Roland

HLUMAN RHY THM COMPOSER

-8 vl

OWNER’S MANUAL

r___z.___T__}E"'"wm‘ it PELGRNEN ] et e et
b e g _pwr
SO T - THET, TRET, L, o
o7 Wi e R N R
4 0 M ot wC o5 M
OUUROR. NN S—
= H 4 IR TT R T
. T ! 1 .::“a = \F' vﬂl e wikBERE §ﬁﬂ? e ‘\ﬁi'u.mm -
LI Tt s e
I 1 L ]
i kg
s = st Egh ] vn l‘q?:laﬁr Eﬂ.}j‘ o -
[N FoamniaT
M SEET % I
i ] T ™ 1
= = L.




Information

When you need repair service, call your local Roland Service Station or the authorized Roland distributor in your
country as shown below.

u. 8. A.

Roland Corporation LIS
7200 Dominion Circle
Los Angeles, CA.
90040-3647, U. 5. A.
. (213)685 - 5141

CANADA

Roland Canada Music Lid.
(Head Office)

5480 Parkwood

Richmaond B. C., V6V 2M4
CANADA

B (604)270 - 6626

Raland Canada Music Ltd.
9425 Transcanadienne
Service Rd. N., St Laurent,
Quebec H4S 1V3,
CANADA

o (514)335 - 2009

Roland Capada Music Ltd.
346 Watline Avenue,
Mississauga, Ontanio LAZ
1X2, CANADA

2% (416)890 - 6488

AUSTRALIA

Roiand Corporation
{Australia) Pty. Ltd.

{Head Office)

38 Campbell Avenue

Dee Why West. NSW 2099
ALISTRALIA

T (02)982 - B266

Roiand Corporation
(Austratia) Pty. Ltd.
{Melbourne Office)

50 Garden Street

South Yarra, Victoria 3141
AUSTRALIA

% (03)241 - 1254

UNITED KINGDOM
Roland(U.J.) Lid.

Rye Close

Ancells Business Park
Fleet, Hampshire GU13
8UY, UNITED KINGDOM
0252 - 816181

Roland{U.K.) Lid.,
Swansea Office

Atlantic Close, Swansea
Enterprise Park, Swansea,
West Glamoergan SA79F],
LINITED KINGDOM

5 (0792)700 - 139

ITALY

Roland ltaly 8. p. A.
Viaie delle Industrie §
20020 ARESE MILANO
iTALY

=02 - 93581311

SPAIN

Roiand Electronics

de Espana, S. A.

Calle Bolivia 239

08020 Barcelona, SPAIN
2 93-308- 1000

GERMANY

Roland Elektronische
Musikinstrumente
Handelsgeselischaft mbH.
Oststrasse 96, 2000
Norderstedt, GERMANY
T 040/52 60 050

FRANCE
Musikengro

102 Avenue Jean-Jaures
69007 lyon Cedex 07
FRANCE

(7858 - 54 60

Musikengro (Paris Office)
Centre Region Parisienne
41 rue Charles-Fourier,
94400 Vitry s/Seine
FRANCE

25 (1)4680 86 62

BELGIUM ~
HOLLAND.~
LUXEMBOURG
Roland Benelux N. V.
Houtstraat |

B-2260 Qevel-Westerlo
BELGIUM

= (0032)14 - 575811

DENMARK

Roiand Scandinavia A/S
Langebrogade 6

Box 1937

DK-1023 Copenhagen K.
DENMARK
2%231-953111

SWEDEN

Roland Scandinavia A/S
DanvikCenter 28 A, 2 tr.
S-131 30 Nacka
SWEDEN

= 08-7020020

NORWAY

Roland Scandinavia
Avd. Norge
Lilleakerveien 2
Postboks 95 Lilleaker
N-0216 Oslo 2
NORWAY
@®02-730074

FINLAND
Fazer Musik Inc.
| insituuientie
POB 169
SF-02101 Espoo
FINLAND
B20-43501

NEW ZEALAND
Roiland Corporation
{NZ) Ltd.

97 Mt. Eden Road, Mt,
Eden, Auckland 3,
NEW ZEALAND

o (09)3098 - 715

SWITZERLAND
Musitronic AG
Gerberstrasse 5, CH-4410
Liestaj, SWITZERLAND
o 061/921 1615

Roland CK (Switzerland)
AG
Postfach/Hauptstrasse 21
CH-4456 Tenniken
SWITZERLAND

2 061/98 60 55

Repair Seriiee by
Musitrenic Ap

AUSTRIA

E. Dematte &Co.
Neu-Rum Siemens-
Strasse 4

A-602% Innsbruck Box 591
AUSTRIA

o (0512)63 451

GREECE

V. Dimitnadis & Co. Ltd.
2 Phidiou Str., GR 106 78
Athens, GREECE

= 1-3620130

PORTUGAL

Casa Caius Instrumentos
Musicais Lda.

Rua de Santa Catarina 131
Porto, PORTUGAL

T 02-3844 56

HUNGARY
Intermusica Ltd.
Warehouse Area 'DEPO’
Terokbaiint, Budapest
HUNGARY

2% (1}1868905

ISRAEL

DA, International Lid.
25 Pinsker St., Tel Aviv
ISRAEL

=972 -3 - 5283015

CYPRUS

Radex Sound Equipment
Ltd.

17 Panteli Katelari Str.
P.0O.Box 2046, Nicosia
CYPRLIS

2 453426, 466423

TURKEY

Barkat Sanayi ve Ticaret
Siraselviler Cad. 86/6
Taksim Istanbul, TURKEY
=14993 24

EGYPT

Al Fanny Tradiag Office
9, Ebn Hagar Askalany
Street, Ard El Golf,
Heliopolis, Cairo, EGYPT
o 2917803 - 665918

BRAZIL

Roland Brasil itda.

R. Alvarenga 591
CEP-05509 Sao Pauio
BRAZIL.

= {011)813 - 7967

Repair Service for Roland
and Rhodes producis

Oliver do Brasi! S.A.
Instrumentos Musicais

Av. Ceci. No.578 Centro
Empresanai Tambore
Barueri SP CEP 06400
BRAZIL

= (011)709 - 1267

Repair Service for BOSS
products

MEXICO

Case Veerkamp. 5.2, de c.v.
Mesones No. 21

Coal. Centro

C.P. 06080 Mexico, D.F.
MEXICO

. (5)709 - 3716

La Casa Wagner de
Guadatajara s.a. de c.v.
Av. Corona No. 202 5.1
C.P.44100

Guadalajara, Jalisco
MEXICO

T (36)13 - 1414

ARGENTINA
Neito 5.A.
Venezueia 1433
1095 Buenos Aires
ARGENTINA
=37 -1632

HONG KONG

Tom Lee Music Ce., Ltd.
Service Division

22-32 Pun Shan Street,
Tsuen Wan, New
Territories, HONG KONG
B 415-0911

KOREA

Cosmos Corporation
Service Station

261 2nd Fioor Nak-Wen
arcade

Jong-Ro ku, Seoul, KOREA
T (02) 742 B844

SINGAPORE

Swee Lee Company
Bras Basah Complex
#03-23 Singapore 0178
SINGAPORE

2 3367886

THAILAND

Theera Music Ce., Ltd.

330 Verng MNakorn Kasem,
Soi 2, Bangkok 10100,
THAILAND

2248821

MALAYSIA
Syarikat Bentiey
No.142, Jalan Bukit
Bintang 55100 Kuala
Lumpur, MALAYSIA
2421288

INDONESIA

PT Galestra Inti
Kompleks Perkantoran
Duta Merlin Blok C/59
J1. Gajah mada No.3-5
Jakarta 10130
INDONESIA

2 (021) 354604, 354606

TAIWAN

Siruba Enterprise(Taiwan)
Co.. LTD.

Room. 5, 9fl. No. 112
Chung Shan N.Road Sec.2
Taipei, TAIWAN, R.O.C.
o (02)5364546

SOUTH AFRICA
That Other Music
Shop(PTY} LTD.

256 Bree Street,
Johannesburg 2001
Republic of South Africa
= 337 - 6573

Paul Bothner(PTY) LTD.
17 Werdmutler Centre
Claremont 7700
Republic of South Africa
021 - 64 - 4030

As of Jan B. 1992
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Hinstrument Table

G::p" Display Name G:’:p', Display Name

Ko AMBO_K ambo kick E 518 ROCK_S1 rock share 1 *
Koz BOING X boing kick ¥ 519 RVB_S1i reverb snare | *
Ko3 BOTTM_K bottom kick E S20 SHARP_S sharp saare *
K04 DBLH_K3 doubile head kick 3 * 521 SLAM_S sizm snare *
K03 DEEP_K1 deep kick | LS 522 SMALL_S smali snare *
K6 DRY_K1 dry kick 1 * 523 30LI5_5 salid snare %
Ko7 EZ K casy kick * 524 TIGHT _§ tighi snace Ed
KO8 FACE_K face kick * 525 TRASH_S Irash snare £
Kog FLOOR_K floor kick * 526 VIDEC 3 video snare *
K10 FLOP K flop kick & 527 WOOL_5i wood spare | %
K1l GATE_K gated reverk kick * 528 78_5 CR - 76 snare %
K12 GATE_K2 galed severb kick 2 3 529 BD8 52 TR - B0B anare 2 *
K13 HARD_K hard kick * 530 28 S TR - 909 snare *
Kl4 HEAVY_K heavy kick * 53t SWis_§2 brush swish snare 2
K15 HOUSE K house kick * 532 5WIs 53 brush swish saare 3
K16 | MONDO K mando kick * 533 | SWIS 54 brush swish snare 4
K17 MUSCL K muscie kick * 534 5LAP 51 brush slap snare | *
K18 PUNCH_K puach kick £ 535 SLAP_S3 brush stap snare 3 *
K1Y ROCM K1 room ambiert kick | ES 536 SLAP_54 brush siap snare 4 *
K26 ROCM_K2 room ambice kick 2 * --B3 ROLL_S1 brush rol! snare }
K21 ROCM _K3 room ambienl kick 3 £ s38 ROLL_S3 brush rali snare 3
K22 ROOM_K4 1oom ambicn: kick 4 ¥ 539 SIDSTKI side stick §
K23 SNADP K snap kick *® 540 SIDSTKA side stick 4
K24 SOFT K soft kick * 341 E0ESIDE TR - 808 side slick
K25 501D _K salid kick * 542 S095IDE TR - 409 sidde stick
K25 SQUAS_K squash kick * TO! ATAK T3 attack fom } %
K27 TEKNO_K sechna kick # Toz2 ATAK_T2 atiack tom 2 &
K28 VIDEO,_K video kick ES T03 ATAK T3 attack 1om 3 *
K29 WOOD_K2 wood kick 2 ¥ TO ATAK_ T4 azack (o 4 *
K3b WOODb K3 wood kick 3 £ TOS HOLO T! holiow 1om | LS
K3} 75_K CR - 78 kick * TOR HOLO T2 hollow 1o0m 2 L3
K32 BO5_X ¥R - BOB kick % T07 HOLG_T3 hotlow 1om 3 *
K33 909 K TR - 9 kick E 3 Tos HOLO_ T4 hollow 1om 4 *
501 BOING_S boing snare * ToY REAL_T1 real tom 1 *
502 BRITE S bright snare *® TID REAL_T2 real tam 2 *
S03 COMDBO_S combo snare * TIi REAL_T3 real 1om 3 *
504 DANCE S dance snare %k TI2 REAL_T4 real tom 4 %
505 FCHO_S echo snare % TI3 ROCK_TI rockrom 1 £
SOA FAT_SI1 fatsnare 3 L T4 ROCK_T2 1ock tom 2 ES
5a7 FUNK_S fank snare * TIS ROCK_T3 Tock tom 3 %
508 GATE_S gated reverd snare * TiA ROCK_T4 tock tom 4 *
So% HOUSE_S house snare * TI7 ROOM_TI 10 ambiesl tom 1 ES
S10 LA S LA, snare % Ti8 ROOM _T2 room amhbicnl tom 2 %
Sl LIGHT_S Tight rnare % TiY ROGM_T3 soam ambien! tam 3 *
S12 NC_SNRS 7O sNARES E T20 ACOM T4 room ambical fom 4 *
513 PICL 51 piccolo snare | £ T21 SLAP_TI brusa slap tom ! *
514 PING S ping snare E S T22 SLAP_T2 orusi slap mom 2 *
515 RADIO S tadio snare L3 T23 SLAP_T3 brush slap tam 3 *
Sif REAL_S rea) spare * T24 SLAP T4 brush slap lom 4 E S
517 RIMSHT) rim shol snarc 1 * 125 DOOM_T! doom lom |

* : The sound changes by changing your playing strength or the Nuance setting.

%% : The sound changes by changing the Nuance setting.




G;::p" Display Name G::_W‘ Display Name
T26 808 T TR - 80K iom * F22 LNG_GuI long, geiro
Ti7 909_T TR - 909 tom * P23 SHO_GUHY short guiro
#HO! CLSD_fi2 closed hi - &1 2 * 3k P4 MARACAS maracas
HOZ OPLN_H2 open hi- bat 2 ¥ ¥ Pi5 SHAKERI shaker 1
1103 DAL _H2 pedal closed &) - hat 2 P26 CABASAL cabasa |
fos | €LsD. Ha clased bi - hat 4 * % 27| WHISTLI whistle 1
HO3 OPEN_H4 open hi - hai 4 3%k P28 WHISTL2 whistle 2
HoA PDAL_H4 peclal elosed by - fal 4 P2 AGOGO] agogo |
HO7 CLSD HS cioged hi - hal § & ¥ P30 OCT_AGG octave apogc E3E
1308 OPEN_HS open hi - hat 5 * % P31 OPN_CUI open cojca
e | pDALHS pedal closed hi - hat 5 P32 | MUT CUI mite cuica
H10 78_CHH CR - 78 closed hi - har # ¥ P33 QPN_PND epen pandieso
HI1 78_OhHH CR - 78 open hi - har * % P34 MUT_PND muie pandicro
H12 B0SCHF TR - 80R closed bi - hat *® % Pas OPN_SRD apen surdo
H13 80BOHH TR - BOS apen hi - hal * % Pa& MCUT_SRD muie surdo
Hid Yoy CHH TR -~ 909 clased hi - hai * % raz TMBORIM (a&mborim
HIS @04 _OHH TR - 909 open hi - hat * %k Pis KALIMBA kalimba ES
H16 BRCI. 1 brush closed hi - hat I E 3k P39 LOGDRUM log drum
mz BROP_HI brush open hi - hat } * %k P40 STEELDR steed drum E
Y0oi CRSH_Cy crash eymbal Y P41 TAIKOZ taiko 2 E3
Yazi CRSHCHD erash cymhal 10 P4z CAN3 can3 # sk
¥Q3 CHINA_C chinese cymbal P43 SACLAVE DR - 55 claves
Y4 HAND_Ct hand cymhals | P44 78_COW CR - 78 cowbell
Y05 RIDE C3 ridecymbal 3 * K P45 75_TAMB CR - 78 wmboarine
Y0h RDBI._C3 ride - bell cymbal 3 ¥ % P4t 78_BNG CH - 78 bongo
YD? BELL_C3 ritle cymbai belf 3 P47 TEGUIRO CR - 78 guir
YO8 RIVETRD ride cymbai with rivet * % P48 78_MARC CR - 78 masacas
Yoo BRRD_CI brusk ride cymbal § * P49 TEMBEAT CR - 78 metallic beal
Yin MLLY C2 mallet crash cymbal 2 L3 P50 soscow TR - B08 cowbell
Pat COWRELL sowhell | P51 BOBUNG TR + BOB conga
P02 | COWBELZ cowhell 2 sz | BOBCLAV TH - BDE claves
P03 TAMBRN1 lambourine | P53 BDBMARC TR - 808 maracas
P4 TAMBRNZ ambouring 2 P34 808CLAP TR - B8 hand clzp
POs BELTRERE bell iree X0 FINGSNP2 finger snap 2
P06 CASTANE casianels Xoz HIGH_Q high Q
P07 CoN_nBhz concer! bass drum 2 * X03 RAPNOIS fap Mpise
DB GONG gong Xo4 AVD_CLP reverh clap
POy TIMPANZ timpani 2 * X035 SCRPUSH seraleh push
PiD TRIANGL triangle X06 SCRPULL scrafch puld
Pl WHLOCK wood block X07 | SPARKI spark 1 * %
"2 LOW _BG low bongo * XG8 WHEEL.2 wheel 2 * ok
rl3 GEH_RG high hongo * X0 DACK 51 back snare | * %
P4 LOW_CG open low conga ES X1 BACK T back som !
s SLID_CG slide jow conga %, %k X1 BACK_C2 back cymbal 2
P16 SLAP_CG slap high conga * X12 BACK_GO back gong
L3k MUTE_CG mute high conga A0 FXGBASS finger bass *
I8 LOW_TR low timhale * nnz SLEDASS Elap hass E 3
1Y HIGIH 7B figh timbale * O3 AC_BAS3 acoustc bass *
P20 CLAVE] claves | B4 303DRASS TO - 303 bass ¥ %
P2i VIBSLAP vibra « slap eli)] REST rest




Group/

Source Instrument

No.

[+ K4 DBLH_K4 *
cz 517 RIMSHT2 %
o T2 DOOM_T2

C4 T3 DOOM _T3

Cs Hod CLSD_H6 %k %k
[of] HO4 CLSD_H? % ok
c7 Has OPEN_H6 *
(o} HEs OFEN_H7 % %
cy Y0l CRSHCI!

clo Y6l CHOK_C1

cul Y61 SPLA C1

C12 YOI SPLA C2

Cl3 P54 DRYCLAP

Cl4 P35 OPEN_Di

cls P26 CABASAZ

Cle PO) COWBEL3

Ly P14 HIGH_CG *
Cis P2y AGOGO2

[od34 HoZ PLATEL % %k
20 P9 RING}

21 P27 PIPEL

22 P11 WBLOCK?2

€23 PID MUT_TRI

c24 X67 THRILLR * %k
c25 P54 GUNSHT!

ford | #H] SHADOW
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AN EASY VETHOD
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Because this booklet is intended to illustrate 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 real-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-B8MKIIL 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 '

To make sure we stay together through this simple process,

first initialize your R-8MKII by holding | SELECT | and
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 141,

Let’'s Make Rhythm Patterns
L o # ko
We “will use the Tempo of 120 BPEVI To verlfy push | TEMPO |,
adjust if necessary, then push | TEMPO | again.

|

Press| PATTERN | and select number 3 for Real-time Writing.
The display shows:

Pattern Number
The number of bars contained in the pattern

Pattern Bank Pattern Name
FTH@:;&-EIJ CEMD & ;
ETH T=0%- & =1 16 +

f f
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.

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

of patterns.



Rhythm Pattern A

The cursor is under the programmable pattern, A 32. Using
F -1/ OFF { | +1/ON }, VALUE siider or Numeric keys, select a
programmable pattern, in this case, «A 80.

