 1,/0N], VALUE slider or Numerical Keys.

EULE DUMP

i TFTH 3
++ FPres=z EHTE

F .

L]

Step 4 Press |ENTER/|.

The display responds with “Are you sure?”.

Step 5 Press | ENTER | to transfer the data.

When the date transfer is finished, “Completed” appsars in the display.

*¥To leave this mode, press [EXIT.
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b. Receive

The R-8 receives exclusive messages from another R-8 or MIDI

device.
Connections
MIDI .QUT [ ; if.-MlDl IN
Seqencer, R — 8, etc, R—-8
Transmitter Recaiver
Step 1 Set the basic channel (receive channel of the instrumant section) to the basic

- c¢hannel of the Transmitter (see page 174).
Stap 2 Set the Exclusive Switch (Function Switch) to “ON” (see pagas 178).

If the R-8 is stopped, it receives Exclusive messages.

¢. Transmitting Sound Parameters

Sound parameters of an instrument can be transferred via the
Exclusive messages.

Connectians

MIDI oUT i MID N
A-8 Sequencer, R ~ B, etc.
Transmitter Receiver
Step 1 With the unit set to the Edit Mode of Sound parameters, specify the instrument

whose Sound parameters should be transferred,

Step 2 Press {ENTER| to trensfer the data.
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1. Error Messages Table

¥ 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.

=3+ Card naet reacda,

Name of pravicusly loaded ROM card

LOFADED=-

- E%Pﬂ.ﬂﬁt reardd.

®A Sound ROM Card is not correctly connected tc
the ROM Card Slot.
Insert a Sound ROM Card properly.

®The protect switch on the RAM card is set to
""""" “ON",
=rSet the switch to “OFF .

®The card connected to the RAM Card Slot cannot
be used with the R-8
crReplace the card with the spacified RAM card (M-256E
or M-2860D),

% [1ledzl card !

®The card connected to the ROM Card Slot is not
the R-8s Sound ROM card.
Remove tha card from the ROM Card Slot.

Full oubt this CHED.

®There iz no memory left for rhythm patterns.
T o - R R R 1 ] .
*r Fhn memors full f Press [EXIT|. return to the previous mode.

=To continue to write rhythm patterns, clear unneaded

existing patterns.
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*F Zond menory fuyll,|
HF Bar # owverftlaw,
*+ Emriy patteprs.

e Busnt umeointed,

Izt wmot

Foum,

Chieckaum

Erioe

I

18C

®There is no memory left for songs,
=To 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_
Change the settings so that the total number will not
excesd 99 o

®There is no data in the source rhythm pattern for
Pattern Copy, Pattern Merge, Pattern Append, etc.

o-Selact another rhythm pattern,

@in Micro Timing Shift or Macro Timing Shift, the
sound to be timing-shifted is not vet selected.
=Chack the procedurs for the Micro  Timing (Macro

Timing) Shift.

@In Pattern Extract or Instrument Change, ths
instrument you specified does not exit in the
pattern,

=Selact a different source pattern or instrument.

®Exclusive massages are not received correctly,
Press |EXIT!, return to the previous mode,

rRepeat the procedure carafully.



o fIID] bt fer full!

FA Fart owerlap,

4 Mo part exi:

-yl
D
in

3+ Fart# overtlaow,

+% Hhorted,
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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.
crWhen it is shown during data receiving, decrease the
amount of MIDI maessages on the trensmitter.
Set the Function Switches so that unneeded data will

rnot be transmitted or received.

@You have selected a Destination Part within the
specified source Part with Part Copy.

= Set an appropriate Part number,

@There is no data in the specified Part in the Part
Copy or Part Delete procedure.
cr8at the specified Part properly.

=Check if there is parformance data in the spacified Part.

@Part Insert or Part Copy will result in more than
999 Parts in a song.

crSet so that the total number of Parts doas not sxceed
999,

®There is not enough memory left for executing
copy function.

Delete unneeded rhythm patterns, then repeat the

procedure.

®This is shown when a procedure is stopped in the
middle, or when a procedure cannot be executed.
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2. Troubieshooting

Instrument

182

®No sound is heard
The lavel is sat to zero.

crRaise the laval

A REST is assigned to the key pad.
rinstrument number 68 is a REST, and therefore has no sound data (sea
pags 42)

With the Macro Mode set to “ON”", unspecified Macra nate is selscted.
=Set the Macro Meode to "OFF"

You have not loaded tha Sound ROM card vet
rload tha Sound ROM card.

More than 13 notes are simultanecusly played.
=The R-8s 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
of Key pad hitting.
The Sense Curve (Sound Parameter) is set to 7 or 8,

Change the value of the Sense Curve.

®The volume is too low
The level is set too low.

Raise the level

You ere tapping tha upper part of the key pad.
=>Tap the lower part of the key pad.

The Sense Curves are not set correctly.

Changs the Sense Curves.

®The sound is strange
Sound Parameters are not sat properly.

—Change the values of Scund paramaters or initialize them.

Performance Paramsters are not set proparly.

=Change the valuas of Performance parametars or clear them,



Rhythm Patterns
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®The sound does not change after éditing Sound parameters or
Performance parameters,
=The total value of the Sound paramster and Psrformancs parameters
exceeds the maximum range of the Sound parameter.
Even if it is within the range, this could happan when using cartain

instruments or parametesrs.

®Tapping a key pad produces continual sound.
The Macro Mode is set to “ON".
er3et the Macro Mode to “OFF",

®The same instrument is played by all the key pads.
The unit is set to the Multi Assign mode.
=Prass |MULTI| to cancal the Multi Assign mods. . .

@Pad Banks cannot be changed.
The unit is set to the Multi Assign mode.
rPress ]MULTIE to cancal the Multi Assign mode.

@Pressing |START./STOP| does not cause the unit to play.

The Sync mode js set to “TAPE" or “MIDI".
Sat the Sync mode to “INTERNAL™.

®The instrument written in a rhythm pattern sounds different.
You have edited Sound parameters.
cEditing & Sound parameter affects instruments exXisting in any rhythm

pattern as well.
®The Swing effect is not obtajned.
The Swing Delay parameter is set to zero.

=>S8et the Swing Delay to an appropriate valua.

The Swing point is not set properly.
Set the Swing point properly.

The unit is set to the Realtime Write or Step Write mode,

=The Swing effect is not obtained during pattern writing.
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®Realtime writing cannot be done.
The unit is set to the Realtime Edit moda.
rPress [PAGE ] to turn to the Realtime Write mods.

Feel Patch ' @®Fcel Patch data has no effect.
The Groove Switch or Random Factor Switch is set to “OFF".
crSet the Groove Switch or Random Factor Switch to “ON”.

The instrument selected with Instrument Select is not used in the rhythm
pattern.

crChange the Instrument Select.

The Instrument Switch is set to “OFF". -

t=Set the Instrument Switch to “ON".

The unit is set to the Realtims Write mods or Step Write mode,

=rThe Feel Patch has no effect during pattern writing.

®Even when the Instrument Switch is set to "OFF", the sound of
such instrument changes.

erCheck if the same instrument is assigned more than once with the

Instrument Select,

Song ®Pressing |START /STOP | does not cause the unit to play,

There is no data written in the selected scng.

rReselect a song or write data with Song Write.

The Sync mode is sat to "TAPE" or “MIDI".
crSet tha Sync mode to “JNTERNAL".

®When a song is played, another song starts afterwards,
Song Chain is set. '

crCance! the Song Chain.
®The tempo of the song changes when it starts playing,

fnitial Tempo is set in the song.

=Set 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 Initial 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 formatta&.
crFormat the RAM card.

®Data on a RAM card is erased.
H you connect a RAM card to the ROM card slot with the protact switch set
to OFF, tha data on the RAM card is erased.

= Format the RAM card.

Sound ROM Card ®The instruments on the card do not sound,
The Sound ROM card is not loaded yst.
oLoad the Sound ROM card.

MiDI (When the R-8 is a slave)

@®No sound is heard.
The MID] channels of the two units are not set to the same number.

>Set the MID! channels of the two units to the sams number.

Instruments ars not correctly assigned to note numbers.

rChange the note numbers.

The Channel Message Switch is set to "OFF".
=rSat the Channe! Messags Switch to “ON".

@No sound is created in the Performance section,
The receive channels of the Psrformance section and Instrument section are set

to the same number.

=Set the receive channels of the Performance section and Instrument

saction to different numbaers.
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196

®0nly one instrument can be played.

MID! messages are received on tha receive channel of the Performance section.
=rSeat the receive channel of the Instrument sacticn correctly.

@®3cund is muted partway {hroﬁgh.
The Note OF Switch is sst to "ON".
=Sat the Note Off Switch to “OFF".

®The Pan does not chahge.
The Pan Switch is sat to “OFF".
crS8et the Pan Switch to “ON".

®Exclusive messages are not received.
The basic channels of the receiver and the transmitter ara not set to the sams
number,

rSet the basic channels to the same numbers. The basic channel of ths

R-8 is the receive channel of tha Instrument section.
The Exclusive Switch is set to “OFF".
Set the Exclusive Switch ta “ON".
(When the R-8 is a master device)

@No sound is heard.
The MIDt channels of the two units ars not set to the same number.

crSat the MIDI channels of the two units to the same number,

Instruments ara not correctly assigned to the note numbers,

wrChange the note numbers,

The Note Number of the Instrument is set to “OFF".
crSet the Note Number of the instrument.

The Channel Message Switch is set to “OFF".
=Set the Chennel Messags Switch to “ON".



e T

Qthers

®The metronome stops in the middle.
The Metronome mode iz set to “EMPTY REC™.

rChange the Metronome mode.

®Metronome is not heard.
The metranoma lavel is 3ot to zero.

orincrease the level of the metronome.

The Metronome mode is set to 'fEVER OFF".

crChange the Matronoms mode.

®The Flam effect is not obtained.
The Flam interval is set to zero.

©*Set the Flam interval to an appropriats valus,

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".

=Set the Macre mode to “QFF".

®The Modes are not changed by pressing buttons.

The unit is set to the Users Function mode.

rPress | DEFINE! to cancel the Users Function.

M REFERENCE
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3. Blank Chart

[Sound Parameters and Note Numbers]

INST #

INST NAME

PITCH

DECAY

NUANCE

CUTPUT

ASSIGN

ASSIGN
TYPE

SENSE
CURVE

NOTE #

10

11

13

14

18

17

8

20

21

22

23

24

25

26

27
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CUTPUT | ASSIGN | SENSE
INST INST NAME PITCH DECA N CE
‘ ST# ¢ Y UAN ASSIGN | TYPE | CURVE NOTE #

28

2g

30

3

33

34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

81

52

£3

54

169
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: OUTPUT | ASSIGN | SENSE
ECAY A
INST # INST NAME PITCH 0 NUANCE assicN | Tyee | cuave NOTE. #

55

B&

57

58

58

80

&1

62

63

64

65

66

&7

68
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COPY
INST #

SOURCE
INST #

INST NAME

PITCH

DECAY

NUANCE

CUTPUT
ASSIGN

ASSIGN
TYPE

SENSE
CURVE.