@® Next, we decide how many bars the pattern is going to have.
Hoid | SHIFT |down and press | CLEAR | (key pad 14). The display

shows:
FTH FORMBT <FPT7THE2SE-
T=84- 4 BHE= B1

Time Signature The nurr?ber of har

and the cursor is under the "BAR=01" posmon Now just press
[ENTER because programmable pattern '
one bar in Iength_._f

90 is going to be

® Now press| START  and you wiil hear the metronome. There
is an accent on the “one.”
Count along to make sure you follow, hold down | FLAM | and

press the (key pad 14) on beat four.

Snurn ; - ;1 E
—

® You hear the flam on beat “4.” Let's edit the flam now. Stop

the machine.

Hoid | SHIFT | down and press | FLAM SET (key pad 7). The

display shows:

FLAM SET <PTHE9G:
FIMTUL= i:- “ow
+ = ™ '
Flam interval Value

Made a big change in the INTERVAL, bring it from 15 to 10 and
press ;ENTER|. 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 INTERVAL,
but the RATIO as well. Use | SELECT | to go back and forth.
INTERVAL changes the amount of time between each hit, and

- RATIO determines their difference in volume.

Press .



Rhythm Pattern B

Let's go to programmabie pattern A 91. The cursor should
be under the pattern number in the display. Using '
+1/ON |, select the next pattern, in this case, ‘A 91.

Format the pattern the way we did with number 80 except this
time select 4 bars for it's length. Press and then
| START |. You'll hear the metronome.

The guantize resolution is on 1/16 and you will notice that you
can change the resolution while the pattern is in the record
mode. To change the resolution you can use the VALUE slider,
Numeric keys, or | -1/OFF | +1/ON |. Leave it at 1/16 for

now.

Programmable pattern ‘A 91 will be your basic 8-beat rhythm,
as shown:

o it iddid AL LML L

T ] ]
T

A
- 3

Srae
Kizh

| suggest you start with the Hihat, piaying eighth notes for the

4 measures.

@® Now let's suppose you want to do the Hihat again.
Press| STOP . Hold | SHIFT | down and press |CLEAR | (key pad
14). The display shows:

FTH CLEARE <PTHE®L
IMST=0ALL THST

Erasing all the Instrument
This is the stage where you can erase everything you have
done in the pattern, including the length; or you can just erase
alt of the Hihat, Kick, Snare or whatever you want. in this case,
press the | CLOSED 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 pro-
grammed your Hihat part again, while the machine is still playing,
hold | SHIFT | down and press the LCLOSED HH ! (key pad 11)
down for as iong 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 | SHIFT | 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 1o programmable pattern A 92, Hold
[§HIFT% down, press |CLEAR| (key pad 14}, and format pro-
grammable pattern ‘A’ 92 for 2 bars.

nnnnn

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 measure. 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 resolution to 1/32. On beat “2” of measure
“2” we are going to enter a roll.

First, stop the machine and while holding down Bﬂ_ 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 form beat “2” through beat “4.”

Start the machine, and counting if you have to, press R@
and the @Aﬁmﬂ {key pad 14} at the same time, from beat 2"

TR

of the second measure. Stop before the “1” of the first measure.
If 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@@, and while the rhythm is playing, press IFAQ?_

The display shows:

FTHEZ 2 82d < ++EDITH S

ETM #UL= Bad =
] t

Sequence parameter  Value




Rhythm Pattern D

Use the VALUE slider or, -1/OFF || +1/ON | 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 roll 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 ariginal 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. If you
hold down the @@ pad while doing this, you will create a
real-time edit. Do this until you have a rising-pitch roll.

Of course, with all the other parameters in this mode, there are
changes you can make. Let's keep it simple for now. Press
EPAMQEJ to return to the real-time write dispiay.

Next, we want to program another 4 bar pattern. Format pro-
grammable pattern :A 93 for 4 bars, press [ ENTERJ, START |,
and program the same type of rhythm as programmable pattern

A 91, only this time play the eight notes on the Ride Cymbal.
Make sure you are still in Pad Bank “A.”
The pattern should sound as written here.

o etdd L L L

T

@ Real-time Edit (Pan)

While the machine is running, press | PAGE | and then MST':'LECTI:
until “$PN=+OFF+" appears in the display.

Hold down the | RIDE | (key pad 4) and with the VALUE slider or
' -1/OFF | +1/ON
to R-3. Try to do it in rhythm or as you piease, and release your

, change the pan of the cymbal from L-3

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 programmable pattern A 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.

A
n ﬂ( l Crasn
mat k .

-, |
| -

¥
'

_~_“

H
Spare
Ki

Remember, we changed the quantize resolution earlier, for pro-
gramming the roll, and depending on your realtime tapping
skills, you may find programming 8th notes with the 1/32 reso-
lution a bit difficult. Change it as you wish. One reminder here.
There is also a roli resolution. It is important to remember that
the overall quantize resolution will determine how the roll sounds.
Match the two or set guantize to HIGH. Also, roll resolution will
change with the tempo.

Putting it all together ,

So now we have 5 patterns to work with in making the song.

display shows:

PRy HWRITE

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

display shows:

Song Number Scng Name
SOHG 1 fmeee e
FAET Bl FTHEaE-81 7

t %
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 A 90.

Pressing either +1/ON | or | -1/ OFF i will change the num-

bers appearing in the right side of the display. With 90-01
showing, press | ENTER . You will notice on the left side that
"PART 002" shows. Here we are assigning rhythm patterns to
“Parts” in the song.

Press | +1/ON _ 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
A 90 to A 94

Press and then Numeric key 1 to go to song play mode.
Press  START and what we have programmed is now a “song.”

Press STdb .

@ Song Edits

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

Press ES()N(:};1 or | EXIT ] Select number 2 for song write. Push
EE until “PART 002 PTN 91-04" appears in the screen. Press
| SHIFT | and | PART INSERT | (key pad 10). Display shows:

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, so you do not get confused with the changes.

Now, with the cursor move it so “PART 004 PTN 82-02" shows
in the display. Press | SHIFT |and | PART !NSERTM_E(key pad 10).
Use | SELECT  to bring “:x 01?" into the display. Press
ENTER .

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

programmakble pattern A 91. Use the same procedure for en-
tering other song edits, such as tempo or level changes.

it is very easy and it is always simple to 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-8MKII 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! , Numeric key 2 and then B> . This will take you
through the PART order of the song as it is finally programmed.

It should read as shown below:

PART 001 PTN A 90-01
PART 002 REP || : _
PART 003 PTN A" 91-04
PART 004 REP : [ x01
PART 005 PTN A 92-02
PART 006 PTN A 93-04
PART 007 PTN A’ 94-02

If 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.

=Roland

| 1 e AU wow I N | .
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B IMPORTANT NOTES

Be sure to use only the adaptor supplied with
the unit. Use of any other power adaptor could

result in damage, malfunction, or electric shock

(Power Supply)

When making any connections with other
devices, always turn off the power to all
squipment first ; help prevent
damage or malfunction.

this  will

Do not use this unit on the same power
gircuit with any dsvice that will generate
line noise, such as a motor or Vvariable
lighting system.

The power supply required for this unit is
shown on its nameplate. Ensure that the
line voltage of your installation meets this
requirement.

Avoid damaging the power cord ; do not
step on it, place heavy objects on it etc.

When disconnecting the AC adaptor from
the outlet, grasp the piug itself; never pull
on the cord.

If the unit is to remain unused for a long
period of time, unplug the power cord.

(Placement

Do not subject the unit to temperature
extremes (eg. direct sunlight in an enclosed
vehicie). Avoid using or storing the unit in
dusty or humid areas or areas that are
subject to high vibration ievels.

Using the unit near power amplifiers (or
equipment containing large

transformers) may induce hum,

other

radic and
television reception. Do not use this unit in
the vicinity of such receivers.

This unit may interfere with

Do not expose this unit to temperature
extremes (eg. direct sunlight in an enclosed
vaehicle can deform or discolor the unit) or
install it near devices that radiate heat.

(Maintenance

For everyday cleaning wipe the unit with a
soft, dry cloth {or one that has been
slightly dampened with water})., To remove
stubborn dirt, use a mild neutral detergent.
Afterwards, be
thoroughly with a soft, dry cloth.

sure to wipe the unit

Never wuse benzene, thinners, alcohol or
solvents of any kind, to avoid the risk of
discoloration and, or deformation.



(Additional Precautions;

Protect the unit from strong impact.

Do not allow objects or liquids of any kind
to penetrate the unit. In the svent of such
an occurrence, discontinue use immediately.
Contact qualified service personnel as soon
as possible.

Naver strike or apply strong pressure to the
dispiay.

Should a malfunction occur (or if you
suspect there is a probiem} discontinue use
immediately . Contact qualified service
personnel as soon as possible.

To prevent the risk of slectric shock, do
not open the unit or its AC adaptor.

(Memory Backup:

® The unit containg a battery which

maintains the contents of memory while
the main power is off. The expected life of
this battery is 5 years or more. However, to
avoid the unexpected loss of memory data,
it 1s strongly recommended that you change
the battery every 5 vears.

Please be aware that the actual life of the
battery will depend on the physical
environment  (especially temperature) in
which the unit is used. When it is time to
change the battery, consult with qualified
service personnel.

Please be aware that the contents of
memary may at times be lost; when the
unit is sent for repairs or when by some
chance a malfunction has occurred .
Important data should be stored on a RAM
card, or written down on paper. During
repairs, due care is taken to avoid the loss
of data. However, in certain cases, {such as
when circuitry related to memory itself is
out of order) we regret that it may be
impossible to restore the data.



MOUTLINE OF THE REBMK 1

B OUTLINE OF THE R-8MK I

1. About Human Feel

Causes of mechanical
rhythm - sounding
patterns

What the R-8MK Il
can do

Rhythm performances on  conventional rhythm machines or
sequencers often sound monotonous and mechanical. Roland's R-
8BMK Il contains features and functions that provide realistic
sounding drum performances and a much more “human” feel.

There are two elements that prevent most rhythm machines from
sounding like real players :

®When people play real percussion instruments, the force and position where
they strike the instrument changes with sach beat. This creates
accentuation. Conventional rhythm machines can only duplicate the sound
of an instrument being struck in one position and at one volume level.

@®The strength and position of playing may vary slightly or dramatically. This
means that the overall performance will contain a variety of tonal shifts
and dynamic changes.

The R-8MK Il can recreate the subtle tone and dynamic changes
described above, providing more realistic performances {what we call
“Human Feel” in this manual) :

@®Tonal and Dynamic Variatons
Depending on how hard you play the Snare drum, Kick drum or Toms, the
tone of each drum voice (Snare, Kick, or Tom) will change in a very natural
way,
Setting the Nuarnce Parameter for Hi-hat or Ride Cymbal (for exampie) will
create a variety of different sounds.

®Wide variety of sound editing parameters
By changing the settings of the parameters (Velocity, Pitch, Decay and
Nuance), the tone of each Instrument can be edited to your taste. Also,
even after you have written a rhythm pattern, you can edit the sound of
each instrument.



MU LINE W O VOvIR 1]

®Micro Timing
The timing (steps) of the R-8MK Il's rhythm performances (Pattern Play
or Song Play) can be set with minute precision, to a resolution of a 1./
384th note,

@Feel Function
A Feel Patch consists of two sections; Groove, which changes the strength
or striking position, and a Random Factor section, which sets random and
subtle tone changes. When playing a rhythm pattern, you can assign the
desired Feel Patch to the pattern. The same rhythm pattern will sound
different when played with a different Feel Patch.

2. Features Of The R-8MK |i

@The R-8MK |l features 200 different instruments (rhythm voices) sampled
at 44.1kHz with a 16-bit dynamic range. The touch sensitive Key pads
allow you to alter volume and tone naturally by striking the pad with
varying force,

@®With some Instruments, you playing force can change the Nuance (Kick,
Snare and Toms only). Pan, Decay and Pitch may also be altered to allow
you to create expressive rhythm performances.

®The Copy Instrument function allows you to create up to 286 edited
Instruments, in addition to the 200 existing ones.

@®The R-8MK Il can store “Feel Patch” data (for more ‘human’ expressions).
it also allows you to set the Timing Velocity,”Decay.”Pitch Nuance for
gach note of a Rhythm Pattern, allowing you to produce realistic
performances.

®The R-8MK li's internal memory stores up to 32 Preset Rhythm Patterns,
200 User-programmed Patterns and 10 Songs.

@®The following editing functions are available:
tr Pattern Copy.
Yrinstrument Change (that replaces one Instrument in a Pattern with another),
vr Merge function {that mixes two Patterns).
YrPattern Append function (that joins Patterns together).
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@®The Temporary Assign function allows you to temporarily assign a specified
Instrument to all the pads. Using this function, you can hear and edit even
an instrument that has not been assigned to any pad.

®The Instrument List function allows you to check what Instruments are
used in a Rhythm Pattern.

@Using an optional sound ROM card, you can increase the number of the
Instruments availabie. (The R-BMK i also stores the same Instruments
stored on the Sound ROM card in its internal memory. For a detailad
explanation, refer to P.188.)

@®The 8 Individual Outputs allow the R-8MK [i to output Instruments
separately.

®The R-B8MK Il can check total playing time of a song, or calculate the
tempo needed for playing a socng within a specified time,
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B PANEL DESCRIPTIONS

[Rear Panel]

--Tape Sync In Jack
—~Tape Sync Out Jack

MIDI Sockets—————— M e St et/ Stop Jack

Power Switch : : P Value Jack

AC Adapter Jack

f ©
l\ N L A & |
-Headphene Jack ————-— ‘ P f § RAM Card Slot
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Level Button 5 Tempo Indicator
Tempo Button | Function Dispiay
Volume Slider , P ——————— Graphic Display
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. H\« O ey 1&‘ 3T ‘ s cum Pt A mL 4 max §
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. I
Pad Bank Buttons ) ;
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Instrument List Button | W: T S J:
Pattern Bank Button | i
¢ H
Multi Button oo i s SR T M R T
Scope Button — "
- L — o
Cursor Buttons ———————— N Cib |
Page Button : L Start/Stop Button
Exit Button Co ‘ Roll Button
Parameter Up/Down Buttons—— = Shift Button
Parameter Seiect Buttons -——-—— Fiam Button
11

Enter Button ;o Numeric Keys



M BASIC CONNECTIONS

B BASIC CONNECTIONS

LD
CONTRAST R LIMONG)  PHONES;

O 000000000 O0O0

A

Headphones

o 5

Co
(OO0

Stereo Amplifier

Spacific : !nstrurﬁents can be output from any of the Multi Output jack (1 —8). At
the factory, ali the instruments are set to be output from the Stereo
Output jacks. Therefore, no sound is output from the Multi Outputs. If you
wish to use the Multi Output jacks, change the Output Assign of each
Instrument {sea page 45).
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{TILET'S PLAY !

1] LET'S PLAY I

1. Manual Playing

Step 1

Step 2

Step 3

You can fry out a variety of sounds by playing the unit manually :

Check that the R-8MK Il is connected to your amplifier or mixer. Switch the
unit and the amp,” mixer on.

*¥ This unit is equipped with a circuit protection device. A brief interval after power
up is required before the unit will operate.

Raise the VOLUME slider.

VOLUME

Higher

Volume

|IIHIIiH]

lower

Simply tap each key pad; each key pad triggers a different drum Instruments.
Depending on the tapping strength, the voluma varies, '(Instruments marked
with “%" (in the table shown on page 188) will vary according to the
tapping strength.)

+xTap the bottom of each key pad on the R.8MK il with your
fingers and vary the pressure. A natural sound alteration
(volume and tone) can be heard. (Don't use anything other
than your fingers on the key pads.)

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 | heid down : while the

key pad is depressed, the relevant sound will play as long as |ROLL | is held
down.

( ROLL button
U0 | | | —

oo B | ] D FLAM button
—_ = O -

= = D«BD%%/

= — U OO0

A A

¥ If you wish to change the interval for Flam,”Roll, see page 82 and 84.
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Pad Bank Selection A Pad Bank is a set of Instrument assignments to all 16 key pads.
The R-8MK Il can store up to five Pad Banks (A ic E). You can

select any of these five Pad Banks.

Procedure : Press to change Pad Banks.

The selected Pad Bank is shown in the display.

PAD BANK
&« » [ 0DE PATIEAN TEMPD
EDIT -
l ” el b Pkt = CRRo ] 176
FAD BANK ]t A | _assion | s

b A =

*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 36).

15
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The five Pad Banks contain the following [nstruments :

Bank A

Y01 : CRSH_C9 Y02 : CRSHC10 YO8 : RDBL_C3 Y05 : RIDE_C3
T13: ROCK_T? T14: ROCK_T2 T15: ROCK_T3 T16 : ROCK T4
840 : SIDSTK4 S§21: SLAM_S HO7 : CLSD__H5 HO8 : OPEN__HBE
K21 : ROOM_K3 520 : SHARP_S H09 : PDAL__H5 X04 : RVB_CLP
Bank B

Y01 : CRSH_C9 C02 : CRSHC11 Y06 : RDBL_C3 Y08 : RIVETRD
TOG : REAL__T1 T10: REAL_ T2 T11: REAL_T3 Ti2 : REAL_T4
539 : 5IDSTKY S17 : AIMSHT1 HO4 : CLSD_H4 HO5 : OPEN__H4
K317 : MUSCL_K S10:LA_S HOB : PDAL__H4 C13 : DRYCLAP
Bank C

Y01 : CRSH_CB Y02 : CRSHC10D Y06 : RDBL_C3 YOS5 : RIDE_C3
TOS: HOLC__T1 TO6 : HOLO_T2 TOT7 : HOLO_T3 708 : HOLO_T4
504 : DANCE_S S11: LIGHT_S HO1 : CLSD__H2 HO2 : OPEN__H2
K15: HOUSE__K 309 : HOUSE S HO3 : PDAL__H2 X02: HIGH__Q
Bank D

Y02 : CRSHC10 Y03 : CHINA_C YO8 : RIVETRD Y09 : BRRD__C1
T21 : SLAP_T1 T22: SLAP_T2 T23: SLAP_T3 T24 : SLAP_T4
S31: SWIS_S2 536 : SLAP_S4 H16 : BRCL__H1 H17 : BROP__H1
K24 : SOFT_K S35 : SLAP__S3 HOG : PDAL_H4 S$38 : ROLL_S3
Bark E

Y04 : HAND__C1 POB : GONG F18: LOW_TB P19 : HIGH_TB
P14 : LOW_CG C17 : HIGH_CG P16 : SLAP_CG P17 : MUTE_CG
P35 : OPN__SRD P36 : MUT__SRD P33 : OPN_PND P34 : MUT_PND
POT : CON_BD2 P09 : TIMPANZ P10 : TRIANGL P0G : CASTANE
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2. Demonstration Songs

Step 1

Step 2

Step 3

Step 4

Step &

Sample song programs are stored in your R-8MK L. Follow this
procedure to play the demo songs:

Press .
MODE
SONG PATTERN MID
L, I L BFLAY BURITE
INST b SIGN CARD UTILITY

[

* When the Menu Display is not shown, press .

| I |

Press 1 (in the Numeric Keys) to select “PLAY.