NOTE #

10

"

12

14

15

16

17

18

19

20

w21

22

23

24

25

26

2
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{Instrument Assigns and Performance Parameters]

Instrument Assign

1 2 3 4
5 5 7 8
g 10 1 i2
13 14 15 T | - T,

Performance Parameter

Key Pad # Pitch Decay Nuance Pan

1

-

10

1

12

13

14

15

18
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[Song Data)
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Part &

Data

Part #

Data

Part #

Data

Part #

Data
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4. Preset Pattern Table

Pattern # Patte.r n Nams Description
Display
Q0 8BEAT * Rhythm Pattern with no accent
o1 BBEAT2 * Rhythm Pattern with no accent
2 BBEAT3
03 8BEAT4
04 16BEAT #* Rhythm Pattern with no accent
G5 18BEATZ2 # Rhythm Pattern with no accent
06 16BEAT3
a7 DISCO1
08 DISCo2
0% SLOWROCK Appropriata tempe is about | = B85
10 SHUFFLEY * Rhythm Pattern with no accent - i
" SHUFFLEZ * Rhythm Pattern with no accent
12 FUNKY
13 FUNKY2
14 FUNKY3
15 OLDIEST Appropriate tempo is about J =90
16 OLDIES2 Appropriate tempo is about ) =180
17 OLDIES3
18 METAL1
19 METAL2
20 SWING1 # Rhythm Pattern with no accent
21 SWING2
22 BOSANOVA
23 MAMBD
24 MERENGUE ™
25 RHUMBA
26 BEGUINE
27 SAMBA
28 SALSA
29 TANGOD
30 REGGAE
3 CQUNT
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5. Preprogrammed Sound Parameters and Note Numbers

| - iGh E
INST# | INSTRUMENT NAME PITCH | DECAY |NUANCE ii?:éﬁ A TS\SrPGEN SS:\SJ . | NOTE#
1 DRY__K1 o] 419 8 |CENTER| PoLy | 2 35
2 DRY__K2 0| 2012 8 |CENTER| POLY | 2 | OFF
'3 WOOD_K1 0 1614 8 |CENTER| POLY | 2 85
4 DBLH_K1 01 19:13 & |CENTER| POLY | 2 OFF
5 DBLH_K2 0| 2512 8 |CENTER| POLY | 2 84
8 SOLID_ K o| 17 '8 |CENTER| POLY | 2 OFF
7 ROOM_K1 0| 220 8 |CENTER| POLY | 2 36
8 ROOM_K2 o 2424 & |CENTER| POLY | 2 OFF
g MONDO_K o 023 8 |CENTER| POLY | 2 OFF
10 WOOD,_S1 0 1914 8 |CENTER| POLY | 2 88
11 OPEN_ST o mu 8 |CENTER| POLY | 2 86
12 TIGHT_S o| 1914 8 |CENTER| pOLY | 2 OFF
13 NICE_S1 0| 2317 8 |CENTER| POLY | 2 87
14 FAT_S? 0] 225 8 |center| poLy | 2 38
15 IMPCT_S 7 0] 2338 8 {CENTER| POLY | 2 58
16 SNAP_St 0} 16:13 8 [CENTER| POLY | 2 OFF
17 OUCH__S o 20:8 8 |CeNTER| POLY | 2 OFF
18 RVB__S1 0| 3533 8 |CeNTER| POLY | 2 40
19 PICL_S1 0| 19:18 8 |CENTER| POLY | 2 OFF
20 RIMSHT 0| 16:13 '8 |CENTER| POLY | 2 OFF
21 RIMSHT2 o a7 8 . |CEnTER| POLY | 2 OFF
22 SIDSTK1 0| 10:- -~ |CENTER] POLY | 2 37
23 SIDSTK2 0| b5 -- |center! poLy | 2 OFF
24 DRY_T1 0| 30:3 8 JRIGHT3} POLY | 2 OFF
25 DRY_T2 0| 23:33 8 RGHT1| POLY | 2 41
26 DRY_T3 0| 2830 8 ieFT 1 POLY | 2 45
27 DRY_T4 0| 27:24 B |[LEFT 3| POLY | 2 48
28 ROOM__T1 0| 343 8 |RGHT3| POLY | 2 OFF
29 AOOM_T2 S0 3w .8 | RIGHTT | POLY | 2 43
30 ROCM_T3 0] 32:29 8 |LEFT 1] PoLY | 2 47
31 ROOM__T4 0} 3w 8 |LEFT 3| POLY | 2 50
32 POWR_T1 0] 3 8 |RGHT3| POLY | 2 OFF
33 POWR_.T2 0} 33:25 8 |RIGHTY| POLY | 2 89
34 POWR_T3 o} 32 8 |LEFT 1| POLY | 2 91
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OUTPUT| ASSI
INST # INSTRUMENT NAME PITCH DECAY | NUANCE Al:JSSSlGN TYPGEN g&z\sli 'NOTE #
a5 POWR__T4 0 31:20 8 |LEFT 3| PoLy 2 83
36 DOOM_T1 ) §0:-- ~~ |RGHT3 | PoLY 2 OFF
37 CLSD_H1 0 22 CBoJLEFT 3l LExCL ) 2 . a2
a9 OPEN_H1 0 35:40 LEFT 11 EXC 2 46
39 PDAL__H1 0 15:-- —~ |LEFT 1] EXC1 2 44
40 CRSH_C1 0 55: - -— |LEFT 2} POLY 2 49
41 MLLT_C1 0 §0:50 5 |LEFT'1] POLY | ‘2 OFF
42 RIDE_C1 0 50:50 8 |mGHT2| POLY 2 51 |
43 ADBL_C1 ] 50:50 8 RIGHTZ2 | POLY 2 OFF _|..
a4 BELL_.C1 0 50:-- -~ {RIGHT2 | POLY 2 53§
45 80BCLAP 0 23:-- -- [RIGHT1 | POLY 2 39 |
46 OPEN_D1 0 28:30 8 | RIGHT1| POLY 2 OFF
A7 TAKO1 0 8:30 8 |CENTER| POLY 2 OFF
48 CLAVET 0 9:-- ~~ "{CENTER| POLY 2 75
43 CABASA1 0 8:-- -~ |RAGHT2 ] POLY 2 65
50 COWBEL1 i "0 16:-- —-- |LEFT 2| POLY 2 56
51 TAMBRNT 0 21:-- ~- |weFT 1} POLY 2 54
52 SHAKER? 0 12:-- ~- |LEFT 2| POLY 2 OFF
53 MUTE_CG o 10:-- -- | RGHT1| POLY 2 62
54 SLAP_CG 0 20:-- —— RIGHT1 | POLY 2 OFF
B5 LOW_CG 0 29:-- -~ | CENTER| POLY 2 64 ..
56 SLID_CG 0 18:50 8 |CeNTER| poLy | 2 oFF |
57 AGOGO1 o 20: -~ -- LRGHT2 | POLY 2 68
58 OCT__AGG 0 20:20 8 |LEFT 2| PoOLY 2 OFF
59 WHISTL1 w 0 7:em -- | LEFT 2| EXC2 2 7
60 WHISTL2 0 3:-- —-- |LEFT 2| EXC2 2 72
61 CANT 0 20:30 8 | RIGHT3| POLY 2 OFF
62 BACK__S1 o 0: 0 LEFT 1| POLY 2 OFF
83 BACK__T1 ) 0:-- -~ [RGHT1| POLY | 2 OFF
64 BACK_.C1 0 0:-- -— "FCENTER| POLY | 2 OFF
65 SPARK1 0 70:70 LEFT 2| POLY 2 OFF
66 SURF 0 127:127 CENTER | POLY 2 OFF
67 WHEEL1 0 §0:60 RIGHT2 { POLY 2 OFF
68 REST 0 0:-- -~ JCENTER| EXC8 2 OFF
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IGN
152::: SISLSJS‘;E INSTAUMENT NAME PITCH DECAY | NUANCE igf;; Afjfﬁ 552?/&5 NOTE #
1 4 DBLK_X3 + 500 12:10 CENTER| POLY 2 OFF
2 20 RIMSHT3 + 500 114 8 [CENTER| PoLY 2 OFF
3 a5 DOOM_T2 + 500 50:-- ~~ |RGHT1 | POLY | 2 OFF
4 36 DOOM__T3 +1100 50:-- -— L LEFT 11 poLY 2 OFF
5 37 CLSD_H2 0 10:12 15 | LEFT 1] EXC1 2 80
8 37 CLSD_H3 0 20:20 0 |LEFT 1| Exct 2 OFF
7. 38 OPEN,__H2 0 20:20 - 0 |LEFT 1| EXCI 2 OFF
8 38 OPEN__H3 0 45:49 15 | LEFT 1| £xc1 2 OFF
9 40 CRSH_C2 +110 55: -~ -- | RiGHT2 | POLY 2 OFF
10° 40 CHOK__C1 0 Tdime ~— |LEFT 2| POLY 2 57
1 40 SPLA__C1 +900 22:-- ~— |RmiGHT1! POLY 2 55
12 40 SPLA_C2 +1100 22~ -~ |CcenTER| POLY 2 OFF
13 45 DRYCLAP - 200 12 -— | AIGHT1 | POLY 2 OFF
14 48 OPEN__D2 . +700 26:28 8 [RGHTI| pOLY | 2 OFF
15 49 CABASA2 + 500 Bien -~ | RIGHT3 | POLY 2 OFF
16 50 COWBELZ ~ 500 16:-- —— |LEFT 3} POLY 2 OFF
17 55 HIGH_CG + 660 29;-- ~~ | RIGHT1 | POLY 2 63
18 57 AGDGO2 + 700 20:-- ~~ |RIGHT3 | POLY 2 67
19 38 PLATE] ~ 1200 50:10 15 | LEFT 3| POLY 2 OFF
20 57 RING? + 1600 25:+- —— CENTER| POLY 2 OFF
21 59 PIPE - 2200 10:- ~— |RIGHT2 | POLY 2 OFF
22 43 WBLOCK1 ~ 1500 9 -— | LEFT 3| POLY 2 82
23 48 WBLOCK2 ~ 1200 9:-- -— |LEfT 2| POLY 2 OFF
24 65 THRILLR ~ 3600 70:70 & |RIGHT1| POLY 2 OFF
25 45 GUNSKT1 ~ 1850 80z~ -- |CENTER| pOLY 2 OFF
26 52 SHADOW ~ 3600 70:= -~ |CENTER| POLY 2 OFF
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INSTRUMENT NAME (INST #) NOTE

' oFF

RVE ST ( 18)
S0BCLAP 1 3

DRY Ki (I C1)
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Roland Exclusive Messages

| Data Format

for Exclusive Messages}

Rulang’s MU implememation uses the following data lormal
for sl csclusive mossages {type 1V)

Byte Dascription

FOH Exclusive status

41H Manufacturar D (Rofand)
BEV Ceuwe 1D

ML ttadel 1T

(o ¥ v} Lommanag 1D

{BODY) Main data

F7H End of exciusive

# MIBI status - FOH F7H

# Manufacturer -

An exclusive message musl be {lanked by a pair of slaius
codes, starting with o Manulacturer —1D immediately after FOH
(M versiont 0).

0. 41H

The Manufacturer—ID identifies the thanciacterer of a MIDL
instrument that triggeres an exclusive message. Value 41iH
represenis Roland’s Munufacturer—ID.

# Device- 1D : DEV

The Device~I? sonlzins & unigue value thal identifies the
indbvidual device i the multiple implemenistion of MIDH
instruments. 1 s usually set Lo D0 -~ OFH, a value smaller
by one Lhan thal of a basic channel, but value BOH — IFH
may be used for 2 device with multiple basie channels.

# Model- IO : MDL

# Command - 1D ;

4 Main data :

The Model—1D conisins a value that uniquely identifies one
model from angiher, Different models, however, may share an
identical Model~H) il they handle similar data,

The Modet-I0 {format may tontain Q0H in one or more places
@ provide an exieaded data field, The following are exomples
of valid Model~Is, cach representing 2 unique modef:

oH

o2

G3H

oo, otH
204, 621

OO, 00k, DI

CMD

The Command-iD) indicates the Jfunction of an exclusive
message. The Comsrand =D formal may contin G0H in one
ar mere places o provide an extended data field, The
following  are cxumples of  vaild Command—iDs, each
representing a unigue funclion :

gill

02H

03

tot, oI

00k, G2H

GOH, GOH, 014

800Y

This field comlains a messege 1o be exchanged across an
interface. The exact dats size and contents will vary with the
Model - 1D and Commuand~10,

}Addrass_ mapped Data Transfer

Address mapping i3 o iechnigue for transferring messsges
zonforming (o the data fermat given in Section 1. Il assigns
2 serics of memory —resident records~—-wavelorm and lone
data, swiich stalus, and parameters, for- example— ~io specific

localions in @ machire—dependen: address space, thereby
atlowing access o daiz  residing at the address a message
specifies,

Address—mapped dula transfer s therelore independent of
models and dota catcgories. This lechnigue nilows use of two
differenl  Wransfer  procedures @ one—-way teansfer and
handshake Ltransfer,

# One- way transfer procedure
This procedure is suiled {or the transfer of o smali amount of
data. H serds aut an exglusive message completely indepeadent
of a receiving device sidluws,

# Handshaka- tra

(See Section3 for details)

Connection Diagram

Daviee (A) Device (8)
f
WH QLT WETE
el g BPREES L

Lorneclional pointZ is essential for "Request data™ procedures.
(See Sectiond.),

nsfer procedure (See Sectiond for details)
This procedure inilales o predetermined fransfer segquence
thandshaking) across the interface belare dala transfer tnkes
place, Handshaking ensures that relisbility and transfer speed
are high enough 1o handie a large amouni of data,

Cennaction D‘:ggrnm

Cavice (A) Device (83
R .
MDY T Pt MtT N
MDA —aa- 3 MIE GLT

Connectionat poinisl and 2 15 essential,

Notes on the above two procedures

*There are separalc Command~iDs for different transfer
procedures,

*DevicesA and B cannot exchange data cnless they use the
syme ransfer procedurs, share identical Device—ID and Model

iD, and are ready for communicalion,

EEOna- way Transfer Proceciure{

Types of Messages

# Reguast data = 1.

This procedure sends out dala all the way until i stops when
the messages are so short that answerbacks need oot be
checked,

For long messages, however, the feceiving device must acgquire
each message i lime with the lransfer sequence, which inserts
inlervals of ai feast 20miliseconds in Lelween,

Message Command i}
Hequest data | | RQL (11H)
Data ser 1 0T (12H)
RQ1 (11K,

This message {5 sent oul when there is a need io acquire data
from a device ol the aiher end of the interface, Il contains data
for the address and size thal specily designation and length,
respectively, of data required.

On receiving an RGQ| message, the remote device checks its
memory for the dals address and size tho! satisly Lhe reguest,

i it linds themy and Is ready for communication, the device will
transmit a "Daia set 1 (DYI'1}" message, which conlains the
requested data. Otherwise, the device will send aut nothing,

Byte Descrigtion
FOH Enchysive ttatus
asH Manufacturer 1D {Ralang}
DEV Deavice D
MBL Modei 1D
(31, ] Command 10
aaH Address MS8
H H
H H
b4 H
LS8
s5H Site MSB
L56
sUm Check sum
FTH End af exclusive
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*The size of the requested dalp does not indicale the number
ul byles thal will make up o DTt messagy, but represcnls
the addruss ficlds where the reguested datu residus,

#Some modeis are subjeet to limstations in datn formal wsed
for @ singiv iransaction. Reguesied data, fur cxample, may
have 3 limk in length or must be divided inla predeicrmined
sddress ficlds before 0§ exchunged soress the interfoce,

*The same pumber of hyles comprises address and size dota
which, hawever, vary with the Model—ID.

*The errar checking process uses & checksuwm thae provides
a bil pallern where he least significand 7 tite are zero when
values (or an address, size, and thal chocksum are surnmed,

# Date set 1: DT1 (12H)
This message correspands o lhe actual datp transfer process,
Becouse every byle in the data. is assigned a unique uddress,
& DTi message con convey the starting addross of one or
more dala ss well a3 a seriss of data formalted in an address
— dependent order,

The MIDT standards inhibit non-real time messages (rom
interrupting en exclusive one, This fact is inconveniens for ke
devices thal supparl & "sofl - throngh™ mechanism, To maintain
compatibitily with such devices, Roland has limited the DTt to
285 bytes so that an excessively long message is sent vut in
sgparate segments,

Byte Descrigtion
FoH Exciusive
diH Manufacturer 10 {Raland)
BEv Device 1D
MDL Moget 1D

12H Commandg 1D
aaH Address MS8

' H

L58

deH Data

i i

: :
suUm Check sum
M End of exclusive

#A& DT1 message is capable of providing only ihe valid duta
among those specified by an RQ! messoge.

%*8ome models are subject to Hmilations in daia format used
for 3 single lransaction. Reguested dats, {nr example, may
have ¢ limit in length or must be divided foto predetermined
address [ieids before il Is exchanged ocross the inlerface.

*The number of byles comprising sddress data vories from
one  Modet 1D 15 another,

*The error checking process uses a checksum that Brovidges
a Bii patlern where the least signilicast 7 Bits are zerm when
values for an address, gize, and thot chothsum are summed,

# Exarnple of Message Transactions
#®Device A sending dalz to Device B
Transfer of 2 DTl message is all that lakes ntaee,

[Rate ey 1] ———
#Mgre than 20m sac time Internal

[Data sbt 3] e e

[Date 581 1] oo

@ Cevice B requesting dala from Device A
Device B sends an RQi messape to Device A, Checking the
message, Device A sends a DT1 messoge bock to Device b,

210

[Datz sar 3] s Rgque st data}

{Data set 1] —————
*More than 20m sec time Intermai

[Dats set 1]

[Dara set 1]

n[ Handsbake- Transfer Pracedure}

Types of Messagas

llandshaking is an interactive process where jwo duvices
exchange error checking signals belore 2 message {ransaction
takes place, theveby increasing dasa reliability, Unlike ore—way
transfer that inserts a pause belween message irunsactons,
handshake transfer allows much speedier transactions because
dila transfer slarls once lhe reeeiving device returns o ready
signal,

. When 1t comes o handling targe amounts of data — ~ sampivr

wavelorms and synthesizer lomes over the criire range, for
example~ ~acrass o MIDI interface, handshaking iransler s
more efficien! than one—way (ransfer,

Messaga Cammand I

Want 16 send data WSD (40K}

Aeguest data ROD (4
Data set DAT (42H}
Ackrowisdge ACK {43H)
End of data £0D {45M)

Communication errar | ERA {4EM)

Rejection RJC (4FH}

# Want to send data: WSD (40H)

This message {3 sent aut when data musl be sent io a device
2L the olher end of the inlerface, I coniains dala for the
address  and  size that specily designation and length
respectively, of the data lo be sent,

Cn receiving @ WSD message, the remote dovice checks s
memaory for the specified dala address and size which will
salisfy the tequest, If it finds them and is veady  for
communication, the device will relurn ah * Acknowledge
(ACK)" messuige. .

Otherwise, it wili return a "Rejection (RICY™ mossage,

Byte Description
FOH Exciysive status
AlH Manufzeturer D (Roland}
DEV Oavica 10
MDL Maodei D
ACH Command
aaH Addrass M2B

's i

' 158
sslH Size ?\:iSB

158

sum Chack sum
F7M End of exclusive

#The size of Lhe data 1o be sen! doos nol indicate fhe numbur
of bytes (hat make up a "Dais sot {DAT)" messape, but
represents the address fields where {he gata should reside,

*Same models are subject to limitalions in data furmal used
for a single Lransaction, Requested datn, for example, may
have a limit In fength or must be divided inlo predoiesmined
adidross fields before it Ts exchanged peross the interfoce,

*The some number of bytes comprises address and sine dota,
whith, however, vary with the Mndel-iD.

*The errne checking process uses a checksum That pravides
a hit patlern where the lesst significent 7 bits are yero whien
velues for an address, size, and thal checksum are summed,



# Reguest datn .

# Data set .

RGD (41H;

Thas message is senl but when there is o necd to scquire dals
frum 3 device i the wher end of the interface, |t conlzins dala
for the atidress and size thul sperify designotion and  length,
ruspectively, of dotn reguired,

On recctving an ROQD message, (ke remote device checks jis
memary fur the dala sddress and size which satisiy Lhe request.
i v finds them and is ready Tor communication, the device will
tansmit @ “Data st (DATY" message, which. conlains the
requested data. Otherwise, o will refurs a "Rejection (RIC)™
message,

Byte Descrioticn
FOH Exclusive status
4TH Manufaciures 1D (Raland)
Gev Device i
MDL Modal 10
414 Command (D
aakt Address MSB

' LS8
s5H Size M‘Sr':l

. L8
som Check sum
F7H End of exciusive

*The size of the requesicd data does nnt indicale the number
of bytes that make up a “Dose sel {(DATY message, bui
represents  the address  fleids where Lhe requested  data
resiges.

*Some models are sebjout 1o Hemitelions v data formal used
for a singie transsetion. Regucsied data, for example, may
have @ Limit in longikt or must be divided into predetermined
address ficlds before 1t i exchangod across the interfzes,

*The same aumber of bytcs comprises address and size data,
which, however, vary with the Modei=-ID,

*The error checking process uses a checksum that provides
2 Bil patlern where s feast signilfeant 7 Bis are zero when
values for on sddress, size, and thal checksum are Sumrhed,

DAT ¢42H;

This messoge correspands o the actual dato transfer process
Oecause every hiyie in the data s ossigned a unique address,
the messape eap topvey the slurting address of one or more
data  as  well as o series of  data formatted in &n
agdress - dependent order,

Although the MIDI stuadards inhibit non—reat time messages
from interrupting an exclusive onc, some devices suppert a "
saft=through ™ mechanism  for such  interrupts . To
maintaincomputibility with such devices, Roland has Hmited the
DAT tn 288byles s6 thit an cxeessively long message s sent
oul {0 soparale segments.

Byre Deserigtion

FOH Exclusive status

A1H Manufseiurer IR (Soland)

Dev Davica 1

MOL ttoael 1D

a2H Cemmang 1D

aaH -1 Addresys !fASE
LS8

ddH Da.ta

sulm Check sum

F7H End of exciushe

# Acknowiedge -

* A DAT message is tapuble of providing only the valid dala
among these specifliod by oan RGD or WED mussage,

*Sume modeis ar: subject g0 limiladons in dat (ermal used
for 2 singie iransaction. Reguwsied duta, (or example, may
have 3 Hinit 0 tfenglth or sl be divided st precetermined
sddress Ficlds Defore i s exchangded aermss the interface.

*The number of byles comprising address data varies frem
ane  odet 1D o santher.

*The ermor cnecking process uses a checksym that provides
= bit pattern where the deast significent 7 bits are zerc when
values for an address, size, and that checksum are summed,

ACK (43Hy
This message is senl oul when no urrar was detected on
recuplion of 3 Wi, DAT, "End of data (EOP)", or some other

o Messagesand: B regquesiods setug BN Ackon«is-complete. tinless

# End of data :

# Communications error:

it receives an ACK message, the device al the other end will
npt proceed 16 Lhe aext ofuration.

Byie Description
fom Extiusive status
41 - Manufacturer 1D {Rolang)
oEY Device 0
MOL Model |0
42H Command ID
F7H £nd of exclusive
EQOD (45H)

This message is sent 0wl o inform a remote device of the end
of a messsye. Comumunicuion, however, will not come ta an
end uniess the remnte devise relums an ACK message even
though an EOR messoge was wonsinitied,

Ayta Desnripticn |

FOH Exciusive status

AVH Manutacturar 10 (Roland)
eV Device 10

mDL podet 1D

ABH Command 10

FH End of exclusive

ERR (4EH:

This message warns the remote device of a communications
faull  encountered  during  message  transmission dee, [or
exampie, Lo a checksum errer, An ERR message may be
repiaced with g "Rejestion (RIC}" one, which terminates. the
current MOSSIRE transaction in midsirenen,

When iU receives an ERR message, the sending device may
zither atlempl i serd owd the last message a secand time or
lerminaie cummunicaiicn by Sending out an RIC message,

Byte Description

FoH Exclusive status

415 tenufacturer 10 (Roland)
DEV Davica O

MOL Model 10

4EH Command 12

FIH £ind of axclusive
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# Rejection : RJC (4FH)

This messaye is sent out when there is & need lo Lerminale
communication by overriding the current message, An RIC
message  will be friggered when :

+ 8 WBD ar RO message has specified an jllegul datn address
of  size,

+the deviee is nol resdy for eommunication,

-an illegal mumber of adéresses or data has been delected.
-gata Iransfer has been lerminated by an operalor.