Song Number Song Name
} y
SitkE B SHUHT QUT -
MEHS bagl FPTHEZZ ol

Bar number within the
current rhythm pattern

Bar Pattern BankT
Pattern Number

Press 0 (in the Numeric Keys) to select song number 0.

%[ —10FF || + 1.”ON] or the VALUE slider can also be used for selecting a song.

Press | START,/STOP| to start playback.

The Tempo Indicator blinks at the playback tempo, and the display shows the
current status of the demo playback.

Current Part

Tempo Indicator Tempo
O EEATZ30E] ngg?f SONG TEMPt
19ST_OTIL [_cano | 128
PAD BANK] A I assioN | 3
g IR ITER SPHET HBIZ -
—h MEMS [EES e

4 T T
Current bar

Current Pattern Number
Bar number within the rhythm
pattern currently playing

Press | START.”STOP| to stop playback.
Pressing [START STOP| while hoiding (SHIFT | down will resume playback

where it was stopped.

17



[DLET'S PLAY Y

Start,”/Stop using a
Pedal Switch

Tempao Adjustment

Step 1

Step 2

Step 3

Level Adjustment

Step 1

Step 2

Step 3

By connecting a Pedai Switch to the Start,”Stop Jack on the rear
of the unit, you can start or stop playback with the Pedal Switch.

START,/STOF

© e=—==i[][]

Reland

To adjust the tempo..

Press |TEMPO|.

TEMPO LEVEL

e

fi— i
S L
oy
-

LiM

i

Using { — 1 70OFF][ + 1.ON] or the Numeric Keys, set the tempo (20 to 250
bpm).

Higher values guicken the tempo.

Press | TEMPO | to return to the previous display.

To adjust the level of each Instrument...

Press |LEVEL|.

TEMPO LEVEL LEHEL H[‘I..ET
L_ll_b__l”“"‘ TECESH_CS5= 15
T

Instrument Level

Press the key pad that corresponds to the Instrument whose levei is to be
changed.
Change Pad Banks with [€][>], if necessary.’

Using [ = 1.”OFF]{ + 1.”ON], the VALUE slider, or the Numeric Keys, set the
level (0 to 15).
Higher values increase the voiume (At zero, no sound is produced).




Step 4

Step 5

(JILET'S PLAY !

The level setting procedure can be monitored in the display.

LEVEL | 2 3 4 5 & 7 8 8 101112131418
NET 1 (8006 680886
NET 2 (@808 e e viess
NST 3 |0 |8{8[0 80|06 8eaieeise
NST 2 |@|@iN 8 S eeeeseieieee

You can make INSTZ2 to INST4 show the Instruments set with Display Assign
(see page 42). INST1 shows the last Instrument specified in Step Writing.

To continue, and set the level of the other Instruments, repeat steps 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 at
the factory) rhythm Patterns.

a. Playing Preset Patterns

20

Step 1

Step 2

Step 3

Step 4

The R-8MK It contains 32 different preprogrammed rhythm patterns
{(Preset Pattern Numbers 00 to 31). Any Preset Rhythm Pattern can
be used for writing a song after it copied to a User-Pattern with
the Pattern Copy function (see page 108). Also, the copied pattern
can be edited to make a different rhythm pattern.

Let's play a Preset Rhythm Pattern.

Press |PATTERN | to select the Pattern Mods.

MOBE

o

SONG PATTERN MIDI “égff '\j“fiﬁy TEMPO
| |_... -_“ I INST UTIL CARD. ] 1 : e
PAD BANK ASEIGN ] ~
INST ASSIGN . :b UTILITY ﬁ F L H ; T HeTERF
L] AREAL GFRESET
Menu Display

*|f the Menu Display does not appear, press [EXIT|.

Press 4 {in the Numeric Keys) to select “PRESET.”

Pattern Number The number of bars Pattern Name

(0—-3D l contained in the pattern l
+

Fik {-,EjE‘l-'EI < BEERTI

FLY T=@dr d

!

Time Signature

Using | —170FF || + 1,”ON], the VALUE slider or the Numaric Keys, select the
Preset Number (0 to 31) you wish to play.

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

Move the cursor to the Bar Number with Eand E, then select the bar
number form which to start playing using [~ 1,/0FF]|[+ 1,7ON!, the VALUE
slider or the Numeric Keys.

Press | START./STOP | and the rhythm pattern is played repeatediy.
To start playing from the selected bhar, press |START,”STOP | while holding
SHIFT | down.
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Step 5 Press {START /STOP | to stop playing.

Step 6 To play another Preset Pattern, repeat steps 3 and 4.

Step T Prass {START./STOP| to stop playing.

*To return to the Menu Display, press |EXIT .

b. Playing User Patterns

User Patterns can be edited any time. Up to 200 different User
Patterns can be created. Those 200 User Patterns are stored in two
Banks ; 100 in Bank A and another 100 in Bank B.

Now, let's play a factory set User Pattern (pattern numbers AQC to
A31 are the same as the Preset Patterns).

Stap 1 Press {PATTERN | to select the Pattern Mode.

s sy

MODE MODE 1 PATTEAN TEMPO
SONG PATTERN MIDH EDIT M et o
INST UTIL I caro 1 1 K
H_ _“ e | EAD BANK | & [T ASSIGN | e
INST ASSIGN cb ) UTILITY BELEY H=TEF
(T EREAL BFRE=ET
Menu Display

*If the Menu Display does not appear, press EXIT|.

Step 2 Press 1 (in the Numeric Keys) to select “PLAY.”

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

Pattamn Bank Indicated when data exists in the pattern
(A B) ¢ Pattern Name
FTHEGG-814C2BEATL
FLY T=@4- 4 FEEL=#
'y

Time Signature

Step 3 To change Pattern Banks, press |PTN BANK/{.

Step 4 Using { — 1,”OFF ||+ 1,/ON], the VALUE slider or the Numeric Keys, seiect the
Pattern Number {00 to 99) vyou wish to play.
If you select a rhythm pattern made of more than one bar, you can start
playing from the middle of the rhythm pattern.
Move the cursor to the Bar Number with E and [], then select the bar
number from which to start playing using [~ 1/0FF][+1./0N], the VALUE
stider or the Numeric Keys.

21
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Step 5 Press | START./STOP! and the rhythm pattern is played repeatedly.
To start playing from the selected bar, press |START,/STOP | while holding
SHIFT | down.

Step 6 To play another User Pattern, repeat step 3.
The selected Patterm Number is shown in the display and played after the
current Pattern.

Rhythm Pattern to be played next

FTHEIGE " G1d: ++F | HEBE -
FILLY T=8d.- 4 FEE] =%

Step 7 Press |START./STOP| to stop playing.

¥To return to the Menu Display, press [EXIT|.

c. Feel Patch Assignment

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

Step 1 Select a Preset Pattern (from the following) to which you wish to assign a
Feel Patch:
Preset Pattern Number Type of the Rhythm Pattern
00. M 8 beat tvpe
04, 05 16 beat type
10, 11, 20 Triplet type
Step 2 While holding | SHIFT | down, press Key pad 13 to enter the copying mode.
Preset Pattern selected in Step 1
ERASE 13 KICK ¥
o [FTH COFY fFRE @8-
EHRE B1099) >rFTHs®ss
SHIFT b COPY 1‘
b Destination Rhythm Pattern
Step 3 Select the destination rhythm Pattern Number (User Pattern 00 — 99}, then
press |ENTER|.
Pressing |ENTER | will copy the source pattern tc the selected destination
pattern.
* Some demonstration rhythm patterns are preprogrammed in the User Patterns at
the factory. If you wish to retain these preprogrammed patterns, select a Pattern
Number which contains no data.
Step 4 Press |EXIT| to return to the Menu Display.

22



Step 5

Step 6

Step 7

Step B

Step 9

{JLET'S PLAY !

Now, assign a preprogrammed Feel Patch to the copied User Pattern.

Press Numeric Key 1, then select the copied User Pattern.

Pattern Bank {A, B)
Pattaen Number (0 — 99)

ana]

L

EEPE
Hd 4 FEEL=#
t

Feel Patch Setting (0—7)

Press |START,STOP | to listen to the rhythm pattern before assigning a Feel
Patch. Press | START,STOP | to stop playing.

MG
woT

R

Lo

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

Select a Feel Patch that matches the rhythm pattern {as shown in the table
below.) :

~

Preset Pattern Number Feel Patch Number
e, O 0.1
04, 05 2—4
10. 11, 20 5-7

#To retrieve a rhythm pattern to which a Feel Patch has not yet been assigned,
lower the VALUE slider to minimum, then set the Feel Patch value to “%.

Press |START./STOP| to start playing.

A realistic performance is obtained because of the Feel Patch.
Next, play the same rhythm pattern with a different Feel Patch.

Stop playing, then follow the procedure in step 7 to play the rhythm pattern
with a diffarent Feel Patch.
The rhythm will sound different from that in Step 8.

You can see that Feel Patches work to create natural and realistic
rhythm performances and that the same rhythm pattern will sound
drastically different when using different Feel Patches.

There are many more ways to use Feel Patches.

23
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(2) BEFORE

WRITING RHYTHM DATA

1. Procedures for Rhythm Programming

a. Three Procedures

Instrument Setting

Pattern Write

Song Write

24

To create original rhythm data, use one of the following three
procedures.

@The R-8MK il contains 200 different Instruments. It may be a
good idea to assign the |nstruments 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 existing 200 Instruments,
26 additional Instruments can be created using the Copy
Instrument function.

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

@Pattern Write creates rhythm patterns which will later be combined
into songs.

@®Up to 200 rhythm patterns can be stored in the unit. Each rhythm
pattern can have up to 99 bars.

@®There are two methods for programming a rhythm pattern; Step
Writing, in which entire rhythm patterns are programmed one step
at a time, and Real-time Writing, in which rhythms are
programmed by actually playing the key pads.

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

@®You can create songs for use in performance by combining
rhythm patterns you have programmed.

@®in a Song, a repeat mark, tempo and level change data, each of
which is called a Part, can be appended (added) to each rhythm

pattern.

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

@For fast song programming, use Delete, Insert and Copy functions.
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b. Rhythm Programming

[Course 1]

The R-8MK |l features a great many functions, some of which may
be unfamiliar to vou. Some of you might fesel lost and know not
where to begin !

The following “courses” are for rhythm pattern and song writing.
Follow any course you like. To master the basic procedures of the
R-8MK i, study all three courses.

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

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

this owner's manual are useful for finding instructions for
the R-8MK il's functions.

Making a song using only the Preset or preprogrammed rhythm
patterns.

[ 32 Preset Patterns ]

@ Copy Presat Patterns

Presat Patterns cannot be used
unless thay are first copied.
Copy the Preset Patterns you
wish to use to the User
Patterns. (see page 108)

v

200 User-programmed patterns

v

@ Write a song

Arrange the rhythm patterns to
make a song as explained on
page 113 "Song Write”

25
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[Course 2]

26

Making a song using the Preset Patterns and vyour original rhythrm

patterns,

32 Preset Patterns

v

@ Copy Preset Patterns

®Make your own rhythm patterns

Preset Patterns cannot be used
unless they are first copied.
Copy the Preset Patterns you
wish to use to the User
Patterns. (see page 108)

Make originat rhythm patterns
by modifying the existing

rhythm patterns or by rewriting
them as explained in  “Pattern
Writing {Basic)." (see page 54)

200 User-programmed patierns

@ Write a song

Arrange the rhythm patterns to
make a song as explained on
page 113 “Song Write”
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[Course 3]
—> Procedure

sl Edliting procedure

Making a song using the Human Feel functions or Edit Functions.

@ Set Performance parameters

To write “tone change” data
into a rhythm pattern, set the
Performance parameters

(see page 73) beforehand.

!

®Make vour own rhythm patterns

32 Preset Patterns

@ Copy Presat Patterns

@ Edit Sequence Parameters

Preset Patterns cannot be used
unless they are first copied.
Copy the Preset Patterns you
wish to use to the User Patterns.
{see page 108)

Make original rhythm patterns by
modifying the existing rhythm
patterns or by rewriting them as
explained in  "Pattern Writing
{(Basic)." (see page 54)

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

(see page 96)

@ Edit the Timing

~
e

\

200 Userprogrammed pattermns

100)

Carefuly modify the timing of the
sounds in a rhythm pattern.
Editing the Timing.(see page

@ Write a song

/
.

@ Setting the Feel Patch

Add regular or random changes
to the sound to make the
performance more realistic,
Feel Patch (see page 85)

make a song as explained on
page 113 "Song Writa."

Arrange the rhythm patterns to

27
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2. The R-8MK I1's Nine Modes

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

Main Mode
Song Mode

Pattern Mode

MIDI Mode

Instrument Assign Mode

Card Mode

Utility Mede

Edit Mode
Sound Edit Mode

Feel Edit Mode

i
1
t
t
I
I
I
Performance Edit Mode :
1
|
|
1
|
t

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

28



Main Mode

Edit Mode
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®5ong Mode
This mode is for playing, writing and editing Songs.

@Pattern Mode
This mode is for playing, writing and editing rhythm patterns.

OMIDI Mode

Select this mode to set MID| parameters when using an external MIDI sound
module or using the R-8MK Il as a MIDI sound module.

@®Instrument Assign Mode
This mode is used for assigning an instrument to each key pad or
specifying instruments to be indicated in the Graphic display.

®Card Mode

This mode allows you to save data in the internal memory onto a memory
card (RAM) or load data from an optional sound ROM card.

@Utility Mode
This mode allows you to check the remaining memory capacity or erass ail
song or rhythm pattern data.

@®S5ound Edit Mode
This mode is for setting how sach Instrument is to be plaved, by editing
the Pitch, Nuance, Sense Curve, Assign Type, Decay and Qutput Assign
parameters.

@Performance Edit Mode
This mode ailows you to set how the Instrument sounds for sach key pad,
by editing the Pitch, Decay, Nuance and Pan parameters.

@Feel Edit Mode
This mode is for setting a Feel Patch.

29
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3. Basic Procedures

Proceed with the R-8MK iI's basic operations in the foliowing order,
ft is very important to understand this before actually moving into
each operation section.

I Mode Selection ]‘
A 4
| Function Setection <
y
Parameter Selection l
hJ
Paramater Setting “"
1) Mode Selection Select the appropriate Mode.
MODE Selected Main Mode is displayed
SONG PATTERN MIEN PR, S .
I “ ” l MODE __:f SONG L iEmPO
ade [ EDIT i ARRRRRERRRRRR R —
INST ASSIGN  CARD UTILITY |LINST LTI L..catc | 12
I ” ” I PAD BANK | A | assigN |
EDIT Selected Edit Mode is displayed
SOUNC PERFORM FEEL Y CT % __________________________ e
l H ” ]_’ EoiT | sounD o
| INST_UTh F----==---=-==--- 1---carp--f---------- "1 S
FAD BANK | & | assign T - -
b When the Song Mode is selected

MODE | song |

z EDIT ] ]

When the Edit Mode is selected in Song Mode

MoDE | sONG |

ts_—m_'r' sounp |

@Use the appropriate MODE button ([SONG | [PATTERN]|, [MIDI], [UTILITY]!

[CARD| or [INST ASSIGN]}), to select a Main Mode (without a rhythm
playing).

@Use the appropriate Edit button ([SOUND |, {PERFORM| or [FEEL]), to select

an Edit Mode. To return to the Main Meode, prass the same EDIT button or
any MODE button.

2) Function Selection Select the function you want.

@The Menu Display appears upon selecting a mode.

Menu Display of the Song Mode

g LAY BWREITE

30
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*When a Menu Display does not appear, press [EXIT|. if a Main Mode is sefected,
pressing the same button will also select a Menu Display.

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

is shown in the right lower corner of the display. and you can shift the

menu displays using | PAGE |.

PIVOANC | MULTL | seore o

TR | B no .. !
CURSCR

S, TR <R
b o !|: b :l L !

EE F' :“ T |:H gi-.-l E E...E' o Displayed when another Menu
BFITOH DECHY { |1 page follows.

HHIUAMCE HLOFY . *,Displayed on the fast Menu
HCLEAR { +{} page.

@®Using the Numeric Keys, select the number shown at the left of the function
name to change to the function setting display.

7 3TU 8 VWX 39 Y/

4 JKL S MNO 5 POR

| | I | -y
t ABC 2 DEF 3 GHI

EXIT O  *.5PACE ENTER

*You can select functions on other pages of the menu (those not currently shown).

@®To select anothar function that belongs to the same Mode, press [EXIT| to
return to a Menu display.

31
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@The Sang Mode and Pattern Mode contain functions (Shift Functions) which
are not shown in the Menu Display. Shift functions are written under each
key pad. To use a Shift function, with the unit stopped, tap the relevant key

pad while holding [ SHIFT | down.

1 CRASHI

SoNG ChAN  a————3hift 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

PAD BANK Buttons\

PAGE Button |

O] C]L]
000

7 SN W | §
\ SELECT Button T
o A

|
CURSOR (« " ») Buttons Key Pads

PTN BANK Button ..

gzagml D00

@ [PAGE Some Functions have more than one page of displays. When a function has
more than one page, “—" is shown in the lower right corner of the display,

and you can shift pages using |PAGE].

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

(Cursor Buttons) cursor (underline) to the value of the relevant parameter using [«]or [p].

@ |SELECT When “$" is shown to the left of a parameter, pressing [SELECT | will change
parameters.

® FPAD BANK / Use these for selecting an Instrument or writing rhythm patterns.
Key Pad

@ [PTN BANK Use this for selecting Pattern Bank A or B,

32



4) Parameter Setting

VALUE Slider

LLDEFUERE WHITING rmT 10M UALA

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

- ™

h 4

7 [/

=== —— oot

Numeric Keys

® -1 /0OFF|[+1,/0ON]

@ VALUE Slider

@ Numeric Keys

===, === 00000

=== ::T o o [

=1.70FF /1 170N

Use these buttons to make precise changes in wvalue,

+ 1,0N| increases values, while | -~ 1,/0FF | decreases them.
While holding {+ 1,ON] ([~ 1.70FF]) down, press [-1,0FF| (| +1/0ON|)
to quicken the wvalue changes.

Use this to change values drastically.

Use these to enter numbers and letters: or to set beat or Quantize values.
To enter a one or two digit number, enter a “0" first,

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

To set a beat or Quantize value, the following values can be entered using
Numeric Keys 1 to 8.