3 communications error has pccurred,

An ERR mossage.may be .sent .oul.by-a device on. either 2ide

of the interface, Communication must be terminated
immedistely when cither side lriggers an ERR message,

Byte {Description

EOH Exclusive status

atH Manufacxurer- 10 {Rotand)}
DEV Cavice 1D

MBL Madet 1D

aFH Cammand 1D

FIH End of exclysive

# Example of Message Transactions

a2

@ Datz wvansfer from device (A} 1o devica (B).

fWant to send data} weme————
e [ ACKNwRCDE]

{Data sa1] S
————erre - [ Acknowledgel
{Catz za1) e

e [Acknowledge]

{Ena of datal ———— e
o [Ackriowledge]

@ Device (A) requests and receives datz fom device (B).

[Request data] —merrmemmins -
ww& {Data sat]

[Acknowledge] s
. [Dzta set]

{Acknowledge) e

P [End af data)
[Acknowiedge] e

@ Error occurs while device {A) s receiving data lrom
device (8),

1) Data transier from wevice (A) e device {B),

*——-«-—;——Eﬂa:a sat]
[Acknowladgs] ———————
(Error} x s {Jata s@ )
[Communication errpr] —— v g

e {(ata set]
. (the same datw
{Acknowiedge] e mee— e 33 shovE)

2} Device () rejects the data ra--transmitied, and
-quits data transter.

B —— VI

s T B ——— ke

{Error) = e [Data s.a.'u‘
[Communication error ] - —

{Quit) -~ [Rajaction]

3) Davies {A) Immatistely quits data transfer.

-4-—-—-;-vw—--—— [Data set}

fAcknewlatige] ———— e Yo
(Error) X e [Nty set)
{Rejection]} ————— (Cuit




Rhythm Machine
Modet R -8

{1. TRANSMITTED DATA|

WM Channs Voloe Msaarga

@ Note off
Slatus Second Thi
anH KkH 20K

kk = Note fiumber CH - TFH (0 - 127)
n =MDl Channet OH -~ FH {1 -16)

® Nota an
Status Second Thial
SnH kkH vvH

kk = Note number oH - TFH {0~ 127}
vv = Velocily 01y ~7FH {} - 127
n =MDl Channet  OH - FH {1 - 163

Note number (8 -~ 127 ar OFF), and transmitling channel (1 - 18) can be set for gach
instrument, An instrument whoss note number i5 set st QFF cannol send any Nete
avenL

The period between a Nete On and lhe subsequent Note Off is in the mnge of 25ms
and SOma. 1f, however, ancther nolg it made on the same instrument before Lthe Nule

Off for the previous note is issued, a Nole Off for the previous nole precedes the new. -

Note On,

The R-8 does not transmit a note event if the Function swilch is set gt CHANNEL
MESSAGE = OFF.

#® Control change

& Modulation Dapth

Satus Second Third Fe -
BnH 9IH wwH (MSB)
BonH 21H vwH (LSB)

) Genersi purpess Controtler - 1

Status Second Thind

BrH 10H vwH (MSB}
BnH 30H wH (LSE)
O Genwral purposs Controller - 2

Status Second Third

fin L11H vwH (MSB)
Bnit 31K vwh (LS5B)
O Genersl purposs Controfler — 3

Status Second Third

BnH 124 v (MSB)
BnH 32H vwH (LSE}
C) General purpose Contrellst - 4

Status Second Third

BaH 13H wyH (MSR)
BaH 38H vvH (L8B)
) Ganorsl purptas Contrellar - 5

Status Secong Third

BnH EoH vvH

O Genersl purposs Controller — §

Status Second Third

BriH 51H vyH

O Ganersl purpcss Controller - 7

Status Second Third

BrH 52H vvH

Date : Sep. 30 1988

MIDi lmplementation Version : 1.00

) Genaral purposs Controller - B

Stajus Second Third
BnH 53K vvi

vv = Perfortnance parameier value OH - 7FH (D - 127) %=1~
n = MIDI Channpet OH - FH {1 - 1B}

inslruments and Performance paramelers can be assigned {0 #ach of 9 controls
(Modulatien Depth and General purpase tontroliers (1 - 8)), These 9 controls | may
be set to have nn Performance parameter.

Il an instrument has an assigned conlrol number, it Is sent with the current

* performance- parameter -valoe “which “is—sentthrough “the -Contro! Change just -'before

the Note event is senl.

Table # [ -1 relates Performance Parameler vaiues to those actually transmitted by
a Contrel Change. Since a Performance Pitch value requires 2 byles for being
transmilied, Control Mumber 21H. 30H. 31H,

3ZH or 33H is wsed as the lower byte. The Performance vaiue of Decay,

“ Nuance or Pan can be expressed in L bytz and does not need such Conirol Number:

General purpose controdiers, G - B have no Control Number usable as fower byle and
are not used in irensmitting Perfomance Pitch.

No Contral Change is lransmitted when the Funection switch is set at CHANNEL
MESSAGE = OFF.

w1 -1 Coulrui Change Value

t paraseter ! transaitted I received |
| == e fmm s e e A T i 1
t I - AB00 -> D480H | CDROH-G4TH -5 - 4808 1
t - 4750 -> {4108 | O4BBH-O41TH -7 - 4750 i
i I - 4780 -3 G4Z0R b O4I8H-0427H -> - 4T&C i
i t : ¢ : b
] | ~ 0099 -> 3E70K t 3EEBH-3EITH -> - 0090 i
1 ] - 0080 -> IFO0H i ZETRH-3FOTH <> - ooae |
i { - DBTD -> IFIOH i JFOBH-IFLTH -> - 0075 f
{ i H H B f
I 1 - 0410 - 3FTDH i DFERH-3FTTR -> - 001 |
| pitch | 2008 - 4000H | 3FT8H-4007H ->  booe |
[ H + B0 - 4010H I A088K-40178 -> + 2010 |
t t Lt I : |
| i + 8070 -> 40708 | A0GEH-4O7TH -» + G070 |
i t + 0040 -> 41008 | 4Q78K~4107H -» + 0BBO i
| } + 0040 -> 410 boAIOBR-411TH <> ¢ @030
| ! t : i
| | + 4780 -> TBROH | THS84-TBETH ~> + 478D
1 f + 4704 -3 TRIOH {  TBARH-TETTH -> + 4780 H
| i + 4308 -> TCOOH | TBIBR-TFIFK -> + 4800 i
i .
i 1 i 0o -7 ~ B3 |
{ i -~ 83 > 0l § 038 -> - 83 1
b | - 62 -> 0z ' U2 -y - B2 |
H i f T t
i i - 81 -» OFf H 3FH -3 - 81 I
b decay | 80 -» 40 b 468 -> oo i
i i + 61 -» 414 b 4 =y + 0l {
j | : t H |
i ! + 52 -3 TEH i TEH >+ 87 1
f ! +61-> i TFH <> + £3 i
| * ===
b i -1->o8 ! J0B-0BR > ~ 7 1
b i -6 -> tH } WH-18H > - & |
b ! - § - I8 f L4f-18k -» ~ & |
f H H b H |
t t -1 -> 38 £ -3 > - 1 {
4 . nuace | 4 -> 40 b KH-43E > ¢ 1
t I + 1 -> 43§ i 44H-4BE -2 + 1 !
b I H i H t
b I +5 - 58H b GdH-BBE -> + B ¢
i | + 6 -y 708 f ECH-T3E -> ¢ 6 i
1 I + 7> 188 b T4H-TFE -> + 1 {
1 i
] I ¢ (L3} -> fan i GOR-GFE «> 0 {L3) 1
{ [} 1 {L2) -> 18k b H-1FK > 1 (LD !
f | 2 (L1y > 284 ! 20H-ZFR -> 2 (L1} {
b Fan I 3@ -» s t J0H-3FE > 3 (L) !
i | 4 (RE} => 484 4 48H-47% > 4 (A1) §
i I § (g2 -> 580 i S0H-3FK -> 5 (A2} i
i | g {RY) -> 584 ! G0H-6FH -» B (BY) §
i ! T WFF)-> IFK 1 TOR-TFH =» 7 {OFF) ¢




W Syxtem Exclusive messsgs

Status
FOH : System Exclusive
F78#  : EOX (End of Exclusive)

With the R- B; the System Exclusive Message can be used io treasmit sound parameler
of each instrument and Bulk Dump ./ Load Of sejuence dala, sel - up data and one
Fallern.

For odetails refer to para. 4. Exciusive Communicalions and "Roland Exclusive
Messages”.

W Systsm common. mersage

@ Song positior: pointer

Status Second Third
F2H JRE hhH

# = song position (L.SB) OH -~ 7FH {0 - 129}
hh = song position (MSB) OH - YFH (0 - 127}

Transmitted in one of Lhe foliowing operations :
Song Play mode - measure reposition or measure selection Patlern May or Real Time

Write mode - bar reposition or bar selection

® Song seisct

Slatus Setond
F3H ssH

ss = song seieci  OH-GH (0 -8

Transmitted when 8 Song is selected in Song Play mode.
W System Raal Time massage

® Timing Clock

Stalug
FBH

Transmitted when Sync mode is other than MID), even in fien - play period.
& Start

Status
FAH

Transmilted upon pressing $START key for initialing play with Sync mode se! al other
‘than MIDL

& Continus

Slatus
FRH

Transmitted when CONTINUE START is made for initi‘étins piay With Sync mode sef
at other than MIDL

& Swop

Siatus
FCH

Transmilted when STOP is made with Sync mode sel at ather than MIDL

& Aztive Sansing

Siatus
FER

Teransmitted for checking MIDI conneclion between R-8 and external
equipment
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[2. RECOGNIZED RECEIVE DATA ansvrument seciom |

M Channal Voice Masssge

@ Note off

Slalys Second Thire

&nH ikH vvH
gnH kkH O0H

kk = Noie pumber OH - TFH (5 -~ 127}
vy o= Velooily ignared
= MID!‘Channel OH -~ FH {1 -18)

El

Mules the sounding notes upon receiving a Nowe Off message #f the Functlon switch
is set at NOTE CFF = ON,

® Nots on
Stalys Secnn Third
8nH kkH . vvH

kk = Nole pumber OH - 7FH (8 - 127}
v = Velocity OIH - 7FH (1 - 127
n = MIDI Chanrel OH - FH {1 — 8}

When the R-8 recelves a Note On on the channel assigned lo the-Instrument Section,
it sounds he instrument assigned that Note Number, T

in the case when one or more instrument has been sel o the sameriNote Number, up
o 12 instruments can sound simultanecusly @ il more than 12 instruments have Lhe
saime Note Number, priorily is given 10 larger Instrument Numbers,

The R-8 ignores note events it Funetion swilsh is set at CHANNEL MESSAGE =
OFF.

@ Coatrol changa

O Panpot

Status Second Third

BrH OAH vvH

vv = Panpot OH - TFH (0 - 127} *2 =1

o = MID] Channel OH ~ FH {1 -1B)

When the R-8 receives a PANPOT with the Function swiich set al.PANPOT = ON:
Every lime the R-8 receives a Note On on the receiving channelvef the Instrument
Settion, it sounds on the PANPOT position wriil Lhe Panpol having different value is
given i

Refer to Table- *2- 1 for the relationship baiween Panpot values and:positions of the
instrument.