7 57U B YWX & YZ,/
| 1732 || 148 |lnox crem)

4 JKL. 5 MNO 8 POR
| 112 | 118 || 124 |
1 ABC 2 DEF 3 GHI
I 2Nz

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

entered with the Numeric Keys.

33
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34

Indications shown in the display have the following meanings :

Mode

Display

Description

Function Selecting
Parameter Selecting

“r
-

l.ower right corner or

upper right corner

The display changes with [ PAGE .
— shift to the next display.
< shift {0 the first display.

Parameter Selecting

$ Parameter Name

Pressing | SELECT | changes the parameters.

Parameter Setting

¥ Valug

The value cannot be entered with the Numeric keys.

ok ke

The value is not set or cannot be set.

Instrument Selecting

¢ Instrument Name

This mode allows you to select an Instrumernt :
Specify the Instrument with a Key Pad.

Another way to select an instrument is by pressing
[=T70FF] and [+ 1,70N] while hoiding [SHIFT] down.
(This allows you to select an Instrument that has not
been assigned to any Key Pad.)

Rhythm Pattarn Dispiay

FTHOO-OO Pattern Number and the number of bars.
FTHOO™OO Pattern Number and the current bar.
FTHOO-0O0 :ittgx;r;vN:r:zirg;nd the bar number that can be written
F'T HOO""OOQ Data is written into the Pattern Number currently shown.
F T HOO=0QO% | No data exists in the Pattern Number currently shown.

Sang Writing

No data is written in the selected Part.
Or the data currently shown in the display is not vet
written into the Part.




INSTRUMENT SETTINGS

(U Instrument  Assignment---c-csoeeerermreresinnn P.36
[2) Setting Sound Parameterg:------rereereremeinnnne P.43
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INSTRUMENT ASSIGNMENT

This section explains about Instrument Assignment to each key pad,
how to use a ROM card and how to set the Instrument to be
shown in the Graphic Display.

1. Assigning Instruments

To each key pad you can assign one of the 200 internal
Instruments, 26 [nstruments from a Sound ROM card or 26 Copy
instruments (see page B50).

R-BMK ti's
Internal Memory . | Bank E
Instrument
T ! Bank D
= Bank C
Bank B

Copy Instrument Bank A~
| \
1] \K%Eé} [::] 1
— —1 —
Sound ROM Card E/‘:LD’E
o]0} ; Al / m {::l Ej
4

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

*Even after you have edited the original Instrument assignment {preset at the
factory), it can be restored at any time with the Instrument Assign Initialize

procedure {see page 144).

Step 1 Prass |INST ASSIGN| to selact the Instrument Assign Mode.

MODE
l SONG ” FATTERN ” MID! ‘ ﬂ I i-.i = T E] [_I :{ = F' L E:i i
INST ASSIGN CARD UTILITY > E} I l"i-i T h

Lb_ll | |

k{f the Menu Display is not shown, press .

36



Step 2

Step 3

Step 4

Step &

Step 6

Step 7

(HNSTRUMENT ASSIGNMENT

Press Numeric Key 1 to select “INST.

[HET RSZigH
H-E] rex@El s CREH D9
i f

Pad Bank Instrument Name
(A-B Instrument Group,~Number
Key Pad Number @01 -E01  :Instrument in the internal memory
1-16) Mol -M26 : Copy Instrument
@01 -[A26 :instruments on a Sound ROM Card

*If you select “INST” when Temporary Assign is ON, it will automaticaily be turned
OFF.

#1if the key pads are set to Multi Assign {see page 7T), the display will respond
as shown below, Select the Instrument Assign mode by pressing .
THET ASS1GH

FLLT > =22 050501 +

Select a Pad Bank with .

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

Specify the Instrument Group with the VALUE slider and specify the Instrument

Number with [ —1,”OFF] and [ + 1,7ON].

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

*1f you have assigned an Instrument from a ROM card without inserting the relevant
card, " *[E] 01: CARDO1 %" s displayed.

To continue and edit the other Banks, repeat steps 3 to 5.
Press |EXIT| to return to the Menu Display.
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How to use a Rest

Procedure

< Ex.>

Brush Roll
Performance

38

Instrument [§§01 contains no sound data (rest). Using the Rest, you
can create a “choking gate,” or mute effect.

Set the Assign Type (see page 46) of the Rest and the Instrument to the
same EXC number. Then play the Rest (assigned key) right after the
Instrument. In this way, the instrument is muted or cut off.

Choking effect : hitting a crash cymbal then grabbing it with your hand.
Gata Snare : Cutting the snare's reverbaration with a gate.

% The muting effect (using the Rest) can be written into a rhythm pattern. It will
then be executed at the right point.

Crash Cymbal (EXCB)
Laval / Rest (EXCB)

N

I \/

! N\

! ~

] ~
Y

Iy >
\

Time

To use a Brush Roll sound {on an optional Sound ROM card) :

@Sst the Assign Type (see page 46} of the Brush Roll sound to any of the
EXC numbers.
By entering Brush Roll sounds continuously, the sustained sound of the
Brush Rol is muted, and affects Brush Roll performance.

Level Brush Roll (EXC8) Rest (EXC8)

N

/ \/

i

i ~

' ~

\\ .
Time

%By setting the Assign Type of the Brush Roll and the Rest {Instrument [J01)
to the same EXC number, then entering a Rest directly after the last sound, the

last Brush sound will also be muted.

®The Brush Roll sound is a slow rising sound, and therefore can be played
rhythmically by shifting the overall timing forward with “Macro Timing
Shift” {see page 100}, or “Micro Timing Shift” {see page 101).



(DINSTRUMENT ASSIGNMENT

2. How to use a Sound ROM Card

Playing the
Demonstration Songs on
a Sound ROM card

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Using an optional Sound ROM card, you can increase the number
of Instruments available.

Optional Sound ROM cards contain some demonstration songs. To
play these songs, following this procedure :

*Loading demonstration songs into the R-8MK Il's internal memory will erase any

current song and rhythm pattern data.

Insert the ROM card into the ROM Card Slot securely (it should click into
placa),

MEMORY CARD2 {RAM) MEMORY CARD1 (ROM)

[ ]

Press [CARD | to select the Card Moda.

B2LORD FAM HZAUE REH
BFORMAT BLOHD RO

Press Numeric Key 4 to select “LLOAD ROM.”

LORD ROM CHED
BoSOUMD BSOUMDEDEMO

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

LOHD ROM S0UMDELEMO

++ OFs d0o4 suyres 7

% Press if you want to lsave the mode.

Press .

The message “Loading” appears showing that the demonstration songs are
now being lcaded.

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

playback.
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[INSTRUMENT ASSIGNMENT

Before using a ROM  Before using data on a ROM card, you must load the settings (Sound
card Parameters) from the card into the R-B8MKI. If you fail to do so, the

Instruments on the ROM card cannot be used.
If you have loaded settings of a ROM card but wish to use a ROM card of
a different Card Number, vou must load the settings of that new ROM
card, If you fail to do so, the instruments on the new ROM card cannot be
used. This is because Sound Parameters of each [nstrument are handled
differently depending on the ROM card and therefors cannot be played
properly simply by changing ROM cards.

<When using a new ROM card for the first time >

Turn the R-8MK Il off. Insert the ROM card into the ROM Card Slot
and then turn the R-8MK Il on. Doing so wiil automatically load
the new card. .

When loading is completed, "Card Number 1" is displayad.

MODE PATTERN TEMPO
EOiT = —
INST_UTIL [ carc i1 1 AR
PAD BANK | A [ assien | ~~' -
MODE FATTERN TEMPG.
ZoIT —= .
ST _UTHL lcapo |+ 7 1 s
Pap BANK | A | ASSIGN {—-— -

*¥If Card Number 1 is not shown {when the specified ROM card is net connected
or a different ROM card is connected) in the screen, the Instruments on the ROM
card cannot be used.

% The settings of a ROM card are retained even after the unit is switched off.

< When using a different ROM card >
To use a different ROM card, load the settings on the ROM card as shown
below :

Step 1 Insert the ROM card into the ROM Card Slot securely (it should click into
place).

Step 2 Press | CARD| to select the Card Modae,

BLOBD EAM BSRUVE EHEM
EFOREMAT RLOHD EOHM

Step 3 Press Numeric Key 4 to seiect “LOAD ROM.”

LOAD ROM CARD

BoOUMDE BEOUHDEDERMD
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Step 4

Step 5

HINSTRUMENT ASSIGNMENT

Press Numeric Key 1 to select “SOUND."

Name of the ROM card previously loaded

HDEDR=+ &
WHD < KA

Name of the inserted ROM card

R
L

%If the card is not inserted correctly, the display responds with "Card not ready.”
If this happens, remove the card, reinsert it properly, then repeat the procedure.
¥If the inserted ROM card is not the specified one, the display responds with
“Improper card.” If this happens, remove the card, insert the proper card, then

repeat the procedure.
#Press [EXIT | if you want to leave the mode.

Press |ENTER}. ) -

“Completed” appears in the display showing that the loading is finished. When
the loading is complete, the display reads “Card Number 1."

MOOE CARD TEMPO
EDTT - 1 o
INST YTIL [ caro 177 o
PAD BANK | A [ assion -7 -
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(DINSTRUMENT ASSIGNMENT

3. Display Assign

According to the mode currently selected, the Graphic Display shows
the rhythm pattern, level and pan setting of the Ilnstruments you
specified,

STEP 1 2 3 4586 7 8 39 1081213141518
wsT | el (el [ef [ef [@] (e [®] |e Rhythm Pattern
INST 2 L
INST 2 L &
INST 4 | @ .
LEVEL ' 2 3 4 5 6 7 B 9 1613112131415
nsT 1 [ejejeie[e]el{eje]e Level
NST 2 [@i0I0I08 S 88 0 e 0se e (indicated in Level Setting mode}
NST 2 |@leielele
NST 4 [@ieiele|elelojeleisaeinele
PAN L CENTER R
INST ¢ L
INST 2 ai{e Pan . . .
— ol ( indicated while Output Assign (Sound
NST & oo parameter) or Pan (Performance

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| to select the Instrument Assign mode.
Step 2 Press Numeric Key 2 to select “DISPLAY."

DISFLAY BSSIEN

FIMHSTZ=C@CLSD _HZ >

T 4
Instrument
Graphic Display Number (INST2 — 4)

Step 3 Specify INST 2 to 4 shown in the graphic display with |SELECT|.
Step 4 Press the key pad that corresponds to the instrument to be shown.
Step 5 Press [EXIT| to return to the Menu Display.
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SETTING SOUND PARAMETERS

Each Instrument can be edited to suit your taste. Up to 26 edited
versions of Instrument data can be saved as Copy instruments.

The following parameters can be used for Instrument editing.

Dispiay Parameter
PITCH Pitch
DECAY Decay
NUANCE Nuance
QUTPUT Qutput Assign
ASSIGN Assign Type
CURVE Sense Curve

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

using performance parameters (see page 73).

1. Description of Sound Parameters

a. Pitch (— 4800 to + 4800 cents)

SOLHD ERITCEEIDE 35
FFITCH = HERG

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

% Some Instruments will not become higher or lower than a certain pitch.



[Z1SETTING SOUND PARAMETERS

b. Decay (000 to 127)

This parameter sets the decay time of the Instrument. Higher values
make the decay time longer.

Level

1

!

|

|

I .

}4 >: Time
Decay .

An Instrument which can accept Nuance settings (see next page) allows vou
to set two different decay times. Two values are shown in the display. You
can set each of them by moving the cursor with [«(]and [].

@AnN Instrument marked with “%" on page 188, such as kick drum,
snare drum and tom, allow you to set the decay time individually
for the attack sound (higher frequencies:the value shown left) and
the shell resonance (lower frequencies : the value shown right).
Therefore, the snare on a snare drum or muting of a tom-tom can
be controlled.

Level

Lower
Frequencies

Higher Frequencies

.
:

Frequency

@Hi-hat or Ride Cymbals with the “x%" mark (on page 188) allow
you to set the decay times individually for the sound created by
hitting the inner part of the cymbal (the value at the right) and
the outer part of the cymbal (the value at the left).

Striking the bell Striking outer edge

*¥The decay time of some Instruments cannot be set fonger (or shorter) than a
certain value.

¥ Decay time doas not change for reversed type instruments.



¢. Nuance (0 to 15)

LEJQB T TR OWLINES MTAMAIVIC T LMD

= OLH D

FHLUEHME

ELITIMETIGE

E= BS

R

The nuance of an Instrument marked with
table shown on page 188)
parameter.

®For an Instrument with the

“" or "k %" {in the
can be changed using the Nuance

“x" mark, lower frequency sounds will

be increased by raising the value.

®Fcr a Hi-hat or Ride Cymbal with the "% %"

mark, higher vaiues

represent sounds created by striking closer to the center of the

cymbal,

% Instrurments for which Nuance cannot be set will he marked with “—

d. Output Assign

]

(LEFT 1 to 3, CENTER, RIGHT 1 to 3, MULTI 1 to 8)

1

il

LR
i

L
TR

T'EE

™

EL
T

13

EMT

i"T'IIf"!Zi

5

2 A
+

This parameter selects the output jack {Stereo out/Multi cut 1 —
8) for each Instrument. When sterec outputs are being used, one
of the 7 panning levels can be selected.

LEFT1

LEFT2

LEFT3

CENTER

~\I -

RIGHT1 O ol
RIGHT2 | :
, RIGHT3 |\ |

Y
+

When Stereo Cutput is selected, the set pan level is shown in the graphic

dispiay.
PAN L +  CENTER R
INST ! L1
INST 2 LIl
INST 3 e
IN5T 4 ole
LEFTZ2 CENTER RIGHT3

You can make [NST 2 to 4 show the data of any Instrument you like. To
change the Instruments, follow the Display Assign procedure (see page 42).
INST 1 shows the last Instrument specified in Step Writing.
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[RISETTING SOUND PARAMETERS

e. Assign Type (POLY,/MONOEXC 1 to 8)

D EDITOBRGREY K1 2
S lEM=eP Ol Y

T

When more than one Instrument (or the same Instrument is played
repeatedly}, this parameter determines how the Instrument (s) will

sound,
@POLY

This is effective for playing a long decay sound (like a cymbal) repeatedly.
This setting allows the decay of note to overlap.

Lavel

T
P

i I Time

@MONO

H a long decay instrument is played repeatedly, every new note will cutoff

the previous note.

Level

2
o

Not mixed Time

@®EXC 1 to 8

instruments which are set to the same EXC number cannot be played at
the same time. Set two Instruments (such as open and closed hi-hats)
which are not normaily played simultaneously to the same EXC number.

Level EXC1 EXCT EXC3
— >
Not mixed Mixed ) Time
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. Sense Curve (1 to 8)

HH
L

EOUHD ELITIMORY_F1 o
FCURVE =

E £

This parameter selects one of the eight Sense Curves that determine
tone and volume changes caused by tapping the key pads.

Level Level

.

Playing strength (velocity) Playing strength (velocity)
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{ZSETTING SOUND PARAMETERS

2. Editing Procedure

The following explains how to set the Sound parameters for each
Instrument.

*Even after editing Sound parameters, you can ‘“initialize” them (restore the original
factory data). See page 142 “Initializing Sound Parameters.”

Step 1 Press to select the Sound Edit Mode.

MODE PATTERN TEMPD
EOIT SOUND

INST_UTIL [ CamD_ | 1 '
EDIT o [-PAD_BANK [ assioN |

SOUND PERFORM FEEL J EB E ri j_ T g i: i:‘ F: !_l.i

L, | BIMIT

b Menu Display

. 4
H

i

o,
et

*If the Menu display is not shown, press [EXIT|.

Step 2 Press Numeric Key 1 to select “EDIT."

nstrument
SOUMD ELTTOBDRY (k1 o
FRITOH = & S
Sound Parameter Vtalua

Step 3 Tap the key pad that corresponds to the Instrument to be edited.
Switch the Pad Banks with . if necessary.

*¥If you wish to select an Instrument that has not been assigned to any Key Pad,
select it by pressing [~ 1,70FF ] and [+ 1,7ON| while helding [SHIFT | down.
#If you have selected an instrument on a ROM card without inserting the proper

card, " [E CARDO1" s displayed.

Step 4 Select a parameter with | SELECT|.
Pressing |SELECT | calls the parameters (in sequence) as shown below.

e P ARAM A INST e $ PITCH
-~ 1/0FF  SELECT ($) + 1700 S DECAY
”_ _” | $ NUANCE
b s ouTPUT
§ ASSIGN
$ CURVE
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ZISETTING SOUND PARAMETERS

Step 5 Using | — 1/0FFi| + 1,”ON| or the VALUE slider, change values (Manitor the
sound by tapping the key pads).

% |f you select an Instrument that has not been assigned to any Key Pad, no sound
will be heard even by playing the relevant Key Pad. To hear the sound, press
(to obtain the Temporary Assign function). When the Temporary
Assign function is on, the Instrument currently being seiected wiill be played by
pressing any Key Pad. Te return to the previcus condition, press
again.

* Parameters other than Qutput Assign and Assign Type can be set with the Numeric

Keys.
Step 6 To continue and edit other parameters, repeat steps 4 and 5.
Step 7 To continue and edit other instruments, repeat steps 3 to 6,

Step 8 Press |SOUND | to return to tha previous dispiay.
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ZISETTING SOUND PARAMETERS

3. Copy Instrument

The R-8MK Il can store 26 edited Instruments {which are called
Copy Instruments : COPY 01 to 26) in addition to the 200 main
instruments.Copy Instruments are created by copying existing
Instruments, Any Copy Instrument can be edited.

200 Instruments 26 Copy Instrument

— Copy

Registering. a Copy

Instrument
Step 1

Step 2

Step 3

Step 4

50

Use the following procedure to register (store) a Copy Instrument.

Press |SOUND| to select the Sound Edit Mode.

Press Numeric Key 2 to select “COPY.”

SOUHE CORy
L OPYAl#=CRDELH K45+

Source Instrument

Number of Copy Instrument

Using [~ 1”OFF|[+ 1./ON] or the VALUE slider, specify the destination Copy
Instrument number (COPY 01 to 28) where the copied Instrument is to be
registared (stored).

Tap the key pad that corresponds to the Ilnstrument to be copied.
Switch the Pad Banks with [<][3], if necessary.

SOUMD DRy e RE =
HCOFYE L =CBNELH 4

Specified Instrument

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

*To leave this mode, press |EXIT]|.



Step 5

Step 6

Naming a Copy
Instrument

Step 1

Step 2

Step 3

Step 4

Step 5

[ZISETTING SOUND FARAMETERS

Press | ENTER]|.

“Completed” appears in the display showing that the Instrument has been
registered as a Copy Instrument.

Press |EXIT| to return 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 named using up to 7 characters.

With the unit set to the Sound Edit Mode, follow this procedure :

In the Menu display, Press Numeric Key 2 to select “COPY.”

Press | PAGE | to display the function for naming Instruments.