The R-8 does not recognize Panpot il the Function swilch is sat at CHANNEL
MESSAGE = OFF or PANPOT = OFF,

*2 -1 Control Change Value ( Panpot )

Parazeter | recalved |

1 ===
1 03R-12i -> & (L3} I
i Bh-2d - 1 4D |
I GE-IH - 2 AL
pan | 378-48H > 3 (©) 1
1 45H-8AK -> 4 (1) i
i SBi-BCH ~» § (B2) !
I SDH-TFH > & (BD) |

1
!
!
!
1
!
!
i
1

{ Medutation Depth

Slatyg Serond Third
BnH g1y wH  (M5E)
BnH 2IH vwH (LSB)

C Genaral purposs Cantroler - 1

Siatuy Second Third
BrH 10H wH (M58}
BnH 304 wH (LSR)



O General purpose Controller - 2

Status Secnng Third
BnH 114 wwH (MSB)
8rH 31H vwH (LSB}

) Ganersl purposs Controlier — 3

Stalus Second Thir
BnH 28 wwH {MSB}
BrH 32H vwH (LSB)

& Generst purpase Controlier - 4

Status Second Third
BaH 134 vvH (MSR}
BnH 33H vvH (L3E}

O General purpees Controller - §

Siatus Second Third
AnH S0H vvH

{ Ganers! purpose Controlisr ~ &

Status Second Thirg

BnH 31H wwWH

) Gansral purpose Controlier ~ 7

Staiys Second Third
BaH S2H vvH

O Ganaral purpore Controller - 8

Sratus Becand Third
BaH 33H wH

vy = Performance parameter value OH — TFH {0 ~ 127} %1 -1
n = MID! Cnannel 6H - FH (1 -18)

instruments and Performance paramelers can be assigned 10 each of § controls
{Modulation Depih and General purpose controllers (1 - 8)), These ¥ conlrols may be
s& {0 have no Performance parameter. (This assignment is in common with 1hat of
fransmiller.)

When the R-8 receives Moduiation Depth or Ceneral purpose controliers (1 -B) on
the Receiving Channel of the Instrument Section, it memorizes Lhe value with Control
Nutnber.

Upon receiving a Note On, and i an instrument has an assigned Conirol Number, the
R-8 sounds Lhe Performance Parameter which hag been converted from lhe valoe
memorized in the Centrol Change.

Refer 1o Taoble # 1 ~ 1 for relatjonship between received Control Change values ang
Performance Parameters.

The R-8 does not recagnize Contral Change i the Function switch is set al CHANNEL
MESSAGE = QFF,

@ Program changa

Statug Secong
CnH ppH

(Patiern Play mode}
pp = Program number OH - 63H {1 -100)
n = MIDI Channei gH - FH {3 —18)

When lhe R-8 receives & Program Change on the Basic Channel (Instrument Section
receiving chaane!} in Patterny Play mode with the Function swilth set at PROGRAM
CHANGE = ON, it changes the Pattern number to the new number {one aumber
smalier than he program number),

{Sonig Play mode)

op = Program number OH -7H {1 -8}
7FH {128)

n = MID! Channel OH - FH {1l -18)

When the R-8 recejves a Program Change on the Basic Channel {Instrument Section
recalving ¢hannael) in Song Play mode with the Function switch set at PROGRAM
CHANGE = ON, it changes the Feel Patch number to the new number {one number
smalier than the program number),

Reception of 7FH {128} has an effest of ac-— Feel Palch,

The R-8 ignores Program Change when the Function switch is set at CHANNEL
MESSAGE = OFF or PROGRAM CHANGE = OFF.

B System Exclusive mesasgs

Starus
FOH  : System Exclusive
FTH @ EOX (End af Exclusive)

Wilh the R-B the System Extiusive Message can be used 1o receive Scund Parameter
of each Instrument and Bulk Dump-Load of Sequence data,

Set - up data and one pattermn.

For details refer to para 4. Exclusive Communications ang "Refand Exclusive Messaga™
The R-B ignores Exclusive Message if the Function switch is sel at EXCLSV RX =
GFF,

B Systarn common messege

@ Sang position pointer

Status Second jFilteed
F2H HH hhH

I = song position (LSH) GH - 7FH (0 - 127}
hh = song positlon (MSEY 6H - TFH (0 ~ 127)

Recognized only when the R-8 is in stop with Sync at MIDI,

When the R-8 receives Song Posilion Pointer in Song Play mode it calls the position
in the song and when in Paltemn Play mode or Real Time Write made, the position
in the pattern.

@ Song selsct
Satus Second
F3H 2sH

s5 = song seleel  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,

M Systam Rasl Time messsgs
#® Timing Clock

Slatys
FBH

Recognized oniy when lhe Syne mode is set at MIDL
® Start

Statys
FAH

Recognized only when the Sync mode is set at MIDL
& Continus

Stajus
Fik

Recognized oniy when the Sync meode is set ar MIDL

& Stop

Regognized only when the Syac mode i5 se at MIDI
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{3.RECOGNIZED RECEIVE DATA (PERFORMANCE SECTION 1- 4) ]

M Channal Voics Maxeage

B Note off

Slatus Second Third

8nH xkH vy
anH kkH 00H

kk = Note number &H - 7FH (0 - 127)
vv = Velocity ignored
n = MIDI Channe!l OH - FH (@ -~ 18)

When the Function switch ix set at NOTE OFF = ON, the received Note Off message
mutes the sounds being reproduced

& Notw on
Slatas 0N Third
anH kkH vl

kk = MNote number OH - 7FH {0 - 127)
vy = Velecity GIH -7FH {1 -127)
n = MIDI Channel  OH - FH {1 - 18}

All sections ¢an be assigned a chaanel {J - 18) or OFF.
When the R.-8 recejves Noie On on the MIDI receiving channel of a Performance
Section, the instrument alfocated (o that section will sound.

The Performance parameler !o be conlrolied by Nate number can be selected from
panel operation for sach section. Received Note number
will be converted Into the Perforiance Parameter before Lhe instrument is reproduced.

When Instrument Section and Performance Section are set at the same receiving
channel, priority is given o the Instrsment Section, If maore than one Performance
Section is set ot the same receiving channed, they are reproduced simultaneousty.

The R-8 ignores Note everd when the Function swilch is set at CHANNEL MESSAGE
= OFF.

# Contral chengs

{3 Panpot

Status Senond Third

BnH QAH wwH

ve = Panpot oK - TFH (0 - 127} *2-1

n = MIDI Channel  OH - FH (1 « 15)

When a Panpat i received with the Funetion swilch set at PANPOT = ON, the
subsequent Note On's on Lhe same channel cause the instruments to sound on Lhe same
position. To change the position Panpot of different value must be jssuec op thal
channel. Refer o Fig, # 2 - 1 for Panpoet values vs Positions.

Panpol is ignored I the Functon switeh s set at CHANNEL MESSAGE = OFF or
PANPQT = OFF.

< Moedulation Dapth

Slatus Second Thirg
BnH CiH iz

< General purpose Cantrolier - 3

Status Second Third
BrH 10H vvH

O Ganerst purposs Controlier — 2

Status Secong Third
BnH 11H wH
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O Ganersl purposa Conuoller ~ 3

Slatus Second Third
BnH 12H yvH

O Gansral purpose Controilar - 4

Status Second Ihird
BnH 13H vvH

QO Ganwral purpess Controller ~ 6

Stalus Second Ihirg
BnH S0H vwH

O General purpose Controller - 8

Status Second Thirg
BnH §1H vvH

O Genersi pur#&u Controfler - 7

Status Second Third
BrH 524 vwH

O Genersl purpose Controlls - 8

Status Second hirg
BnH S2H vwH

vv = Performance parameter value OH - TFH (0 - 127) *®]-1
n = MIDI Chanrel OH - FH {1 -1i8)

A control  {Modulation Depth, or General purpese controflers {1~ &)) and a
Performance Parameler can be assigned to each section (No - Coniral ~ change -
received can aisc be set). .

Thne R-f. when it receives a Contral on the seceiving channel of g particular
Performance Section, memorites:the vaiue for.that section, and converts Ihis memorized
value to generaie the Performance Parometer when it reproduces a sound upon
receiving a Note On.

Refer to Table *1 -1 for relationship between received control change values and
periormance parameters,

The R-B does not recognize Control Change if he function switch is sel at CHANNEL
MESSAGE = OFF.



!4. EXCLUSIVE COMMUNICATIONS

Witk IMe R-8, Exciusive One Way Messages can be used for transfeqring of sound
parameters and bulk dumping”icading of lhe intemal memary,

In Exclusive message, the model 1D s expressed by 28H and device (D by the basic
channel number. In aciual data, the value of device ID is smailer the basic channel
number by i.

M ONE ~ WAY COMMUNICATIONS

Request Dala RQ1 1IH

byte Descripticn

FOH Exclusive status

41H Manufaciures 1D (Roland)
DEV Device (I

2BH Model D (R-8)

11H Command D (RQD)
aak Address MSB

aaH Address

aaH Address

asH Address LSB

s8H Size MSH

ssH Size

ssH Size

asH Size LsB

sum Check sum

FTH EOX (End of exclusive)
Data set DT: 124

yie rripi

FoH Exclusive siatus

4iH Menufactuyres {D (Roland}
DEV Device 1D

“28H Model 1D (R-8)

12H Command 10 {DT1}
aaH Address MSB

aal Adldress

aaH Address

aaH Address LSB

ddH Dala

sum Check sum

FTH EQX (End of exclusive)

The R-8 sends parameter ($) by using cne way communications in elther of the
following cases.

1. One Way Bulk Dump Is selected and executed from MIDI Bulk Dump operation.
{A group of designated paramelert are senk)

2 ENTER #ey is pressed during Sound Edit. {The sound paramelers of the sound being
edited are sent)

The -8 recelves parameter (s) by using one way communicalions in either of the
foliowing cases.

The R-B's sequertcer is stopped and EXCLSY RX of MID FUNCTION $§W s ON,

Also note thal Song date and Fatlem data can be received on All songs,
All paiterns. or one patlern basls while the remaining parameiers can be recelved in
a unit of mapped one byte

[5,PARAMETER ADDRESS MAP|

Addresses are shown in 7 - bil hexadecimal

—

| Address bOHSB H -1 B
H t
| Blnary | Oazs azaa | Obbb- bbbt [ Occe coce | Oddd dddd |
| Thit hex 1 A B | &€ i i

Sl Parumister buse address

| Start I b
| oddress | Bescription b
| b
I 600640 00 | Sound Parameter ¥} 51 b
| oo 0% 60 A1 Sound Paramster #2 t
t : ! H i
4 000002 25 [ Sound Parameter £120 t
1 t
{00 01 0C 08 | Copy Sound Ares #3-7 i
i |
{80 02 0% 00 | ROM Card data Ares $5-3 {
i : - - -1
{00 03 00 00 { Performance Farameter ®A-1 54 1
P 000300081 Performance Parsmeier #A-2 |
b L : |
{ 000395 78 | Perforsance Paraweter A-1% {
I 808301001 Perforsance Parzmeter 3f-1 1
b F : |
| 808301 76| Performance Parameter #B-ib 1
{ 40030200 Perfummence Paraeeter #0-1 i
b ! i H |
} GO 9302 78 | Performance Parzmeter #C-16 }
1 4u 93 63 001 Performance Parameter ¥D-1 |
t v : 1
i 0049303 781 Performance Paraseter #0-16 |
| 000384 001 Perfursance Paraseter ¥E-1 I
i HE H ]
P 000304 781 Perforsance Paraseter sE-1B |
{ 000305 00§ Performsnce Parameter -1 |
| N H t
P40 0305 78| Perforeance Parameter M-16 1
i + !
t 0004 00 001 Teal Patech #0 L |
| 208400356} Feel Patch 8t !
{ HE H |
P40 04 05 04 §  Feel Patch 4T {
¢ |
t 008300 00 ] Assign Area - 5B |
' |
F L]
P D006 00 G0 | Ouiput level #5-7 I
t + I
! a0 GY a8 80} ¥IDl Paraseter Area +5-8 !
b + I
i 0008 G0 00 | System data Area #5-9 I
i ¢
i + I
| 0100480480 | Song data Arem +5-10 !
|

1 * H
| 020000820 PIN OO data Aren 5-11 i
P 020200807 PTH 01 data Ares i
| HE : !
|03 45 080 1 FIN 99 dats Aver i