T COFY MAEME
HCOFYE L= CDBELH_Ed e

X
Name of the Copy Instrument

Using [ — 1,”OFF ][ + 1,”ON] or the VALUE siider, specify the Copy Instrument
number (COPY 01 to 26) to be namad.

Move the cursor to the position you wish to change with and rEi, then
change numbars,letters, symbols using [ —1.”OFF | + 10N |, the VALUE siider
or the Numeric Kays.

Pressing a2 Numeric Key also switches the number and letter symbol mode
alternately. Pressing the Numeric Key while holding down will produce
lowercase letters.

Press |EXIT| to return to the Menu Display.
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RHYTHM PATTERN
PROGRAMMING

] Pattern Writing (Basic) «--+sw-seereesreesrcrsuens P54
{2) Pattern Writing (Advanced) -----ssereerrrereeenee P.73
Feel Patoh sorrrrrrre i P85
{4l Rhythm Pattern Editing ------o-oorrmeeersrerecnnenes P.96
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(IPATTERN WRITING (Basic)

1] PATTERN WRITING (Basic)

Real - time Writing

Step Writing

54

Up to 200 different rhythm patterns (each consisting of up to 99
bars) can be programmed in the R-8MK Il.

*The R-8MK II's memory capacity is limited. It may not allow you to pregram 200
rhythm patterns if they consist of many steps and,”or bars.
To check how many more rhythm patterns can be written into memory, use the

Available Memory function (see page 138).
There are two ways of writing patterns :

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

Rhythm patterns are programmed one step at™ time. This method
is helpful for those who are comfortable with at Real-time writing
or want to program rhythms that are difficult to play.

You can use both methods for writing one rhythm pattern. For
instance, you may write a basic rhythm pattern in Step time, then
add some more sounds in Real-time. Or, you may make a rhythm
pattern in Real-time then modify it using Step Writing.



LUEAL FEFIN YWEIEEING (B8SIc)

1. Default Settings for Pattern Writing

Step 1

Step 2

Step 3

Before writing rhythm patterns either in Step time or Real-time,
follow this procedure:

Press |PATTERN | to select the Pattern Mode.

B
A1
.
T

-

[ =
B

q -
[T
L

N NE

ET

*|f the Menu display is not shown, press EXIT |.

To select Real-time writing, press Numeric Key 3, and to select Step writing,
press Numeric Key 2.

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

Reai-time Write Display

Pattern Bank (A, B)

l l Pattern +Name
L T e ——
RTH 1=@d4. 4 G=1-16 >

+
Time signature Quantize

Pattern Number (0 — 99)

The number of bars
comained in the pattern

Step Write Display

Pattern Bank (A, B)

l i Pattern Name
FTHEEE~B & ~— e
STF T=@4. 4 Du+HFH+4

¥

Time signature Entry Method

Using [— 1/OFFj|+ 1 /0ON]|, the VALUE slider or the Numeric Keys, select a
pattern number (00 to 99).

Displayed when data exists in the pattern

¥

-—H14<EEERTS
h% 4 =116 =+

1f you wish to erase the entire rhythm pattern, or a specific Instrument, go
to step 4 and.”or 5. Otherwise, move to Real-time Writing (page 57) or Step
Writing (page 81).
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{IIPATTERN WRITING (Basic)

56

Step 4

Step &

Step 6

Step 7

Step 8

While hoiding | SHIFT | down, tap key pad 14.

Pattern number to be cleared

ERASE 14 SNARE
L[FTH CLERR :FTHMEG >
IMET=0gll IHST:
SHIFT b CLEAR
b Erasing all the Instruments

*If no performance data is written into the selected rhythm pattern, the Measure

/Time setting display appears. Skip step 5 and go to step 6.

Erase unwantad instruments.

@®7To erase all the Instruments, press [ENTER].

When the Measure,/Time setting display appears, you can continue (stap
6).

@®To erase specific Instruments, tap the key pads that correspond to the
Instruments, then press (The names of the specified Instruments are
shown),

When the Patterrt Write display appears, you can move to Step writing (page
61) or Reaktime writing {next pags).

¥To leave the mode, press [EXIT|.

Using | = 1./OFF || + 1ON1, the VALUE slider or the Numeric Keys, set the
number of bars (00 to 99) to be used in the pattern.

FTH FUORMHT <FTHEEE -
T= B4~ 4 BOFE= Al
: 3

Time Signature Bar Number

Set the Time Signature of the rhythm pattern.

Move the cursor to the time signature with E and [_i:] then specify the
timing using [ - 1/0FF [+ 1./ON]. the VALUE slider or the Numeric Keys.
(Variable Range : 1-8/4,1-12/58 1-16,8 1-24,12, 1~-32/18, i —48
24, 1 — B4,732)

Press |ENTER| to raturn to the display of step 2.
Proceed to Step writing (page 61) or Realtime writing (next page).

*¥{f you switch off the unit while creating a pattern, the data you have written

may be erased.



2. Real-time Writing

Quantize

Step 1

Step 2

Follow this procedure after the “Default Settings for Pattern
Writing” procedure (page 59).

%In the Real-time writing mods, you can use the metronome (preset at the
factory), to play in quarter notes while you play. To change the metronome
sattings, sea page 59.

The Quantize function can correct the timing of your rhythm
performance according to the set resolution. If you wish to write
data with no quantization set resolution to HIGH.

Tap Tap Tap
‘ ‘ ¢ Timing of key pad tapping
| | | | |
—{o—t—w 1 T8
% Corrected to the exact timing

< o

SN S S

To change the Quantize setting, perform the following procedure with the unit
set to the Realtime writing mode.

% The Quantize values can also be changed during Realtime writing. In this case, the

edited quantize value is in effect from the next bar.

Move the cursor to the Quantize value with [«(]and D

Quantize value

Specify the Quantize value using [— 1,”OFF][+ 1,/ON|, the VALUE siider or
Numeric Keys 1 to 9.

(The variable range: 174, 176, 1./8, 1./12, 1,/16, 1724, 1,732, 1,748, HIGH
= 1,95 notes)

57
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Real-time Writing

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

58

Now, let's enter Instruments in Real-time.

Press |STARTSTOP| to start playing the rhythm pattern.

Bar currently being entered |jpir ig ready to record in Real-time

O [STARTZSTOP]
M&FTHEBE'E sk aaRED 1
ETH T=@4. 4 Q=118 =

*The metronome plays according to the setting of the metronome (next page).

When you are going to start input from a measure partway through a rhythm
pattern having several measures, Step 1 should be carried out as follows :

(D Using [«(] and [E move the cursor to the measure number position, and
specify the measure using |- 1,”0OFF ||+ 1. 0ON].

@ While holding [SHIFT |, press [START.”STOF| to start play.

Prass [ TEMPQ |, then set the tempo usingi —1,0FF|.~[+1,70ON], the VALUE
slider or the Numeric Keys.

*During tempo setting, you can play a rhythm by tapping the key pads, but the
rthythm pattern is not written into memory. This allows you to practice playing.

Press | TEMPO | to return to the Realtime Writing display.

Tap the key pads in time with the metronome to enter the Instrument sounds
(the sounds will be played rapeatedly).
If necessary, change Pad Banks with .

indicated when a sound is entered

“814{+%EE£ P
B 4 fi=ilsie

II !Zl

HE
T

Press {START./STOP| to stop playing:

Press [EXIT| to return to the Menu Display.



Erasing sounds

Graphic Display

Metronome Settings

JPAT TERN WHITING {Basic)

You can erase some of the sounds you have just entered. While
in the Real-time writing mode and with the pattern playing: Press
and hold while you hold the key pad of the sound you want
to erase. Hold the key pad until your mistake has been erased.

The written rhythm pattern is shown in a graphic display.(Even finer
timing values are shown with 16th notes or triplets.)

STEP ] 23486 7 8 3 10111213141516
iNST 1 [ & - . L . e
INST 2 » L a
INST 3 [ ]
INST 4 @ L L] L

INST 1 shows the last Instrument written with Step Writing.
INST 2 to 4 can freely be assigned the Instrument to be shown.
To assign the Instruments, follow the Display Assign procedure (page 42),

The following parameters are integral to metronome settings.

@Iinterval
This parameter selects the timing of the metronome.

(174, 1/6, 1,78, 1,712, 1./16, 1/24, 1,732)

®Mode

This parameter selects one of the foliowing modes.

EVERY REC  :Metronome is always on (in Realtime writing).

EMPTY REC :Metronome plays when no data is written into the rhythm
pattern and does not play when any sound is writtan.

OFF :Metronome is off.

@Level

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

@0utput
This parameter lets you select the output jack where the metronome is
output {the Sterec outputs or one of the Multi outputs (1 — 8). When the
Stereo output jacks are selected, one of the 7 pan settings (LEFT 1 -3,
CENTER, RIGHT 1—3) can be set.
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[IIPATTERN WRITING (Basic)

To change the Metronome settings, stop the pattern from playing and select
the Pattern mode :

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

EAASE 5 TOM 1
» METEOHOME SET
b FIMTUL = 1 4
SHIFT IME CALCULATE
METRONOME SET

b

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

el PARAM NS T $ INTVL (interval}
~\/CFF  SELECT ($)  +1,/0N $ MODE {Mode)

L b 1 $ LEVEL (Level)

$ QUTPUT (Qutput)

Step 3 Edit the value of the parameter with |- 170FF|.” [+ 170Nl or the VALUE
slider.

The Interval and lLevel can also be set with the Numeric Keys.

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

Step 5 Press [ENTER| to return to the previous dispiay.
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3. Step Writing

The Step Writing mode allows you to write a pattern one step at
a time.

a. Step Writing modes

Step Writing consists of the three displays (modes} shown bslow.
Select the display you need.

Mode Setaction

Basic Mode
PAGE
PAGE 1
Normal £dit Mode ; ’ Scope Edit Mode
SCOPE
Functions of the Modes O :ves, X :no
Mode Display Edit Mode
Basic Mode
Function Normal Edit Mode Scope Edit Mode
Rhythm Pattern selection O x X
Entry Method selection O x x
Step Write
ln Step unit O ] O
In Scope Step unit X b O
Sequence Parameter Editing
In Step unit x O )
in Scope Step unit X X O
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MIPATTERN WRITING (Basic)

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

Pattern Number

Pattern Bank The number of bars contained in the pattern
¥
E T _1_ I - R et 71— Pattern Name
STR T=gds 4 D=wpREidss

Entry Method

1)Selecting a rhythm This selects the rhythm pattern where you want to write data.
pattern

2)Changing bars for In Step writing, the steps are specified using the 18 key pads.
writing steps When the total number of steps is more than 18 (that is, the

rhythm pattern is made of more than one bar), you need to change
the number of bars for making a rhythm pattern.

3)Setting the length of Depending on the rhythm pattern to be programmed, you can select
a step and the either of the two step entry modes.
graphic display
*The step entry modes cannot ba changed while you are programming patterns.

®Norma! Entry (NRM)
This mode may be selected for making 8 or 16 beat rhythm patterns. In
the normal entry mode, one step is one 168th note (Quantize Q=116 in
the Real-time writing mode).

J J J J

STEP t 2 3 4 5 86 7 8 910111213141518

®Triplet Entry (TRD
This mode may be selected for making triplet type rhythm patterns. In the
Triptet entry mode, one step is a triplet (Quantize Q= 1,12 in the Realtime
writing mode).

3

“ 3

’ I i s
R B B
STEP 1 4 7 8 9 101112

z 3 56
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HPATTERN WRITING (Hasic)

4) Basic Step Writing The steps are entered using the

16 key pads. Each key pad
corresponds to one of the 16 steps in a one bar pattern

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

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

Normal Editing Mode

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

Bar currentry selected

Instrument
v
FTMEIL A 14 (BCRY_F1
ETF‘ |~:|1 [:“"' | L_...""‘.. :i::-i-::-;-: -+
T
Step Number Sequence F’ararr\xlos?t]grE

Sound Data in the step

1) Step Write

Just like in the Basic mode, the steps are entered using the 16 key
pads ; each key pad corresponding to one of the 16 steps

2} Editing Sequence

For each step you have written, sequence parameters (see page 96)
Parameters .

can be set. The Normal Editing mode allows editing of the sequence
parameaters in single step units.
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Scope Editing NMode

1)Step Writing in each
Scope Step

2)Editing Sequence
Parameters in Scope
Step units

64

To select the Scope Editing mode, press [SCOPE| in the Normal
Editing mode.

Scope Step Number
Step Number l instrument

2TF 811 JORRIMSHT LS
[#——@——] £l = B3I5 «

s

X
Rhythm Pattern in the step Vaiue
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 Real-time writing mode) for specifying
steps (Scope steps).

Specify the step which you wish to write using a Scope step, then
sot the Scope step. The number of scope steps which can be
specified vary depending on the satting of the entry mode (6 in
Normal Entry, and 8 in Triplet Entry).

Normal Entry Triplet Emtry

For each step you have written, sequence parameters (that affect
the Tone of Instruments) can be set. The Scope FEditing mode
allows you to edit the sequence parameters in single Scope step
units.
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b. Basic Step Writing

Step 1

Step 2

Step 3

Step 4

Step 5

The following explains Step Writing in the Basic mode.

To write a rhythm pattern made of more than one bar, specify the number
of bars to be written. Move the cursor to the bar number with [ ] and [»],
then using |- 1./OFF||+ 10N}, the Numeric Keys or the VALUE slider, sat
tha bar number.

Bar Number to be written

P s B R Lok

Entry Msthod

Select the length of a step. Move the cursor to the value of “D” with
and E]. then using [— 1/0FF}| + 170N or the VALUE slider, select Normal
Entry (16th note) or Triplet Entry (triplet).

Tap the key pad which c'orresponds to the Instrument to be entered {without
the rhythm playing).
If necessary, change Pad Banks with [<][>].

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

The bar number currentry being written

Q {(START/STGF)

y
FTHBI G- B+ ++REC |15
. PSR T=@d.s 4 D=sHRMH®

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

That is, key pad 1 corresponds to step 1, key pad 2 corresponds to step 2 and

50 on.
Set the steps with key pads 1 to 16. {The entered sound will be played
rapeatedly.)

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

#To cancel a step you have written, simply tap the same key pad again.
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A step which contains a sound is indicated with a2 “@.”

INST 2 to 4 show the steps of the Instruments assigned in Display Assign
(ses page 42).

. J J J

STEP 12 34 5 6 7 8 9 1041213141518

NST 1 |@ L]
INST 2
INST 3
INST 4

Step 6 To anter other Instruments, stop playing, and repeat steps 3 to 5.

Step 7 To write a rhythm pattern made of more than one bar, repeat steps 1 to 6

as many times as necessary.
*

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

g6
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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 aiso allows you to edit Sequence parametars (see page 96).

The basic Step writing procedure in the Normal Edit mode is the
same as in the Basic mode (see the previous section). In the Normal
Edit mode, however, you can set all the steps for a rhythm pattern

which has more than 16 steps {Ex. 54 time) :

Press i PAGE | in the Basic mode to select the Normal Edit Mode.

Bar Instrument

v
TAS > FTHELA-81+ BRIMZHTL
L, L ™=Tp B1 [-1£0L= ### =

b =

—_—ee. CURSOR e
<

Step Number

When a bar contains more than 17 steps (13 staps in the Triplet Entry), the
“»" mark appears to the right of step number 16.

-.
STEP :23455?3910111213141518:)}
INST | @ e L L4 L4 [ .
INST 2 L [ ] *
INST 3 L)
INST 4 | - [ [

Press [«] and [p>] to move between the step numbers. Pressing [B>| ([«])
while holding [«] ([P]) down will quicken the change.

When the step numbers exceed 18 (12 in Triplet Entry), the key pads and
the step number assignments change { the “«" mark appears to the left
of step number 1).

; Key Pads and Step Numbers

J J J J J

STEP t 2 345 6 7T B S1WDITIZI3143516 M STEP 41 2 3 4

[s]le]{z](e] -
[e][ra}[rr]72] L0
L]
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* When creating a rhythm pattern consisting of more than one bar, pressing E

will advance the step numbers and then move to the next bar.

Step 3 Using the same procedure as in the Basic mode, set the steps with the key

pads.

% The number shown to the lower right in the display is the value of the sequence

parameter (see page 96).

&8



Scope Edit Mode

Step 1

Step 2

Step 3

Step 4

Step 5

[PATTERN WRITING (Basic)

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

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

Press iSCOPE; in the Normal Edit mode to change to the Scope Edit mode.

Step Number
l Scope Step number

emami un o scre  [ETE @S- i 4 CBRIASHTL
“ “__b__l*[ wwwwww ] FLH = Rk

Rhythrm Pattern in the step

Press the key pad that corresponds to the Instrument to be entered (without
the rhythm piaying).

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

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

assignments.

Set the number of steps to be entered in Scope step with [«] and [»].
Prassing [=] {(or [€]) while holding [«] (or [»]) will quicken the change of
step numbers.

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

correspondence bhatween the Key pads and Scope Step numbers.

Set the Scope step number with key pads 1 to 6 (1 to 8 in Triplet entry).
The strength {velocity) of playing the key pads is entered at the same time.

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

STF 851 JOMREIMSHTL 2

[ —— ] F = 1.;'1'-__-1[-3 =
T

Selected Scope Steps

I vh

*Te cancel a step you have selected, simply tap the same key pad again.
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Step 6 To set the other step numbers, repeat steps 4 and 5.

Step 7 To enter another Instrument, stop playing and select the next Instrument using
the appropriate key pad.

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

returns to the Basic mode.

To check the Scope step status, select the Normal Edit mode. The
display will respond as shown bslow :

Symbol Scope Ste:? Number
setting
- [ ______ 3 No sound is entered in the step number currently
shown in the display.
i [ e o e o 1 | An Instrument is entered in Scope Step number 1,
[l i ] .
i [ e — e ] Instruments are entered in Scope Step number 1 and
other Scope Step numbers.
etc.
F [F-———— 7 | A Flam sound is entered in Scope Step number 1,
[F"""""’@""""] A Flam sound is entered in Scope Step number 1
E [F~——~F 7] |and sounds are entered in the other Scope Step
etc. numbers,
[———@——] .
e [ - ;—_— —— ] Instruments are entered in the Scope Step numbers,
" but differently from the above settings.
ete,

¥For a detailed explanation of Flam entry (see page 82).
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d. Examples for Step Writing

Step 1

Step 2

Step 3

Step 4

Step 5

Enter the following score using the Step Writing method.

Hi~hat ABCD Tom

B A e A e A )

T

ST T

Kick

The score may be modified as shown below :

STEP 1 2 3 468 6 7 8 8101112131415 ‘5.
Hihat & *{0is LIL AL L 3L ] &
Tom |
Snare L .
Kick ® L] AL hd

Erase all the unneeded data in the rhythm pattern and set the bar number
to 1 and timing to 4,74 (See page 55).

This rhythm pattern has 16 beats, so select Normal Entry in the Basic mode.

FTHBIE D ~ 0] ] e e — — e e P
STF T=8d. 4 D=#pRMs

Normal Entry

Enter the kick drum.

. In the Basic mode {(with the rhythm stopped), press the key pad for the kick

drum (key pad 13 in Pad Bank A).

Press |START,”STOP | to start plaving.

Tap the key pads that correspond to the step numbers you wish enter (step
numbers 1, 4, 5, 9, 10 and 13).

*Be careful about accents, since the unit also records how hard you hit the pads.

T1
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Step

Step

Step

Stap

Stap

Step

Step

10

1"

12

Eriter the snare drum.
Stop the rhythm playback. Then press the key pad for the snare drum (key
pad 14 in Pad Bank A).

Press [ STARTSTOP| to start playing, then tap key pads 5 and 13.

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

Enter the tom.
Stop the rhythm playback. Then press the key pad for the tom (key pad &
in Pad Band A).

The tom uses 32nd notes, and thersfore you cannot enter, steps B or D in
the score., Use Scope editing to enter step numbers 15 and 16.

Prass |PAGE |, then 1SCOPE| to selact the Scope Edit mode.

PTN BANK MULT! SCOPE

[ | I,
U

’-I-

Specify step number 15 using [«(] and [},

Step number 15

STF 15—

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

The Scope step is a 196 note, therefore A and B in the score are Scope
step numbers 1 and 4.

=TF 135

-1 4 CHlE

L

FLIL

Step 13

Step 14

72

Selected Scope Steps

Select step number 16 with [p-], then repeat procedure 12.

Stop playback, then prass |EXIT!| to return to the Menu Display.



The tone of an

Nuance and Pan.

Sound parameters and Performance parameters function as shown
below :

Song Play

Pattern Play

Sequence Parameters

M

oad

=00
[
0C
B

ana

Performance Parameters

M

.
Sound
source

Key Pads

BRI TEMEIN ¥ NG WM vaiiwow )

PATTERN WRITING (Advanced)

1. Performance Parameters

Sequence Parameters and
Sound Parameters

Performance Parameters
and Sound Parameters

Instrument assigned to each key pad can be

changed by editing the Performance parametaers ; Pitch, Decay,

Qutput

* "Movemaent of sound data in the Song Play./Pattarn Play.

Sound Parameters

* Movement of sound data when Key pads are tapped.

Sound parameters determine the sound of an Instrument.

®5ound parameters should normally be set hefore writing a rhythm
pattern.

®lf you wish to change the overall sound of an Instrument after
writing a song, you can do so by editing, the Sound parameters.

% Editing Sound parameters will affect the Instruments in all the rhythm patterns.

If you wish to retain the original sound even after it is edited, save it onto a
memory card {See page 148).
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Performance
Parameters

74

Performance parameters set the amount of changs made to the
values of the Sound parameters for each key pad. Tapping a Key
pad will output the combined Sound parameter value and the
performance paramater 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 a song is being played.

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

@®Using the Multi Assign function (see page 77), you can assign the
same Instrument to all 16 key pads and set the Performance
parameters of each key pad to different vaiues, Doing so allows
you to play a Instrument with different Pitches, for example.

To set the Performance parameters of key pads to different values
{1 to 16 sequence), use the Align function (see page 78).

*The sound of each Instrument changes within the variable range of each Sound
parameter. If you have set a value (add Performance parameter's value to Sound
purameter's value) exceeding the range, there will be no more change in the actual
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 parameter can be set in 10 cent steps. Higher values raise the pitch.
* At zero, the same pitch as the Sound parameter's is obtained.

Higher values create longer decay time.

if the Instrument can respond to Nuance changes, the vaiue set here will be

added to each decay (Sound parameter).

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

The sound can be subtly altered with the Nuance function.

% Not all [nstruments feature the Nuance parameter.

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

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

the pan value (sound field positioning).

*The Pan setting of the Performance parameter is given priority. When OFF, the
same pan setting as the Sound parameter's is obtained.

*If the Output Assign (Sound parameter) of an Instrument is set to MULTI OUT
(MULTI's 1 to 8), the pan setting will be ignored.

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

Set the Performance parametars for gach key pad.

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

MODE PATTERN TEMPO
EDT | remroRmANcE
EDIT INST_UTH 1 cann |

SOUND PERFORM FEEL FAD BAMK {  assion |

T, J—__T"jmecit BAL1GH
0 BCLEAR

Menu Dispiay

i.-.l.
o
]

*1f the Menu Display is not shown, press |EXIT|.

Step 2 Press Numeric Key 1 to select “EDIT.

Pad Bank
l Key Pad number

FERFORM EDRIT <H-@l:
FRITCH = HEEE
T
Performance Parameter Value
Step 3 Tap the key pad whose Performance parameters you wish to edit.

If mecessary, change the Pad Banks with .

Step 4 Select the psrameter to be edited with {SELECT|.

e PARAM NS $ PITCH (Pitch)
-1/0FF SELECT (%) + 1,,ON 5 DECAY (Decay)
L________“__ ._“_____} $ NUANCE (Nuance}

b % PAN (Pan)

Step 5 Using | = 1 0FF || + 1,”ON | or the VALUE slider, change the values (Parameters
other than Pan can be set with the Numeric Keys).
Tap the key pads to listen to the sound.

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

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

Step 8 Press |PERFORM | to return to the previous display.
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c. Using the Multi Assign Function

Instrument Selection

Step 1

Step 2

Step 3

Step 4

Step 5

Pad Bank
(A-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 Banks.

“Use this function together with the Align function {that

automatically sets the Performance parameters of the Key pads 1o
certain vaiues in sequence). Using this function, you can piay a Hi-
hat that has continuously changing decays, or play a “melodic tom”
with different pitches (in semitone steps).

Select the Instrument you want to assign to all 16 key pads.

Press |INST ASSIGN| to select the Instrument Assign mode.

MODE
SONG PATTERN MID!

| I I JLBIHE
BIH

BOIZFLAY

INST ASSIGN CARD uTiuTY

L_b_ll -l

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

Press Numeric Key 1 to select “INST.

H

M
{10

3

1
E

H'll
= |

s LRSH DS

instrument Name

!
.11-—|

instrument Group./Number

Key Pad Number [301 ~[01 :Instrument in the internal memory
{1-16) o1 —@M26 : Copy Instrument

@01 -[E26 : Instruments on a Sound ROM Card

Press | MULTI| to select the Multi Assign mode.
In'dicated in the Multi Assign Mode

MODE ASEIGN TEMPO
PTN _BANK MULTI SCOPE EDIT

L, I s !
- By many. o - ;
b IH’:T_H:::I;H o
SHLT > =+@81: FHEBRS S
% Pressing repeatedly alternates between the Instrument Assign and Muiti
Assign modes.

i

CARD | —= -~ 1_
ASSIGN | « MULTE ;| °

[

Spacify the Instrument Group with the VALUE slider and specify the Instrument
Number with [~ 1/ 0OFF| and [+ 1,70ON1. '

Press |EXIT | to return to the Menu Dispiay.
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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 18 in the
sequence as shown below.
Pitch becav Nuance
~ 800} |~ 700} |~ 6007 | - 500 -3 -33[|-30¢| —27 7 -7 -6 -5
— 4001 |— 3001 {— 200] |~ 100 -24 1] —-21 ~181}1( —15 —4 -3 -2 -1
0 + 1001 |+ 200] |+ 300 - 12 -9 -6 -3 0 +1 +2 +3
+400| |+ B0OO| |+ 600} |+ 700 o) +3 +6 +9 +4 + 8 +6 +7
Step 1 Prass | PERFORM | to select the Performance Edit mode.
Step 2 Press Numeric Key 2 to selact “ALIGN.”
Pad Bank
\ 4
FERFORM ALIGH 4A:
BFITCH HOECHY *
Ne.xt display '
FERFORM HLIGH <8
EIHIIAHCE =
Step 3 Press |MULTI| to select the Multi Assign mode.
* Pressing | MULTE| repeatedly alternates between the Instrument Assign and Multi
Assign modes. Pad Banks cannot be changed in the Multi Assign mode.
#To set the Performance parameters of Pad Banks A to E with the Align function,
select a Pad Bank with [<][>].
Step 4 Seilect the Performance parameter where you wish to use the Align function,
with Numeric Keys 1 - 3.
Selected liarameter
FFEM RLIGH <M> PITCH
*+ Fresz EHTER,
Step 5 Press |ENTER].

78

The display responds with “Are you sure?”.

*To leave the mode, press .



Step 6

Multi Assign
Performance

LLITAT RN YWRLENNG LAuvaliceurs

To continue, press |ENTER].

"Completed” appears, showing that the Align operation is finished.

* Should the total value of the Sound parameter and Performance parameter exceed
the variable range of the Sound parameter, the value will be automaticaily set
within the range.

To play the R-8MK I with the Multi Assign function, press .
to select the Multi Assign mods.

PTN BANK MULTI SCOPE MODE ASSIGN TEMPO
EDIT SOUND e
l H I st L | _camg | ,—7omo- . 1 A
b PAD BANKE a 1 ASSIGN | | MULTI 4 -
T 7

Indicated in the Multi Assign Mode

* Pressing | MULTI | repeatedly alternates between the Instrument Assign and Multi
Assign modas, Pad Banks cannot be changed in the Multi Assian mode.

*if the Multi Assign mode is selected during rhythm pattern writing, the Performance

parameter assigned with the Multi Assign function will be entered as a Sequence
parameter.

79



EIPATTERN WRITING (Advanced}

2. Swing,Flam ~Roll Entry

a. Swing

80

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

* The Swing effect is effective for pattern playing or song piaying, but has no effect
during pattern writing.

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

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

174,178, 1,716 or 1,32 delays the timing of the even numbered muitiple
beats.

Swing Point: 178
178, 1.712 or 1,24 delays the timing of the beats positioned in multiples
of three.

Swing point: 1,712

iplapPrplpp

NS NP AN

3

®3wing Delay
This sets the amount of delay.



Swing Setting

Step 1

Step 2

Step 3

Step 4

Stap 5

Step 6

lalFA L LERIN YWHITING (Advancea)

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, follow this procedurs :

Speacify the Pattern Number where you wish to set the Swing effect.

Tap key pad 6 while holding |SHIFT | down.

ERASE s TOM 2
S WIMGE SET <PTHEGS
FLELHEY = Hs
SHIFT b TIE DiRLAY ) )
SWING SET Swing Delay Value

b

Using [= 1,7OFF|[+ 1,”ON],
Swing Delay value.
Higher values emphasize the feeling. (At zero, no Swing effect is obtained.)

the VALUE slider or the Numeric Keys, set the

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

Point.

Press |SELECT| to select the “POINT” display.

SWIMGE SET <FTHEGS
FOIMT= 1. &
1 }
Swing point Value

Using | —1,7OFF ][+ 10N ], the VALUE slider or Numeric Keys 1 to 7, set the

Swing Point.
(Value: 1,74, 176, 178, 1.712. 1,716, 1724, 1.732)

Prass |ENTER| to return to the previcus display.

81



ZIPATTERN WRITING (Advanced)

b. Flam
A Flam is a performance technique; a drum beat of two strokes
of which the first is a very quick grace note. The Flam effect can
be set for each rhythm pattern.
The Flam effect is determined by the Flam Interval and Flam Ratio.
@Flam Interval
This sets the interval between the two strokes over 32 levels (0 to 31).
grace note
ﬁ J main note
o
Flam Interval
®Flam Ratio
This sets the intensity {velocity) of the first and second strokes.
ﬁ J Flam Ratio:1:2
A
| I
I i
|
Velocity {
I
I
I
Flam Setting Now, let's set the flam value.

With the unit set to a Pattern Mode ("PLAY,” “REAL" or “STEP") and
stopped, follow this procedure :

Step | Specify the Pattarn Number whers you wish to set the Flam effect.

Step 2 Tap key pad T while holding | SHIFT ! down.

EHASE 7 TOM 3
FLAM SET <FPTHEES:
J FlEiHTul= 18
=T f i
Flam interval Value
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Step 3

Using [— 1OFF|[+1,/0ON]|

Ftam Interval vaiue (0 to 31).

Step 4

[ZPATTERN WRITING (Advanced)

, the VALUE slider or the Numeric Keys, set the
{At zero, no Flam is obtained.)

Press |SELECT | to select the “RATIO” display.

FLEM

=ET

< FTHEES

FREATIO=®15 Zw*

Flam Ratio Value

Step 5 Using [— 1,70FF ][+ 1./ON] or the VALUE slider, set the Flam Ratio.

(Value: 1:1,1:2, 1:4,1:8 1:16, 1:32)

Step 6

Press |ENTER | to return to the previous display.

Flam Entry To write the Flam you have set, foillow this procedure :

®In the Real-time Writing mode

While holding |FLAM | down, tap the key pad in the timing for Flam entry
{with the unit plaving the rhythm).

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

O OOoOo
While hoiding | I | l [ ] [_—J ’-_I
down B8 o] (] (] (][]
o
b

@®In the Step Writing mode
With the rhythm playing, hold down and press the key pad that
corresponds to the step {or Scope step) where the Flam is to be entered,
In the Normal Edit”Scope Edit mode, you can check the Flam entry status.

Normal Edit Mode

F T HE -
STHF Bl

H I.l
e

!
-

L
)
rerbe

F
WL

F is shown at the step where a Flam s set

1o I

L

A i

Scope Edit Mode

STF 811 JCRFATL.ES
LF 1 #UL= 1E

F is shown at the Scope step where a Flam is set

R
K

-

i

e
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c. Rall
Roll Setting
Step 1
Step 2
Step 3
Roll Entry
Procedure :
While holding

e e O O O O

84

A roll is a performance technique ; a serigs of rapid drum strokes.
Set the Roll interval (the time between strokes).
With the unit set to a Pattern mode and stopped, follow this procedurs :

Tap key pad 8 while holding | SHIFT | down.

ERASE :] TOM 4

LT

2

]
ek e

il

=
~i T
bt ]

H
1
s

SHIFT t)

ROLL SET

b

Using [ —1,70FF ][ +1,70N]|, the VALUE slider or Numeric Keys 1 to 9, set the
value of the intervai.
(Value:1.74, 1,76, 1,/8, 112, 1,718, 1,724, 1,732, 1,748, HIGH (1,786 notes))

Vaiug

Press |[ENTER | to return to the previous display.

To write the Roll you have set, with the unit set to the Real-time
Writing mode, follow this procedure :

*When writing 2 Roll inte a Rhythrm pattern, the Quantize setting will determine

the resolution of the Roll ; match the two settings.

While holding { ROLL | down, keep pressing the ralevant key pad.

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

.

Roll Interval: 1,716

Release

\

L]
L

|
|
b

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

L]
1]

I

*In the Step Writing mode, the Roll effect cannot be entered.

* The Roll effect can be performed in a mode other than Pattern Write. Even when
the rhythm is not playing, the Roll rate can be changed with the tempo.

¥ When writing a Roll intc a Rhythm pattern, the Quantize setting will determine
the resolution of the Roll Match the two settings.



{JIFEEL. PATCH

FEEL PATCH

Feel

Patch Structure

When people express themselves rhythmically, unlike programmable
rhythm machines, they use natural dynamics and accantuation. Even
when they intend to play in exactly the same manner, the strength
or playing positions will vary slightly (random change). This means
that the sounds wiill not be parfectly consistent.

The R-8MK Hl 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 a rhythm
pattern, you can create subtle sound changes, creating a more
"Human Feel.”

A Feel Patch consists of two elements ; Groove and Random
Factor. By combining these two elements, Sequence parameters
(Velocity, Pitch, Nuance and Decay) can be changed.

Feal Patch

I Groove I | Random Factor ]

®Groove
The Groove is associated with regular changes of accent and tone.
This element, therefore, can recreate the accent changes which a drummer
purposely creates.

Groove Groove

[T L:Li«t
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The Groove sets the timing for the changes and relative values of some
Sequence parameaters.

By assigning the Groova settings to existing rhythm patterns, the relative
values are added to the same sounds (sequence parameters of the specified
instruments) as the timing set in the Groove, changing the sounds in a
certain cycle.

Groove setting

g +20 0 +20

————— o —

Sequence Parameter values of the rhythm

. pattern
1_.4.5*4....._{

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

Sequence Parameter values for the actual
performance
i—-—‘ -—-‘-“—{

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

@®Random Factors
The Random Factors are used to randomly alter the values of the specified
Sequence parameters.
By changing the Nuance of a drum Instrument, the sound will change subtly
with each stroke. Also, by changing the Nuance of a cymbal Instrument, the
sound will change depending on the position of the stroke. Such random
changes create more realistic and natural performancss.
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a. Groove Select

Functions of Parameters

A Feel Patch contains by the following parameters.

[3JFEEL PATCH

Parameter Variable Range
Groove Select
Groove Type 1-8
Groove Step 1/4-1.32
Instrument Select INST1 -8
Groove Switch ON/ OFF
Random factor Switch CON.~OFF
Groove =99 - 499
(Nuance: —7 — + 1)
Random Factor
Probability 1-8
Random Depth 1-4
Instrument Switch
INST1 -8 ON./OFF
HREOOUE SELECT <#8:
TWFE= 4 STEF=1- 2 =

Groove Type Groove Step

This parameter consists of two elements for setting the timing for

accent 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.

b. Instrument Select

4 to 1,32
FEEL IMST SELELT- #G5
FIMSTI=TBOFEH_H22 -
T
instrument

This parameter sets eight Instruments which should be accentuated
by the Groove and Random Factors.
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c. Groove Switch and Random Factor Switch

VELDCTITY FEEL < #&:
GR L P R SR ek A S
Groove Switch gandom Factor Switch

For each Sequence parameter, On~0ff of the Groove and Random
Factors can be sat.

d. Groove

bl ] i

UECd Dy <SUELD o
H-dd H+Z0 O+40

ﬁu!
[I:il i
T
g X,

T

Relative Parameter value

This parameter sets the relative value for each Sequencs parameter
(=7 to +7 for Nuance and —99 to + 99 for the other parameters)
to each timing set with Groove Select. The ralative values set for
the Sequence parameters are added to the same sound (specified
Instruments) as the timing set in the Groove .

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

e. Random Factors

FRMDOM <UELD =
FEOE= 1 DEFTH= 1 =

Prabability Random Depth

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

* The Sequence parameters whose Random Factor Switches are set to OFF do not
change.
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@®Probability (1 to 8)

IJFEEL PATCH

This parameter sets the ratio and the width of change of each Sequence

parameter. Higher vaiues increase the ratio and width of the change caused

by the Seguence parametaer.

A Ratio

b Ratio

/

N

B
Width of changs

Probability l.ower

®Random Depth (1 to 4)

+ — -

> -+

Width of change

Probability Higher

This parameter sets the amount of change in the Probability. Higher vaiues

makes the changes greater.

f. Instrument Switch

ITHST =WITCOH
F1iROFEH_HZ=

LUMELD
) ok i

Instrument selacted

This parameter allows you to add a Feel Patch to each Instrument
selected with the Instrument Select, for each Sequence parameter.