217



#5-1 Sound Paraseter ti-4 Performence Farazeter

+ - -t e e -- el
! offset | | | Offser t !
! address i Descriptlon | I address t feseription §
e f -

t 00 06 | 0000 amaa | Pitch data nitd-g g - 480 t i 00 00 | 0400 aaas i Pltch data bit3-§ LR 1] i
f 80:0F | 0000 bobb | bit?-4 | i A0 81 | cooe bbeb i : LT i
| 00 92 § 9080 QoGc | bitd | i 8002 00Ge Booe : bjts i
| 60 03 i 2000 ndba i sim Piten 8 -1 (Guplus { i 00 03 | 5000 308s | sign Plten 0 - | {8=pius H
| f t t=pinug} | t f I l=ainusl |
| 80 04 | 0azas asan } Decay for Partisl-1 O - 127 ! i 00 04 | Qaszs smaa | Decay -83 - 183 i
b 00 08+ Qass smas | Qecay for Partlal-2 ¢ - 127 H 1 0G 03 | 0000 amse | Nuance ST o- 4T |
{ 00 0f | GOOC aaaa | Huance o~ 15 | H 0868 | -0000-0asa §.Pan . -1 |
H G0 07 | 000§ saaz 1 Output b-14 3 i 1 l {LEFT3, 2.}, CENTER, |
] | i (LEF73-1, CENTER. | i i ! REGHTL, 2, 3,0FF) |
t i 1 RIGHTI-3, WLTH-8)) F 00 07 1 o oo 1 odussy {ignored §0 received) ¢
I 00 08 ¢ Q00 asza | Assig Type 8-19 I [+wrmmrarannnas e e e e e e £
i I i (EXC1-B, MOND, POLYY | | Total slze 103 60 00 08 1
1 00 88 | 0080 fasa | Curve 5-1 | - +
t t | LU i ¥ I's-compiesent
Jomerann N - i
f Total size 166 00 08 04 I #5-5  Feel Patch Perameter
S st - [,
I Dffset b |
+5-2 Copy Sound Area | asdress 4 Deseriptien {
L T -
i Difset i £ i 00 00 | Oaas zaam | fnst no, #1 4- 113 t
| address Bescriptlon | £ B : | : f
[EE e et - === | 00 07T | Ja28 mams } Inst no. #8 0 - 118 |
i G0 40 | Gasa amaa | Sosrce inst pe, 81 § - 11§ i 1 {
i 00 01 | {ass as2a | Sowrce Inst o, #2 g - 118 t i 80 08 | £0US dcba | Inst sw, 41 |
| B : ! H t I 1 i a:vVelogity 0 -1 {OFF,ON) |
f 00 1% | Jsaz maaz ! Sourze inst mo, #25 0 - 119 | 1 f I b Decay 0 -1 {OFF, 0N} }
f ot e e e e et e e i mmmm i ¢ £ I e :Plteh 9 -1 (OFF.ON) |
! a6 181 ' | gopy Sound Naze #i #5-2-1 ] H i I g : Kuance &~ 1 (OFF.ON) ¢
I 021 ] | Copy Sound Name 42 L b t : f : i
| ] i : ' i i B0 GF | 0000 doha | Inst se. #8 |
| 0% 49 | ! Copy Sound Name $28 1 ! | booa ot Yelootty 0 -1 ([OFF oM |
1 ---i { 1 b b : Decay 0 -} {OFF,ON) |
I Total size i oD 08 bl 50 ] | t i ©:Plwch 0 - 1 (OFF,0H} |
e - -t I § i d: Huange ¢ -1 (OFF, 08 ¢
l - t
$5-2+1 Copy Sound Nase 1 00 10 + 0060 debg | Randenm sw H
+ f ! booa s velooity O -1 {OFF, o) §
b Gffset i i 1 | I b Decay G~ L {OFF, 0N} |
| addrass | Deseription | H { i e :Pitch 0 -1 {OFF, 0N} |
! e e i H b d i Nuance g -} (OFF, 0N |
i 00 % ¢ Gpan assa | Copy Sound Haee char, | - 17 I i - ' i
! H : t H i i GF 1L 000D aama | Randes Prodabiiity for Yetooity | -8
b 80 06 | Gaaw ssaa | Copy Sound Xame char, 7 - 121 | | 00 12 | 0000 atpa | Randem Frobability for Decay 1-8
B e e e et et e e e i t 08 13 { 00CU eana | Random Probability for Pitch - - =81
H totel size 86 90 o0 o7 i 02 34 1 0000 aana | Randow Protab!iity for Wuance 1 -8 i
~-- - d 1 - |
{ 00 15 | 0000 Daaa | Random Depth for Veloclty t-4

#5-3 ROM Card dats Area H 00 15 | 2050 8z3a 1 Handos Demtd for Decay 1-4 i
+ i 80 17 1 0000 Z2aa | Randow Depth for Pilch P-4 1
{ offset | i I 40 18 | 0060 Ogea | Handem Depth for Mumnce P-4
| sddress | Descripiian | t—-- |
f i { 00 13} 000¢ deba | Groove sw I
i 40 00 ! fame zaaa | ROM Card data 3 -1 | f H i@ ¢ Velocity 0 -1 {GFF.00 |
| ol : ! : f i ! i b Decay 0 -1 ([OFF N |
I 14 31 | Daaa azma { ROM Cprd dats o - 127 i ! { i ¢ Pltch 0 -} (OFF, 0Ny |
| { H H {41 Busnce 0 -1 {OFF.GHY 1
{ Toetal size 198 20 14 32 I i t - f

+ } G0 [A [ 0000 zeam | Groave Type 1-3 t
The data In this sres will be read In when LOAD ROM i3 executed In Card gode. |+ + i
i O 18} 080D 03az | Groove Step t-1 H

1 { ! {124, 18, e, |

H i l L1016, /34, |

b I H 1/32} |

i -1

| i} I Groove Velocity offset 41 #5-5-1 t

j : I : ¢

I 00 24 | | Groove Veloclity offset 28 |

t- t t

i il i Groove Decay offset #1 5-5-1 I

! HE | i : i

' 08 344 | Groove becay offset 28 |

foe e i

| o0 | | Groove Pitch offset &} #5514 §

1 HE | b |

i 00 4A | | Groove Pilch offset 48 ]

i + '
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1 00 4C 1 { Greove Svance offset i €5-3-1 H
b HE i : i
3 [T | Groeve Huance offset 48 }
fue o o e o e 4
i Total size | 60 80 00 5C |

#5-5-1 Groove oflset
4 e e e e e e e e e mmm i mm mm e s 1
! Offset i 1
i address H Beseription i
jus === == H
! 80 | Oasz azas | absolute vaiue 0-9 i
i 81 ¢ 0000 D00a | sign bit 0-1 {
i ! [ @=plus, I=aitus} |
jmemaes g s i
: Total size | 20 80 00 02 |

#5-6  Assign Parameter

____________________________ .

i Offset | |
[ mRddress | bescriptisn i
| * - t
I 00 OB | faza sRas | Instd {Mad A-1) ¢ - 118 i
| H| : | H t
{ 0 OF | Jaae zeaz | insts {Pad 4-18) -8
H G 10 ¢ dasa aasa | {nstf {Pad B~} g- 18
! H : 1 : H
i G0,3F | Ozan asas ¢ lnste {pad B-15} b- 118 H
| 00 20 | fsaa amsn ! Insté (Ped C-1) 0118
i . H f : i
} o IF | Dass agaz ! instd (Pad £-16) 0- 118
I 06 30 | Da3a sasa | inst# (Fad B-1) e- 18
| B : H : I
! 00 3F | (Qaaa paaa | nsté (Pad D-18) e-11s |
¢ 00 40 | 0aas aaaa { lasty (Fed E-1) 0 - 113 1
b B : { : |
! 08 4F | tama ssam | fnst? {Pac E-16) 8- 18 |
frramn - : -4
I 06 50 | Dasa aams | Inst# (Display essim 42} 0 - LI |
I 86 51 | daaa aaaa | inst# {Display assign #3) 6 - 119 |
| b0 52 | Osaa zmas | inst? (Display assign #9) 0 - 119 |
f * i
| 00 53 | faag sams | lastd (ltd) 0- 18
I t |
| Tota! size [ 0O ag 0o 54 i
S N

#5-1 Cotput level
| Offset i t
[ address i Descriptlon I
i + I
! 08 00 1 000D asaa | Dutput Lavel #1 G- 13 |
b 00 01 b 9000 assa | Output level &2 E-15 |
! H ] H i : 1
| G0 17 } £OGC meaa | Output Level 128 G- 15 |
| !
] Tetal slze taoon oo 18 |

#5-8 M{Di Paraester Area

-

i Dirser i t
1 atdress | Peseription l
frm e e -4
¥ 0% 06 ¢ 4090 asaa | Tx Channel 41 15 4
} 1 | {4 - 18
| H f H l H i
[ 00 71 | 8050 ama3y | T Lhapnet 2170 g-15 i
t £ i i - 15}
R T !
L a0 78 | 000z aasa | Rx Channel (Perform Sectlon #1} 0 - 18 ¢
i i i . - {118, 5FFH]
! 00 79 | £002 amem ! Rx Channel (Perfore Secticn #2) 0 - 18 |
t i I {118, 8FF} i
| 00 TA } 000z snes 1 Rx Lhannel{Perfors Sectiop #3) 8- 18
f ’ f | ti-16, 4FF)
i 00 7B } ©000a amaa | Rx Channel{Perfort Seclion #4) & - 1§ !¢
| f i {1-16. 9FFN
f T e e e e o o i
¢ 0 TGt { Mote nn, assipn #% 25-4-1 1
f o0 TE } | Hote no. asslen #2 151 i
| H 4 I : 1
i 02 B4 ¢ i Nole no. zssign #1126 #5-5-1 |
| : - [
i 02 60 0030 doba | Function sw, I
H H [ a: CK MESSAGE 8- 1 {OFR, 0N |
H i | b MOTE OFF 9 - 1 (OFF, 04} |
I ! | c©: PanpoT 4 - 1 [OFF.ON) ¢
t I | € PGM CHANGE 0 -1 {OFF o0
t + t
i 82 50 | | Controf Change Parametsr  95-8-2 |
f== i
| 02 7| i Perferzance Section #1 #5-8-3 ¥
{ 8308 1 ! Perforpance Sectlon #2 #5-3-3 i
| : f : {
| | ¢ Performance Section #d *5-8-3 H
f i
i Total size ¢ 0o 00 03 17 ¢

.

tB-8-1 loted assign
i Dffset { i
| address ! Deseription t
I i
I 08 i Opam &2ap | nots ho 6-127
| 61§ 0008 GG | ONAGFF Ilag gt f
| I i (OFF, 0N 1
I - |
| Total size { 60 90 80 02 i
e e e it e e L R W et i +
#5-3-2 Centrol Change Tarameter

t Offset | |
booaguress | bescription ]
! i
| i i Modulatlen i
i 2% | fasnmasa | Centrol lnstd 9- 118 |
l 01§ 0060 dama { Control Parameter q-4 i
i H | (Pltch, Decay, |
| i | Kuanes, Pam, o1 |
i t { General purpose Controiler 1 !
i 01} btaasn aasa | Central Instd 0- i b
i 03 | €008 Daza | Control Patameter 0-¢ t
i f i General purpose Coptrolier 2 b
I 04 § fazs amsa | Controi Insté 0 - 118 1
} 05 | 4000 Ozaa | Contro} Parameter -4 ]
I i : I H i
} | | Gemeral purpose Controller 4 1
t 10| Ozaa aaza | Control Insts 0- 13 i
| 11| 0006 Daaa | Cemtro) Perameter 0-4 H
e + |
I Total slze | 86 90 12 17 |
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#5-5-1 Performence Sectlon