*When the same Instrument is selected more than once with a Instrument select,
“ON” to obtain the Feel Patch effect.

set any Instrument Switch to
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2. Editing Procedure

a. Groove Setting

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Stap 7

Step 8

g0

Prass | FEEL | to selact the Feel Edit Modes.

DI

SOUND PERFORM FEEL FATCH FilE L: ';5
| I ”_b—J [EFITCH HDECHY %
Press Numeric Key 1 to select “PATCH.”
FEEL FRATLCH SELECT
FATCH= #4 =

Feel Patch number

Using { —1/OFF ][ + 1.”ON1, the VALUE slider or the Numeric Keys, select the
Feel Patch number (0 to 7) to be used.

Change to the Groove Select display with | PAGE].

"'i_"il"':
im
i

L1

B SEL

Bl
' 4

G
¥

Groove Typae

Lo

T # B
F=

e

El
=T
1

Groove Step

Using [«(] and (], move the cursor, then using {— 1,OFF|[+1,/0N], the
VALUE slider or the Numaric Keys, select the Groove Type (1 to 8) and the
Groove Step (1.4 to 1,732).

Press to select the Instrument Select display,

TMST CELECT:#E:
TI=CEOFEH_Hzy +
T

Instrument

FEE
£ 1H

™

Change Instruments (INST 1 to 8) using [SELECT], then press the key pad
corresponding to each Instrument to be changed by Groove (common for
Random Factors).

If necessary, change Pad Banks with .

Press [EXIT| to return to the Msnu Display.



Step 9

Step

Step

Step

Step

Step

Step

Step

10

11

12

13

14

15

16

Chgd? iedmiem b oF NN b

Select the Sequence parameter to be adited with Numeric Kays 2 - 5,

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

Using | —1,7OFF |[+ 1.”ON]| or the VALUE slider, selact ON or OFF for the
Groove Switch.

Selected Sequerice Parameter

JELOCITY FEEL (¥4

L v K
GREU=®0FF+ RMO=®0FF &+

Groove Switch

Press { PAGE | to select the Groove Setting display.

Groove Type Parameter
v Y
GraoECd s CUELD » o
H 68 B oo B 66 @ G0
T Value
Timing

Move the cursor with [« or [B], then using [= 1./OFF|[+1,/0N], the VALUE
slider or the Numeric Keys, set the relative value for esach timing (~ 7 to +
7 for Nuance and — 99 to + 99 for the other parameters).

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

Select the Instrument Switch setting display with |PAGE]. ‘

TH=T =WITCH <LELDT 3
FL1iBIOFPEH HE=#0H=* =

fnstrument selected

Change Instruments (INST 1 to 8) using |SELECT|, then with |~ 1,”0FF
+1.70ON| or the VALUE slider, select On or Off for the Instrument Switch.

Te continue, and adit 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 Press |FEEL | to select the Feel Edit mode.

e _eeeors _wm L [DF AT GH ELELD
' I 1[‘_‘6 TTEFITCH DECAY =+
Step 2 Press Numeric Key 1 to select "PATCH.
FEEL FHTCH ZELECT
FRHTOH= #49 *

?

Feel Patch number

Step 3 Using [ —1,/0FF ][ + 1/ON], tha VALUE slider or the Numeric Keys, select the
Feel Patch number (0 to 7) to be used.

Step 4 Press | PAGE| to select the Instrument Select display.

-
..I_
["_l

-'?-

LECT < #i
M_H1x

I!!

SE
EH

"T'H||

T
EO

FEE
£1

s
inarr

Ik
T1

e

&

Instrument

Step & Change Instruments (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).
If necessary, change Pad Banks with [<][>].

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

Stap 7 Select the Sequence parameter to be edited with Numeric Keys 2 to 5.

2 : Velocity
3: Pitch

4 : Decay
5: Nuance

g2



Step 8

Step 9

Step 10

Step 11

Step 12

Stap 13

Step 14

lSiFEEL PAICH

Move the cursor to the right, then using [~ 1,70FF || +1,”ON]| or the VALUE
slider, selact ON for the Random Factor Switch.

§ i

T F L.
FEa

E
R L D=

"'"l'"“

ELRER

—vzm
il Es
oy

e,
U

3

Random Factor Switch

Press | PAGE | to select the Random Factor Setting display.

FAADON <WELD %
FEOE= 1 [DEFTH= 1«
Pf‘ftbabl'litv Random Depth

Move the cursor with [«]or [B], then using [— 1,”OFF ][+ 1/ON]. the VALUE
slider or the Numeric Keys, set the Probability (1 to 8} and Random Depth (1
to 4),

Select the instrument Switch setting display with | PAGE |.

IMST SHITCH <SUELO
FIBOFEH_HZ2=#0H* +

instrument selected

Change Instruments {INST 1 to 8) using |[SELECT|, then with | — 1, 0OFF
+1/0N| or the VALUE s_Iider, selact On or Off for the Instrument Switch.

To continue, and edit anothar Sequence paramater, prass {EXIT] to return to
the Menu Display then repeat steps 7 to 12.

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

Step 1

Step 2

Step 3

94

The Feel Patches you have made can be assigned to the User
Patterns. Feel Patches change the feel of a rhythm performance.

Feel Patch 7
User Patterns S 7
/—-l Feel Patch 1
'_____.-p-‘
pr— Feel Patch O 7
l Groove I o
/
i | Random Factor 1 -
e

With the unit set to the Pattern Play mode and stopped, follow this
procedure :

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

Move the cursor to the “FEEL" value with [«]and [B], then using [~ 1 OFF
+1,0ON}, the VALUE slider or the Numeric Keys, select a Fesl Patch (0 to
.

Feel Patch Number

*¥If you do not assign any Feel Patch, select “*” (This mark cannot be entered
by the Numeric Keys).

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

#The Feel Patch assigned to a rhythm pattern has no effect in the Pattern Writing
maode.
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4. Feel Patch Copy

Step 1

Step 2

Step 3

Step 4

Step &

Step 6

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

With the unit set to the Feel Edit mode and showing the Menu Display, follow
this procedure :

Press Numeric Key 1 to select “PATCH.”

Using | = 1.”OFF ][ + 1.”ON], the VALUE slider or the Numeric Keys, sslect the
source Fes|l Patch (0 to 7) to be copied.

Press |EXIT| to raturn to the Menu Display.

Press Numeric Key 8 to select “COPY."

F
Fl

Ioim

EL FRTOH CORY
TOH B = ok

]

T Destination Feel Patch
Source Feel Patch

Using [ — 1.”OFF][+170ON], the VALUE slider or the Numeric Keys, select the
destination Feel Patch (0 to 7).

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

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

1. Editing Sequence Parameters

Functions of the
Sequence Parameters

96

Sequence paramaters can be set for each Instrument in a rhythm
pattern. There are six Sequence parameters; Velocity, Pitch, Decay,
Nuance, Pan and Micro Timing. By editing Sequence parameters, the
tone and timing of Instruments can be changed after programming
a rhythm pattern.

@®Velocity
This parameter controls the volume (in relation to the playing force)
produced when playing the key pads. Higher values ‘make the sound louder.

®Micro Timing
This parameter shifts the sounds forward or backward in 1,384 note units
(Micro Timing). —2, ~ 1,0 or +1 can be selected for Micro Timing. Negative
values quicken (rush) the timing and positive values slow (drag) it. During
Pattern Writing, it is set to zero.

Sound entered during Pattern Writing

|| { [
P f
-2 -1 0 +1
-+ ————p
Range for shifting Micro Timing (1,384 note)

*To change the timing drastically, perform Macro Timing Shift (see page 100),

@Pitch, Decay, Nuance.”Pan
These parameters have the same values as Performance parameters set in
Pattern Writing (see page 73). If they are not programmed in Pattern Writing,
then they will be set to zero.



Editing Procedure

a. Real-time Edit

Using a Expression
Pedal

EOWEE 1OV AL TRMIN CLA NG

There are two methods for editing Sequence parameters :

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

®Step Edit
This allows you to edit parameters of each Instrument written into
a pattern.

This allows you to edit each parameter using the VALUE slider or
a Expression Pedal while a rhythm is being played.

A Expression Pedal control may be useful for changing values
continuously. Connect a Expression Pedal to the VALUE jack on the
rear of the R-8MK II. The farther the pedal is depressed, the greater
the value. '

VALUE
(EXP PEDAL}

O = ol r

a7



HMRHYTHM PATTERN EDITING

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

Step 7

Step 8

a8

With the unit set to the Real-time Writing mode, follow this procedure :

Press {PAGE| to select the Real-Time Editing mode.

e o FTHEEG G L 5 e oo
| |[_b_i1 ™R TH E?l = g_f_:?—q +
Sequence Parameter Value

Using | SELECT |, select the Sequence parameter to be edited.
3 VL (Velocity)

e P ARAM NS T i % PT (Pitch)
—1/0FF  SELECT ($) - + 10N % DC (Decay)
[ l_ __” 5 NU {Nuance)
b $ PN (pan)
$ MT (Micro Timing)

Using |~ 1/OFFj |+ 1./ON]|, the VALUE slider, the Numeric Keys or a
Expression Pedal control, adit the value of the parameter.

*If you wish to change values continuously, set the basic vaiue here {When using

a Expression Pedal, set the value with the Expression Pedal).

Press |START,”STOP| to start playing.

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

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

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

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

Press |EXIT| to return to the Menu Display.



b. Step Edit

Step 1

Step 2

Step 3

Step 4

Step B

Step 6

[4IRHYTHM PATTERN EDITING

Step Editing allows you to edit the Sequence parameters of each
Instrument in a rhythm pattern.

With the unit set to Normal Edit {or Scope Edit)
and stopped, follow this procedurs :

in the Step Writing mode

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

Using |SELECT |, select the parameter to be adited.

$ VL (Velocity)

PAHAM,”INST $ PT (Pltﬂh)
-1/0FF  SELECT ($}  +1i/ON $ DC (Decay)
i “— _Jl $ NU (Nuance)
b $ PN (Pan)
. $ MT (micro timing)

*1f you wish to listen to the actual sound, press | START,”STOP | to start playing

the rhythm.

Specify the Step number {or Scope Step number) to be edited with [i] or
[E. then using | — 170FF || + 1,”ON|, the VALUE slider or the Numeric Keys,
edit the value of the parameter.

® Normal Edit mode Instrument

¥

FTHEGZ -Gl 4 BEIMSHTL 2
STRE @l [e]flll= jlog +
f 1
Step Number Parameter Value
® Scope Edit Mode
Step Number
Scope Step Number
l Instrument
STRE @15 4CBRIMSHTL
|| e — 2 — ] Flil= 1BaB <
f i F
The current Scope Step  Farameter Value

flashes

*H no sound is entered in the Step number (or Scope Step number) you have

selacted, editing cannot be performed (“*¥ % %" is shown instead of the value).

% The Micro Timing does not change during writing. To check it, select the Pattern
Play or Song Play mode,

To continue, and edit anothar Instrument, stop playing the rhythm, then specify
the Instrument using the appropriate key pad.

Stop playing.

Press |EXIT| to return to the Menu display.
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2. Timing Edit

The Instruments in a rhythm pattern can pe shifted forward or
backward in time using 1,796 note units (Macro Timing) or 1,384
note units (Micro Timing).

Macro Timing {1,736 note)

/+ v N
| i|1|l|||1|

"\X\\

Micro Timing (1,384 note)

a. Macro Timing Shift .

Step 1

Step 2

Step 3

Step 4

Step 5

100

Any Instrument a rhythm pattern can be shifted fordard or
backward using 1,96 note units. The Macro Timing Shift function
can be performed for each step.

% Any note (step) pushed “outside” the rhythm pattern with the Macro Timing

Shift function will be automatically returned to the rhythm pattern.

With the unit set to the Normal Edit mode (or Scope Edit mode) in the Step
Writing mode and stopped, use the following procedure.

Press the key pad that cerresponds to the Instrument to be shifted.

Using E and E]. spacify the Step number (or Scope Step number) to be
shifted,

Press key pad 9 while holding | SHIFT | down.

ERASE ] SIDE STICK
o [MHCREO ZHIFT ¢ P HESS
=TEF i;1 1-1= @i CLE
SHIFT @ PART DELETE T
MACRD SHIET Step Number Amount of timing shift
b Scope Step Number

Using [ — 1”OFF ]| + 1./ON|, the VALUE slider or the Numeric Keys, set the
amount of shift by clock numbers (—12 to +12:1 clock = 1,796 notsa).
Negative values quicken (rush) the timing and positive values siow {drag)
it.

*Prass | EXIT| to leave the mode.
Press |ENTER].

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



b. Micro

MRHYTHM PATTERN EDITING

Timing Shift

Step 1

Step 2

Step 3

Any Instrument a rhythm pattern can be shifted forward or
backward using 1,384 note units. The Micro Timing Shift function
can be performed for all instruments (or rhythm pattern) or for
each step.

Timing entered

L] |
i + I

P
1./384 note

*#To perform the Micro Timing Shift for each step, see “Step Edit” on page 99.
*¥if the Micro Timing Shift causes the sound to exceed the variable range {(— 2 to

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

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

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

Press key pad 10 while holding |SHIFT | down.

ERASE 10 RIM SHOT
_— MICED SHIFT <FPTHEGG
rHLL IHMST = @ LK
SHET b BART INSEAT f
MICRO SHIFT Amount of timing shift
b all the Instruments

To shift the timing of all the Instruments, skip the following step 3 and go
to step 4.

Press the key pad that corresponds to the Instrument to be shifted.
If necessary, change Pad Banks with .

A
]

=HIFT {FT
Ti oo

e
-
1y
AR

M1
ﬂ

Selected Instrument

__*i-—i

Amount of timing shift
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Step 4 Using [— 1/0FF ][+ 1./ON|. the VALUE slider or the Numeric Keys, set the
amount of shift {variable range : - 3 te¢ + 3).

Negative vaiues quicken {rush) the timing and positive values slow (drag)
it.

*To leave the mode, press [EXIT{.
Step 5 Press |ENTER| .

The display shows the message “Compieted,” and the timing is changed.
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3. Pattern Edit

GIRHY [HM PATIEHN £DIING

Instrument Change

Step 1

Step 2

Step 3

Step 4

The Instrument Change function allows you to  “swap” an
Instrument in a rhythm pattern with a different one.

With the unit set to a Pattern Mode (“PLAY,” “REAL" or “STEP") and
stopped, follow this procedure :

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

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

EAASE 1 CRASH 1
—> |I MET CHAHGE <FTHEAG -
BFAT_S1 rBRIMEHTL
SHIFT b SONG CHAN T
INST CHANGE Instrument to be changed T
b The new Instrument to be set

With E-and [E, move the cursor and specify the original Instrument and the
new Iinstrument respectively with the corresponding key pads.
if necessary, change Fad Banks with .

*To cancel this mode, press |EXIT|.
Press |ENTER|.

The display shows “Completed” and the Instrument Change is complate.
¥ the Instrument you specify as the original Instrument does not exist, the message

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

execyted.
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b. Pattern Append

Two rhythm patterns can be joined {appended), to maks one rhythm
pattaern. This may be useful for writing a Song that contains many
of the same combinations of specific Rhythm Patterns.

< Ex.>> Appending Pattern 2 to Pattern 1

Pattern 1 Pattern 1

i A 1 &
Pattern 2 Pattern 2

-

%It is not possible to append rhythm patterns with different time signatures.

* It is not possible to append rhythm patterns from different Pattern Banks.

*The settings of the Swing, Flam and Feel Patch of the rhythm pattern selected
in step 3 have priority.

*If the total number of bars of the two rhythm patterns exceeds 989, the Pattern

Append cannot be executed.

With the unit set to a Pattern Mode (“PLAY," “REAL" or “STEP") and
stopped, follow this procedure :

Stap 1 Specify the Pattern number to be appended.

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

ERASE e CRASH 2
", E:i )
-3 R TRk R
SHIET b INTTTAL PARAMETER
FTN AFPEND Rhythm Pattern to be appended
b Rhythm Pattern to be played first

Step 3 Specify the Pattern number to be played first.
#To cancel this mode, press i EXIT|.
Stap 4 Press [ENTER|.

The display shows “Completed” and the Pattern Append is complete,

104



c. Pattern Extract

Step 1

Step 2

Step 3

Step 4

Step 5

HEIMOIT IOV FALE TERIN CLAEING

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

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

Pattern 1 Pattern 1

N AR ok g L { L
-

T r PIm 2 r

Pattern 2 L\[’lLL\L\L’L
i

*#It is not possible to copy the Instrument data to a rhythm pattern from a different
Pattern Bank.

Set the unit to a Pattern mode ("PLAY.,” “REAL"™ or “STEP") and stopped,
follow this procedure :

Specify the Pattern number to be extracted.

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

ERASE 3 BELL

FTH EATREACT <+F THEGE -
BCLED_HEZ > 2F THbkmw -

SEARCH LABEL T

SHIFT
b FTN EXTRACT
The Instrument to be Extracted
b Destination Rhythm Pattern

Press the key pad that corresponds to the Instrument to be extracted.
If necessary, change Pad Banks with .

Using [=1,70OFF [ +1,70ON|, the VALUE slider or the Numeric Keys, spacify the
destination Pattern {0 to 99).

Press |[ENTER|.

If the destination rhythm pattern contains no data, the message “Completed”
appears in the display showing that the copy is complete.

If there is data written in the destination rhythm pattern, the message
“Overwrite OK ?” appears in the display. To copy, press again, to
cancel press .

* Any previous data at the destination rhythm pattern is erased.
*if the Instrument you have specified in step 3 does not exist in the rhythm pattern,

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

Step 1

Step 2

Step 3

Step 4

106

The Pattern Merge function mixes {merges) two rhythm patterns,

making one rhythm pattern.

< Ex.> Merging Pattern 2 to Pattern 1

Pattern 1 Pattarn 1
J ek sh e e sk k
o
T 1 T 1
Pattern 2 Pattern 2

Lo sl Lddl

R AR AR

-

*The merged rhythm patterns cannot be restored.

%It is not possible to merge rhythm patterns from different Pattern Banks.

*It is not possible to merge rhythm patterns of different lengths or time signatures.

* The settings of the Swing, Flam and Feal Patch of the destination rhythm pattern
have priority.

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

Specify the source Pattern number to be merged.

White holding | SHIFT | down, press key pad 4.

ERASE 4 RIDE

SHIFT b

= eTHEE S

PTN MERGE
Rhythm Pattern to be merged
b Destination Rhythm Pattern

Using | ~ 1./OFF |l +1.7ON]|, the VALUE slider or the Numeric Keys, specify the
destination Pattern (0 to 99).