of [set 1
adiress i

Bescriptien

Ll
| |
| i
| 1
| 90 | Omam asam | Comtro! inst# - 19 |
| Bl | 0000 ofas | Paraseter{Noted Comtrslied 0 -3 |
| | ) (Pitch, Decay, |
| I i Haanse, Pan) |
| 82 | Oaaa azan | Center note no. ¢ 127
| 83 | 0azaa nzam | Keyboard fotlow ¢-83 |
{ 84 | 0000 span | Contral chapge no, g-9 ]
I ! £ (Modistatlon, |
{ { ¥ Contredler 1-8, 4
| | } OFF} f
| 83 | 0800 00ae ! ParssetzriConiral change) 1-3
I | ! (Decay, |
1 | i Nuanice, Pan)
| et =--1
i Total size {00 B0 08 46 ]
36-0 Iysiens datsa Aren
| Offset { i
[ padress f beserigtlen i
L v -=-- -1
i 00 08 | GOD0 £0za | Sync mode g-2 t
i H I UINTERMAL, !}
§ { i MIDLTAPE) !
i +--- t
! 60 011 €000 asaa | ROLL Hesolutlon 1 -3 {
H f i {14, 148, 178 |
i I b 1412, 1/18, 1/24, |
| I b 1732, 1748, HiGH) |
| + s eameme |
| a0 22 1 | Metrenome sef #5-8-1 1
1 + i
! o0 o6 | { User functlon #0 ¥5-4-7 1
t 0b 16 4 { User fusctlon #1 1
b HE | t !
| 01 16 | | User functlon #§ |
po H
| o326 | Macro #0 #5-9-3 i
{ gt b i { Macro #1 |
i HE| | : 1
i 04 05 1 | Wacro &3 H
! i
I Total slze £ 00 00 04 2C H
#3-9-1 Metronome Set
~~~~~~ +
{ offser 1 {
i oaddress | Pescription !
t |
b 00 | 3400 tzaa | Interval [ b
{ b | i, L L8,
! § } 112, 1/16, 1424, §
| ! H 1/32) ;
! 01 F DODO d0za | Mode 0-2 H
H 1 i {OFF, EMPTY, EVERY)
H 02 { 0000 apza | Level 0-15 i
I 031 £000 assa | Qutmput - 14 |
! i 1 {LEFT3-1, CENTER, ¢
I ! i RIGHTI-3, WILTI1-8)¢
| d f
| Totpl size }ab b 60 84 i
#5-9+2  lser function
oriset |
address | Descripticn

o
1

00 | Casa amaa | keyt {LiNE 01) ]
01 | O2sz zaaa | keys (LINE §2)
HE | : ! !
OF | ODaaz aass | keyd (LINE 18) ¢ - 52
Total slze i o0 oo 00 18
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*3~3-1 Hacro

{ offsat | I
[ address | Beseription I
H |
H 00 | 9002 amaa | Macro note Length 1-136 i
| Bt T H
H 41 ] 0000 deba | Xorsa! timing {stepl-4) !
i 1 ! : stepl GN/OFF flag 0-1 H
i b i {OFF, GH} H
i b I b: step? ONAOFF [lag B-1 i
¢ t i {QFF, ON) H
i 1 I “er stepd ONYOFF “Tlag "0-1 ]
1 | i {DFF, OH} I
! | I d: stapd ON/OFF {lag 0-1 t
H i | {OFE, OW) I
H €2 | 0000 dcha | Hormal tising {steps-B) I
H 93 1 0000 doha | Hormal timing fstepd-i2) I
H 84 { Q000 deha | Norwal tiwming {stepid-is) |
e k] ten + |
i 03 1 0000 deva | Flam tlaing (stepl-4) |

H 1 a: stepl ON/OFF flog [ t
| i 1 {OFF, 0 |
| | | B step? ON/OFF figg F-1 |
| | t {OFF, 07} }
| I | o stepl ON/OFF {iag -1 i
} I 1 {OFF, ON) H
| I {  a: stept ON/OFF flag t-1 1
1 ! } [
1 06 | 0002 dcha 1 Plas timing (steps-) t
] 07 1 5090 dcba § Flew tlaing {steps-12) }
| 08 | 0000 deba | Flas tlalng {stepl3-1E) 3
‘ ¢
t i I Relatlve veloclty (step 2) i
b 75 | Gaza aasa |  absalute vglye 0 - 93 i
f OA | 0000 tbga | sign bl a-1 |
! } | Belative veloeity (step 3) !
i 08§ Omaa azaa | abselute value 0 -9 I
H OC { 0000 000a | slgn Bit [ !
1 ol : 1 : !
i { i Relative velocity (step 15) t
I 25| Oaaa sasz ! absolule value . 1-89 b
I 26 | 0BOD DBDz |  sign bit 0-1 f
| 4
1 Total slze { 00 80 o% 27 !
+ +

#5+10 Song data Area

Data Inciuded n the area are: Song data, Song nawe, Somg chaln and Init{sl peraveters
of Sorgs 0 $0 9,

fhen tie data In this ares are transmitted {ros Bulk Dump operation. the slze of the
data depends upon that of Song data

IT you want to send Data Regquest to the R-8 In this ares, set the address to
01 60 80 00, and the size to D} 00 00 40.

The -8 ignores Data Requests designating different address or size.

Yo datz In this area can be transferred In unlts of one byte

#5-11 Pattem data Arez

Pata jncluded In the area are: Bhythe data, Tiee sigmature, Number of zemsures, Flam
interval, Fiam ratlo, Shuffle polnt, Shuffle delay, Peel patch number in each pattern.
and Fattern nases.

fhan the data {n ihis ares are transaltted from Bulk Duap operatlon,

the slze of the daia depends upcn the nuber of sotes.

if you wani ta send Data Request to the R -3 in this area, sei the address and the slze

a8 faliows,

one pattemn reveeee adress = the address of the pattern
sz =00 Q200 00

all pattern -+--+-» address = (2 00-00 ¢4
size =01 4300 04

The B- 8 Lgnores Data Requesis gesignating dffferent address or size.
lo data in the Brea can be received n unlt of cne byte.



hddress

Sub Reck Reference

U9 0 00 80

00 51 00 o8

8 02 40 oo

G0 43 G0 0D

90 04 00 00

o0 03 a8 9

00 06 80 49

60 07 0D 00

40 08 00 00

01 60 00 oo

02 G0 86 08

| Sound Param. |

* tooiiaie t +

iinstpl -2 T

!
1
|
1
;
|
!
b

.

l

|
b
[—
I

!

I
Foren A s

F Copy Sound datai

¢ ROM Card data |

blest ¥z |

1 inst #3189 |

Ammmm————amy

.| inst #1286 ]

———

fmmmmmeg

152 |

b LOTTTPPINN

i Parforn Param. |

I {
| i
I |
t t
I ]
1 I
! !
I |

a2 i

B s
| H |

o e

RN gl 1

et

{ Fes} Patch ]

¥ Fovrreean? t

| 80 i [ T

14 i

O —

! System data ¢

fmmm e

| Song data i

}omst#2 |

JFOE—"Y

i last #119 |

pmmmmmnm————t

.1 Inst 2120 |

P —

i Pattern data 1}

{ PN 0B

™
o
ol

i PO

PO

i : 1

e e

| PTH %8 |

frmmmmmronmey

g

mrrwm g
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manually.

Mode 1: OMNI ON, POLY
Mode 3: CMNI OFF, POLY

222

Mode 2: OMNI ON, MONO
Mode 4: OMNI OFF, MONO

O ¢ Yes
X : No

Rhythm Machine (Instrument Section) Date : Sep. 30 1988
Model R -8 MIDI Implementation Chart Version : 1.00
) Transmitted Recognized Remarks
Function «- -
Basic Default 1-~16 1-16 Memaorized
Channel Changed 1-186 1-18 (Non — volatile)
Default Mode 3 Mode 3
Mode Messages X x
Altered ¥ ok kR ok ko kok
Note ) 0-127 * % G-~-127 %k Assignable to eagh
Number True Veice Sk koK R R R K K instrument
Velocit Note ON k On v=1-127 # 8b v=1-127 n=lnst Ch %%k
sloeity Note OFF X 9n v=0 x b= Basic Ch
After Kay's X x
Touch Ch's x 5
Fitch Bender x b
1, 33 * * Modulation
10 X * Panpot
16, 48 * * General purpose control —1
17, 48 * * General purpose control — 2
18. 50 * * General purpese control — 3
18, 51 * * Generai purpose control — 4
Control
Change 80 #® * General purpose control — 5
a1 % * General purpose control - 6
a2 * * General purpose control — 7
a3 * % General purpose control— 8
Prog P #
Change True # ® ok ok ok ok ok ok %
System Exciusive O *
Svstem Song Pos QO O SYNC = MIDI
Y Song Sel O O SYNC = M 0-9
Common
Tune x b
System Clock O SYNC = INT/TAPE O SYNC = MIDI
Real Time Commands O 8YNC = INT.“/TAPE O SYNC = MID}
Local ON,/OFF | x ' x
Aux All Notes OFF X x
Messags Active Sense O X
Reset X x
Notes 3 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 18



1.

Model R~ 8 MID! Implementation Chart Version :
, Transmitted Recognized FRemarks
Function vee
Basic Default X OFF Memorized
Channel Changed x QFF. 1 ~18 ¥ % (Non - volatile)
Default X Mode 3
Mode Messages x x
Altered koA ok ok ok ok ok ok %
Nots . x 0-127
Number True Voice %k K % ok ok ok ko
|
: Valocit Note ON x O 8n v=1-127 n = Section Ch
' Y Note OFF x x
After Key's X x
Touch Ch's x
Fitch Bender X X
1 X % Modulation
1C X * Panpot
18 x * General purpose control — 1
; 171 % *® General purpose control — 2
' 18] x * General purposs control — 3
1e X # General purpose control — 4
] Centrol
! Change 80 % * General ﬁurpnse control - 5
f g1 b4 * General purpose control ~ 6
; 82 X * Genaral purpose control — 7
83 x #* General purpose control - 8
Prog » x
Change True # EoRok ok kK k%
System Exclusive b x
Song Pos X X
System
Common Song Sel X *
; Tune x b
Systam Clock X X
Real Time Commands x b
Local ONL-OFF X ®
Aux All Notes OFF b X
Message Active Sense X X
Reset X X
Notes %  Can be set to O or x manually and memorized.
(for each Performance Section)
%% If channel is set to OFF, R~ B cannot recognize any message.
Mode 7 : OMN!I ON, POLY Mode 2: OMNI ON, MOND O ¢ Yes
Mode 3: OMN! QFF, POLY Mode 4: OMNI OFF, MONO b MNo



I SPECIFICATIONS

R-8: Humen Rhythm Composer

® Sound Source

Sampling Frequency : 44.1 kHz

Dynamic Range : 18 bit

Maximum Voices : 32Voices

68 Internal -Instrument. Voices

26 Copy Instrument Voices

28 External Instrument Voices
{On a Sound ROM Card)

{Sound Parameters)
Pitch : £ 4 oct (in 10 cent stepa)
Dacay :0 to 127
Nuance :0 to 15
Output Assign : Multi Out 1 to 8,7

Stereo Out (7 level pan)

Assign Type : MONO.POLY./EXC1 to 8
Sense Curve :1 to B :

® Rhythm Pattern
32 Preset Patterns
100 Usar-Pa_’cterns
(Maximum number of bars writabls : §9)
Memarized Data : Valocity ~Piteh,”Decay,”
Nuance,”PanMicre Timing

® Song
19 Songs {total of up to 999 parts)
Memorized Data : Initial Tempo./Initial Levsl,~
Rhythm Pattern. Repeat”Tampo 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-258D

® Step Resolution
1./86 note (in Writing)
17384 note (in Playing)

224

@ Tempo :20 to 250 beats per measure

® Dispiay
Function Display (2 fins, 20 charactars)
Graphic Display
Tempo Indicator

@ Control Section

[Front Panef]
Value Slidar
Volume Slider
Song Button
Pattern Button
MIDI Button
Instrumant Assign Button
Card Button
Utility Buttan
Sound Button
Performance Button
Feel Button
Define Button
Cancel Button
Function Burton
Macro Button
Pad Bank Button
Multi Button
Scope Button
Cursor Buttons
Page Button
Tempo Button
Level Button
Numerical Kays
Exit Button
Enter Button
Parameter Up./Down Button
Parameter Select Button
-8tart/Stop . Button
Rall Button
. Flam Button
Shift Button
Key Peds 1 1o 16 (with Velozity)

[Rear Panal]
Power Switch
L.CD Contrast Centrol Knob



® Output Jacks
Multi Output Jacks 1 to 8
Sterso Output Jacks (R.7L (MONO))
Headphona Jack

® Connection Jacks
RAM Card Slot
ROM Card Slot
Start,”Stop Jack
Valus Jack
Tape Sync In Jack
Tape Sync Qut Jack
MIDI Sockets (IN./QUT.THRU)
AC Adapter Socket (= 10V)

@Dimensions
410 (W) =280 (D) xT70 () mm
16-1/8" x11-7/16" x2-3/4

® Weight 3.1kg- 8 b 13 oz -
®Power Consumption 7 W

@® Accessories
AC Adapter
(ACH series : dedicated to the R-8)
Owner's Manual
Quick Operation Mode Tabla
Instrument Table
Data flow of each Paramaters
Parameter Chart
Guide Bock for MID!

® Options
RAM Card (M-256E/M-256D)
Sound ROM Card
Pedal Switch (DP-2)
Footswitch (FS-5U)
Foot Volume (EV-5/EV-10)

*The spacifications of this preduct are subject to

change without prior notice, in the interest of

for improvement.
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B index to Functions

{Instrument Setting]

®FEditing tone of each Instrument
rSound Parameter Setting------ 0ot Page 47

®Changing instrument assignment to each
Key Pad
crinstrument Assign -~ ccc-ceseoe ‘e-- Page 40

@Editing Instrument tones for each Key
Pad @

—Performance Parametars - --oeenn Page 77

®Assigning one Instrument to the 16 Key
pads then playing it in a changed pitch or
tone in each Key Pad.
rising the Muiti Assign------- oot Page 81
CrANGRMENT <t Page B2

®Using a2 ROM Card
rHow to use a ROM Card------++«r Page 43
®Using an edited Instrument for another
Instrument
oCopy Instrument ----vrervieeniies Page 54

®Saving Instrument data onto a RAM card
CFGAVE  ~ ety Page 165

®Restoring the Sound Parameter Settings
preprogrammed from the manufacturer
orHow to initialize the Sound
Parametars @ ccoooseasrieeiiiin Page 159

®Restoring the Instrument Assignment
preprogrammed from the manufacturer
criow to initialize the Instrument

Assignment ---cccrerrrasiniiaaiiiia Page 158
#Clearing the Performance Parameters.

rHow te clear the Performance

Parameters -« - roccrrriainn Page 160
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[Rhythm Pattern Writing]

@®Writing a rhythm pattern by tapping key
pads
= Dsafault Settings for Pattern

@Writing a rhythm pattern by entering a
step at a time
erDefault Settings for Pattern

CFSWING “-vrccrorrerrr e, Page 84

GFEIAME e vt iai e e e Paga 86

@®Adding the Roll effect
[ T Pags 88

®Playing performance pattern by tapping
the Key pads once.
Macra Nota »+cemerrrr i Page B89

@®Setting Feel Patch data
rFaal Patch - -rrcrrommrreriarennn, Page 96

®Changing tones of sound in a rhythm
pattern
oEditing Sequence Parameters:----- Page 107

®Swapping Instruments in a rhythm
pattern
instrument Change -+ ornnevnens Page 115

@Joining two rhythm patterns
rPattern Append:------co-iiiinn Page 116

@Copying an Instrument's rhythm pattern
to another pattern
oPattern Extract - +-- v Page 117



®Merging two rhythm patterns
rPattern Marge -« v Pags 119

®Change the Start point of the rhythm
pattern,
rROfrBme »crrrrrrrrrr i s Page 120

®Copying a Preset or a User-programmed

pattern to another User- programmed
pattern

Pattern Copy «----corvrrereeeeee Page 121

®Naming a rhythm pattern
erPattarn Naming------roomrreeenen Page 123

®Checking the memory remaining. for
rhythm patterns
rAvailable Memory -2rrrorreer e Page 152

@®3aving rhythm pattern data onto a RAM
card
ErGay@ -t rer v e aresrar e e Page 165

®FErasing the entire rhythm pattern data
crAll Pattern Clear ---------romnvnens Pags 153

[Song Writing]

®Writing a song using rhythm patterns
rSong Write sorrrrrrrrarriiiaiiii., Page 127

@®Repeat playing rhythm patterns vyou
specified
CrREpBAL - - e s pagB 129

®Changing the tempo in the middle of a
Song
Tempo Changa *---crveorrrraranass Pags 131

®Changing the level in the middle of a
Song
rlavel Change - rrrerrreacriiiin, Page 132

®Writing a label in a Part of a Song.
Getting to the label written in a Sona.
crlhabal rrerreir e i s Page 133

@®Deleting the specified Part
rPart DB‘BtB .......... Amr i errana -..Page ‘]35

@Adding Song Data
LrPart INgert recorarrevenariaiaiiia, Page 136

®Copying specified Parts to a different
location
EFPart Copy rrrrreereoreirnrtaeanaa, Page 138

@®Copying the entire Song to another Song
Number

rSong Copy ‘rcerrerareaireiiinaias Page 140

@Erasing a Song data
rSong Clear + v reemrvareeroriieiaoa. Page 141

®Erasing all Song data
Al Song Clear ---r-verevennnnnn, Page 153

®Naming a Song
[:?Snng Name - oo renairininniinsa.. Pﬂge 142

#Saving Song data onto a RAM card
CrSaY@ e r et e i i Page 1BS
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[Song Playing]

@Playing from the middie of 2 song (from
a specified bar)
erContinue Play:--or-oerreerrereenn Page 143

®Setting the base tempo and level of a
song
cripitial Tempo and Initial Lavel -+ --Page 145

@®Playing from a labeled position
crSearch Label -+-----vvvvvieienn Page 148

®Checking the time needed for a song to

be played
orTime Calculate -+ v-v-orrevererenon Page 147
Q-Tlma Dlsglay ....................... Paga 149

@Playing .a song within the¥specified time
C7Time Set rorrrerrrrrreariiiiaeas Page 150

®Checking the remaining memory for song
data
rAvailable Memory ~-----oveinerans Page 152

[Sync Playing]

#®Determining how the R-8 should sync
rSync Mode r--ve-re - R LA Page 167

@Sync'ing to an external MIDI device
MIDI Syng-r-rreerarea sy Pags 169

®Sync’ing to an MTR (multi- track recorder)
TrTape Syng- i Page 170
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[miDt]

®MID! Structure
MIDE Structura <« rveeenen e Page 172

@Setting a Transmit Channel for each
Instrument 7
=Transmit Channel ---- rooovvveennn Pags 173

@®Setting a Receive Channel for each
Section

rReceive Channe] ---- v oivvvien.. Page 174

®Setting: a Note Number for each
Instrument
crNote Numbers::-os---v00 - PO Page 175

@Setting Channel Messages, Receive and
Transmit

crPunction Switchag - vor-erniiin Page 176

®3Setting the Control Changes
Control Change:--rorrrveererians Page 1BO

®External MIDI Equipment .
rExample Setups -« oot PagelB3

®Data Transfer via Exclusive messages
crData Transfer via Exclusiver - -+ Page 186

®Restore the Note numbers preprogramed
from the manufacturer.
crHow to initialize the Nots
Numbers v crrrmrrirriiiiaa Page 158



B Index to Terminology

A]lgn FUnCtiDn ...................................................
All Pattern Clear
A“ Song C|ear .................................................
ASSiQn Type ......................................................

Available Memory

Basic Channal

BaSic MOde «r-wrerererrerminis i eese e g err e
Eulk Dump ......................................................
Card Mods - ---mcorrrrrmra i e enaas ap
Contar Note NUMDE - -ereerereervieesirrrasraseionn. 181
Charingl Message - ererirerarmiarminaninnn, ereens 175
Channal Message Switch roeevesrrerrerrssscsininnrn 177
Continus Flay

COoRY INStrUMERt -t tr et e s 54
Control Change «« st e 180

[E]

Edit Mode: - re e e e a1
Error Messagess - smreerme e vainre st 189
Exclusive Mesgage i 186
Exalusive SWItGh »rerererrrmrrioetiiii e 178
Feal Edit Modg e ettt rmriecmescervvaserasnsnnns 32
Fogl Patoh eeeterre i smemrrinrmurir i iesreersencan 96
FIGITY -renrrecrnirissinriniisiasissiorssmiarsnesoremrreseesesssssantnns a5
Flam o Intanval -« - 86
Flam Ratjo roereeeerrrrriertnimiieieeissraarric s e cnin e nnns 86
Formatting -« veoeeer i, 163
Function Switoh eresreervemsici i v, 176
GrOGVE rererersisconninaees S a5
Groove SelBal s e rrrrr et it e enns oR
Groove Step s a8
Groove Switch i sermrammearae i a9
Groove Type - v, o8

(]

nitiaﬁzation .....................................................
n%t]ai LEVEI ......................................................

;
i
initial Tempe
|

NSIFUMBNt ASSIGRING «-oerrrereseemrervrsrrniiriaanen s 40
instrurment Assign Mode -, 32
]nstrument Change .......................................... 'I‘]S
INStrument Section s E PN 172
INSIrUMent Selant - cerrrrmimisiri e eaenns ag
INStrUMEnt Swith vrerr s emiesieii v asie e 100
|

Keyboard Follower - -t 181

Macro Modes

MQC!'O NOtB .......................................................
Macro ‘§“§ming ShiFt e 112
Main Mode

Memory Card =t 182
Menu Display s 34
Metronome Setting ............................................ 53
Micro . Timing Shifte i, 113
M]Dl Mode .........................................................

M%DI S\/nc .......................................................
Multi Assignment

(N]

Marmal Editing Moda «eermirnrimmininiiin, 67
Narmal Eritry oo rereso s e 66
Note Message: e, 175
Note Numbep-reoer [T P R PPN 175
Note OFff MeSSage - o ererssrrs s iirnaeea s 177
Note OFff Switch creereerreieerriraraieerenrn e 177
INUBMICE oo st et s sttt re s s aesb e en e n 49
(O]

QUIPUL ASSIgR ++--emererrrrs st U, 49
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[F]

Part Copy-
Part Delgte «-cvoorremerr e
Part Ensert .......................................................
Pattern Append ---

Pattern
- Pattern
Pattern
Pattern
Pattern
Pattern
F’erformanqe Edi? MOdE .............
Perfo;mance Parameter ......................................

Pfeset Pattern ...................................................
probab”ity ........................................................
Program Change Messaga
Program Change Switgh v
Protect Switch

[a]

Ouaﬂﬂze ............................................................ 8‘{

Ramndom Depth
Randoem Facter

Random Factor SwWItch «rrrerermreninniici i, [o]e]
Realtime Edit e, 108
Real-time Writing -, Bl
RECEIVE CHAMMB| ++--rwerrrtmirerarirttriaeaasensrasesisreens 174

SCODB Edlting Mode ......................................... 68
Scope Step
Search Label .................................................... 1 34
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SONG NAME e creeaarrarare e reeees 142
Song T et e iy s drra e vt e e e ees 128
Sound gdit Mode .............................................. 32
So!.md P AT GITIEEE -+ rrvemrrrrrransatnreeeentarrnrrestssianannn 47
Sound ROM Capg - -crorerrssismmnecemenrariraiiieeeeens 43
Step ................................................................... BE
SEep Edit rrrrrrermemsiin i s e 110
StEp WG -+ errerrrrrraresstiescrie st s s e e enaessrre s 65
GWWITIQ «~+rrrrmeresaim et s it e e st era s res e gaen 84
SWing Dalay e e 84
SWINg POINt rrereermmts i v s esasanns 84
SYNC MO st eerorrrerinisiiie e e eeae e e 167
|

Tape Syncic e, JETSTITITOIR AP 170
Tempo AdIUSIMEMT-1-rrrerrerertiiicimirrerrnirieseeis 21

Tempo Change
Time Calculate

Time Display s e
Tims Set

Transmit CHEARE e rrorereeeeemrrrcisisieseseesrens 173
Trislet Entl'Y .................................................. ; 55
User_ Pa*tern ...................................................... 24
USEMS FUNGTIOR -t rrrrrerserarecararornmsinsisssnmmerasoss 154
Utihty ..............................................

Utility Mode

VEIOCIEy v et e 107
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