¥To leave this mode, press [EXIT].
Prass | ENTER|.

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



e. Reframe

Step 1

Step 2

Step 3

Step 4

Step 5

GHHAY TRVE AT FERN ELAEING

The Reframe function allows you to set & start point at any
position in a rhythm pattern and to shift the data from the start
point to the end. This function may be used *o correct delayed
timing of data you entered when you writing a rhythm pattern of
more than one bar in Realtime.

Start Point

I lemillhec JI )

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

Specify the Pattern number to be reframed.

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

=
=

i1

ERA;E A CLOSED HH
ME <F
8

i

—d i
lI -—l
N E
IR E RN ]

s
AT

H Tt
-
it :]:I

BR
T
1

£

H
B el

SHIFT b PART COPY 1 ?

REFRAME Bar to start Clock Number

b

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

step and go to step 4.

Using | ~ 1,7OFF || +1,7ON ]|, the VALUE slider or the Numeric Keys, specify the
first bar to be played.

Move tha cursor to the right with [«] and [B], then using [= 1 OFF
+1,/0N |, the VALUE slider or the Numeric Keys, specify the start point using
clock numbers (1 clock = 1,796),

% To leave this mode, press {EXIT|.
Press [ENTER|.

The message “Completed” appears in the display showing that the reframe
iz completa,
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f. Pattern Copy

Stap 1

Step 2

Step 3

108

This function copies a User Pattern or Preset Pattern to a different
Pattern Number., There are two types of Pattern Copy; one is
copying the entire rhythm pattern and the other is copying selectad
bars from the pattern, giving you total freedom to create Rhythm
patterns and Songs.

< Ex.> Copying Pattern 1 to Pattern 2

Pattern 1 Pattern 2
A1 B {1 c M A T B 1 ¢

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

Pattern 1 Pattern 2

A1 B Cc |- 8

*When you copy data to a rhythm pattern in a different Pattern Bank, only the
entire rhythm pattern can be copiesd {the first bar and the number of bars vou

have set will be ignored).

Whean using a User Pattern, set the unit to a Pattern mode ("PLAY,” “REAL”
or “STEP") and stopped, follow this procedure.
When using a Preset Pattern, set the unit to “PRESET" and stopped, and

follow this procedure.

Specify the Pattern number to be copied.

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

PTN : User - Pattern
PRE : Preset Pattern

F’” FT%@
- I =F

ERASE 13 KICK

i ZZ=-

&
TH®

oo

The number of bars

i
SHIFT b CoPY D ‘ T

The first bar to be copied Destination Rhythm Pattern

Using [ ~1,70OFF || + 1,”ON|, the VALUE slider or the Numeric Kays, spacify the
destination pattern numbaer.

To copy the entire rhythm pattern, skip the next step and go to step 5.



Step 4

Step 5

HEY 1AM FATITEMN ELIEING

Move the cursor with [«] and [®], then using [—1,OFF|[+ 1./ON], the
VALUE siider or the Numeric Keys, specify the first bar to be copied and the

number of bars to be copied respectivaly.

Press |ENTER |.

If the destination rhythm pattern contains no data, the message Completed’
appears in the display showing that the copy is complete.

If there is data written in the destination rhythm pattern, the massage
“Overwrite OK 7" appears in the display. To copy, press again, to
cancel press .

*# Any previous data in the destination rhythm pattern is erased.

*1f the number of bars to be copied exceeds the total length of the rhythm pattern,
the rhythm pattern will be copied up to the end.
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g. Pattern Name

Step 1

Step 2

Step 3

Step 4

110

A rhythm pattern can be named using up to 8 characters. The
Pattern Name is shown in the display in the Pattern Play and
Pattern Write modes.

Pattern Names will help you distinguish rhythm patterns when
writing a song.

With the unit set to a Pattern mode ("PLAY,” “REAL” or “STEP") and
stopped, follow this procedure :

Specify the Pattern Number to be named.

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

ERASE 19 PEDAL HH

M| E

l mmmmmmmm
SHIFT b NAME T

b Pattern name

-
e

[n]

£l
g
-1}

R
]

Move the cursor with [«] and [B], then using [— 1./OFF|[+ 1 ON], the
VALUE slider or the Numeric Keys, select numbers./ letters,”symbois.

Pressing a Numeric Key also switched between numbers, letters and symbols
(the letters and symbols written at the upper right of esach key). Pressing a
Numeric Key while holding |SHIFT | down will produce lowercase letters.

Press {ENTER | to return to the previous display.
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d]SONG WRITE

SONG WRITE

Song Data

Song Structure

Part Number

Song Data

12

The R-8MK Il allows you to write (and store) up to ten songs
using the rhythm patterns you have programmed. Tempo and level
data can also be written into a song.

* Preset rhythm patterns cannot be used for a song unless you first copy them into

User-programmed patterns with the Pattern Copy function (see page 108},

Repeat, Tempo Change, Lavel Change and Label data can be written
into a Song as well as rhythm patterns.

@®Repeat
This repeats the specified rhythm patterns in a Song.

®Tempo Change
The tempo of a song can be changed for each rhythm pattern.

@®Level Change
The level of each rhythm pattern within a song can be changed.

®Label
This allows you to put a labe! {within sight letters) at a certain position
in a Song. Later, with the Search Label function, you can quickly access
the labeted position.

Rhythm patterns and the relevant data are written into a song as
a PART which is a unit constructing a song. Parts written in a song
are numbered (Part Number) in the sequence as they have been
written. One song can contain up to 999 Parts.

002 003 004 005 006 007 oo8 009
Rhythm | Bhythm | Tempo Repeat Rhythm Repeat Label level Rhythm
Pattern Pattern Change Pattern Change Pattern
01 02 IK 04 | offx1 10

@®Tempo and Level Change parameters: These have effect on the
succeeding rhythm patterns (after the Tempo or Level changes are
entered).

@Repeat parameter: This repeats the rhythm patterns between the
beginning and ending Parts (using the repeat signs as show
above).



1. Song Writing

Step 1

Step 2

Step 3

Step 4

Step 5

ISUiesa wWhili C

Press to select the Song Mode.

MODE
SONG PATTERN MIDE

L, | l

INST b SIGN CARD UTHITY -

| | |

BB LY HURITE

%If the Menu Display is not shown, press {EXIT|.

Press Numeric Key 1, to select “PLAY,” then specify a song number.

Press [EXIT | to return to the Menu display, than select “WRITE" by pressing
Numeric Key 2.

Song Number Song Name

v
SOME &
'HET @6l i
?

Part Number Pattern Number

*To erase the entire song data, use the Song Clear procedure (see page 126).

Using |- 1/0FF || + 1, ON{, the VALUE slider or the Numaric Keys, specify a
pattern number (0 to 99)

to be written in the song.

? :Disptayed when no rhythm pattern is
written in the Part currently shown.

To piay the rhythm pattern you have specified, press | START./STOP].
Press |ENTER|.

The rhythm pattermn is written into the song, and the Part number in the
display is advanced.

ENTER e

SOHE ¢ £ p
EE”’ FART GEZ PTHEES-31 7
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Step 6

Step 7

Step 8

Changing Pattern

Numbers

114

Step 1

Step 2

Step 3

Step 4

Repeat steps 4 and 5 until you have written up to the last bar.

I¥ the unit is playing a rhythm pattern, stop it

Press to return to the Menu Display.

To change the Pattern Numbers written into a song follow this
procedure with the unit set to the Song Write mode.

Specify the Part of the Pattern Number to be changed with [«€]and [p-].

Pressing [ | (or [«€]) while holding [«[(or [B>]) down will quicken the change
of the Part numbers.

SONG B 4 ———————— P
FHET @1y FTHEEY-@]
T
Specified Part ‘ Rhythm pattern written in the Part.

Using | — 1.”OFF || + 1,”ON |, the VALUE slider or the Numeric Keys, specify the
pattern number (0 to 99) to be changed.

Press [ENTER!.

Now the rhythm patterns are rewritten.
Repeat the above procedures as many times as necessary.

*To delete a Part or insert a new Part, see page 121 “Song Edit."



2. Repeat

Step 1

Stap 2

Step 3

Step 4

Step b

LLISONG WRITE

The Repeat function allows you to repeat the rhythm patterns you
have specified. Specify the first (|]:) and last
played, then the number of repeats, if you like.

(:11} Parts to be

Song Data Rhythm Repeat Rhythm | Rhythm Repeat Rhythm | Rhythm
Pattern Pattern Pattern Pattern Pattern
A ”- B C -” x1 D E
[ ] »
Song Playing
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm
Pattern Pattern Pattern Pattern | Pattern Pattern Pattern
A B C B c D E

The repeat marks are shown above. To insert Repeat Parts after
having written a song, use the Part insert procedure {see page 122).

Before writing a rhythm pattern where the repeat starts, select “REP {{:" with

[SELECT].

a1
1

—_r
o

e
ks

E:

T

“F

e
ot

Tt
]
e,

v

Repeat Mark

Press [ENTER!.

Repeat Part for start ([|:) is written.

Write the rhythm patterns to be repeated.

Select “REP :|| x 01" with [ SELECT |, then using | = 1/0OFF|[+ 1,/ON], the
VALUE slidar or the Numeric Keys, spacify the number of repeats (1 to 99).

Number of Repeats

Press |ENTER|.

Repeat ending is written {:|[).

®*Within one set of Repeat Marks another eight sets of Repeat Marks can be
used.

115



MSONG WRITE

*When the number of start marks (||:) does not match the number of end
marks (:]!), the song will be piayed as follows.

< Ex.>

ignored
Song Data
Repeat Repeat | Rhythm | Rhythm Repeat | Rhythm
. . Pattern Pattern . Pattern
o | e | A B | aflx1] e
Song Playing
Rhythm | Rhythm | 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
Scng Playing
Rhythm | Rhythm | Rhythm | Rhythm
Pattern Pattern Pattern Pattern
A A B c
Tempo 120 120 130 130

A Tempo Change Part has been written between the patterns {as
above). To insert a Tempo change Part after having written a song,
use the Part Insert procedure (see page 122).

Before eontering a rhythm pattern where you wish to change Tempo, select
“TEMPQO" with {SELECT|.

1

13
—
.

. 13
T

IEERES
—

Set the amount of tempo to bes changed (~ 99 to + 99), using | — 1./ 0FF
+ 170N | or the Numeric Keys.

Negative vafues reduce the tempo and positive values increase it.

Press {ENTER|.

A Tempo Part is written.
*The tempo value set here is a percentags increase or decrease of the base

tempo. If the modified tempo exceeds the range of 20 — 250 beats per minute,
the tempo will be set as minimum or maximum.
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4. Level Change

118

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
Rhythm | Rhythm | Rhythm | Bhythm
Pattern Pattarn Pattern Pattern
A B c D
Level 32 32 24 24

A lLevel Change has been written between patterns {as shown
above). To insert a Level change after you have written a song, use
the Part Insert procedure (see page 122).

Before entering a rhythm pattern where you wish to change levels, select

“LEVEL" with {SELECT |

OHE >
RT G3@ LEVEL &9 7

Set the amount of level to he changed {— 32 to + 32) wusing |— 1./0FF
+1,0ON|, the VALUE slider or the Numeric Keys.

Negative values decrease the level and positive values increase it.

Press [ENTER |. N

A Level Part iz written.

% The level value set here is the amount of level to be changed from the Initial
Level (see page 130). Should the averall level exceed the maximum, the level
wili be set at the maximum.



5. Label

a. Label Setting

Step 1

Step 2

Step 3

LU wHii e

The Label function aillows you to assign a Label at any place in
a song, and name the Label using up 1o eight ietters.

If a label is written at an impotant position in a song, you can
guickly go to the specified labal even after the Part numbers are
changed by Part Delete or Part Insert, using the Search [Label
function.

Also, you can start song playback from a labeled position.

Song Data
Rhythm | Rhythm Label RBhythm | Rhythm
Patiern Pattern "END" Pattern | Pattern
A B o D
Ending

Shown above is a Label which has been inserted in between rhythm
patterns. To enter a Label Part after having written a song, use the
Part Insert procedure (see page 122).

Before writing a rhythm pattern into which you wish to insert a Label, selsct

! " with |SELECT ]|,

Label Name

Move the cursor with |~ 1, 0OFF][+ 1,”ON}, then name the Label using the
VALUE slider or the Numeric Keys.

Pressing the Numeric Key alternates between numbers and letters. symbols
(written at the upper right of each key). To enter a lLower case l|etter, press
the Numeric Key while holding | SHIFT | down.

Press |ENTER|.

A Label Part is added.
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b. Search Label

Stap 1

Step 2

Step 3

120

Song Data

When more than one label is written into a Song, all the labels will
be searched for (in seguence) until the Part with the assigned label
is found,

Part Number 007 002 Q03 020 021 022 041 Q42
Song Data (?> Label e%> Label
Search Call Search Call Search

*See page 131 for details of how to use the Search Label function in Song Play.

With the unit set to the Song Write mode and stopped, follow this procedure:

Press key pad 3 while hoiding | SHIFT | down.
The Label Search starts from the beginning of the song. When the first label

is found, the display responds with :

ERASE 3 BELL
o |[FERECH LABEL:SONG o5&
"LHEEL @ai1" FART 917

T b SEARCH LABEL 1 +
PTN EXTRACT Label Name Part Number of the Label

b

kWhen the label is not found, “Label not found”

To search for another label, press [~ 1/0FF] or[+ 1, ON]|.

22 Label Label Label

PARAM//INST
= 1/0FF SELECT (%) +1./0N

I I
b b

To search for To search for
the previous label the next labsl

is shown in the display,

Prass |ENTER| to return to the display of Song Write mode.
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SONG EDIT

1. Part Delete

Specified Parts can be deleted.

001 002 003 004 005 006 007

Rhythm { Bhythm Rhythzﬁ Rhythm | Bhythm | Bhythm | Bhythm
Pa%ern Patéem Pat&ern Patéern Patéern Pat;ern Patéem

Delete the Rhythm Patterns D and E.

i

001 002 003 | .-004 005

|
] |

Rhythm { Rhythm | Rhythm | Rhythm | Rhythm Lo 1
Pattern Pattern Pattern Pattern Pattern 1 !
A B C F G : :
1 1

With the unit set to the Song Write mode and stopped, follow this procedure:
Step 1 Specify the Part where the deleting starts using Eand [El

Step 2 Press key pad 9 while holding | SHIFT | down.

ERASE g SIDE STICK
— [FART DELETE <=ONG &
FROM g@ad FOE 82 FPRET
SHIFT b PART DELETE f
MACRO SHIFT The first Part Number to be deleted.
b The number of Parts to be deleted

Step 3 Specify the number (1 to 99) of Parts to be deleted using |— 1. 0FF
+ 1/0N|, the VALUE slider the Numaric Keys..

*It is not possible to set the number of Part larger than the number of Parts you

have used in the Song.
*To leave this mode, prass [EXIT|.

Step 4 Press | ENTER;].

"Completed” appears in the display showing that the deiaeting is complete.

*If there is no Part to be deleted, the “No Part exists’ message appears in the
display.
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2. Part Insert
A new Part can be inserted between any existing Part Numbers.
Insert Repeat to Part B
Repeat
.
I
oM Q02 003 004 005 006
_____ R
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm |
Pattern Pattern Pattern Pattern Pattern Pattern |
A B C D E F :
- — o —— I—_.__
- - '. %
Q01 002 003 004 005 006 007 o
Bhythm | Rhythm | Rhythm | Rhythm Repeat Rhythm | Rhythm
Pattarn Pattern Pattern Pattern Pattern Pattern
A B c D IK E F
With the unit set to the Song Write mode and stopped, follow this procedure:
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.
ERASE 10 RIM SHOT
> FHET THZERET < Z0HE 8>
FEET 818 FTHELIE-G2 7
SHIET b BART INSERT 1&
MICRO SHIET The Part number to be inserted
b The Part to be inserted
Step 3 Specify the Part to be inserted.
@To insert a rhythm pattern, specify the rhythm pattern number using
[—1/0FF ][+ 1.”ON]|, the VALUE slider or the Numeric Keys.
®To insert Repeat/Tempo Change, Level Change,Label, select the relevant
parameter with [SELECT |, then set the value.
kHow to set each parameter is explained on page 115 {Repeat), 117 (Tempo
Change}, 118 (Level Change} or 119 {Label).
*To leave this mode, press .
Step 4 Press |ENTER]|.

“Completed” appears in the display showing the insertion is complete.
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3. Part Copy

The Part Copy function copies specified Parts (Source Parts) to
other Parts {destination). This function may be useful for writing
a song consisting of repeated patterns.

Copying Part 1 and 2 1o Part 5 and &

— l

001 002 003 004 005 008 e
Rhythm | Rhythm | Bhythm § Bhythm | Bhythm | Rhythm :
Pattern Pattern Pattern Pattern Pattern Pattern 1
A . B C D E F :
————— I—- — v ————
001 002 003 004 005 006 007 008

Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm
Pattern Pattern Pattern Pattern Pattern Pattern Pattern Pattern
A 8 C D A B E F

*The Part Copy function cannot copy Parts to a different song.

%It is not possible to copy Parts into Parts which are specified as source Parts.

With the unit set to the Song Write mode and stopped, follow this procedure:
Step 1 Spacify the destination Part number using Eand EI

Step 2 Press kay pad 11 while holding |SHIFT{ down.

ERASE Al CLOSED HH

Y
=

FHET CORY < siMG aok
EROM &4+ FOR % PART
SHIET b BERT COPY ¥ T
REFRAME The first Part Number 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 copied
and the number of Parts (1 —99}) to be copied using |=-1,/0FF}i +1, 0ON]|,
the VALUE sfider or the Numeric Keys.
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Step 4 Press to select the Copy Number setting display.

FORT COFY <S0MHE B3 +
COFY TIMES 1

Number of copies

Step 5 Set how many times the Parts should be copied with [—1/0OFF|j+ 1/ 0N},
the VALUE slider or the Numeric Keys. (Valid:1 toc 9)

#To leave this mods, press |EXIT|.
Step 6 Press [ENTER/|.

4
"Completed” appears in the display showing the copying is complete.

*#If you have assigned the destination Part within the Part that has bheen specified,

“Part overlap” is displayed, and the Step 2 display returns. When this happens,
repeat step 3 to 6.

*If the specified Part deoes not exist, “No part exists” is displayed.
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4. Song Copy

Step 1

Step 2

Step 3

Step 4

{ZISUNG EDH

An entire song can be copied to another song number.
This function may be useful for retaining the source song data
pefore experimenting with varicus edits.

With the unit set to the Song Play mode and stopped, follow this procedure:

Specify the scurce Song number to be copied.

Press key pad 13 while holding {SHIFT | down.

ERASE 13 KICK

SOHE COFY
= SOHE A s SOHE

TERET b CoRY ) 4

7 Song Number to be copied
b . Destination Song Number

Specify the destination Song numbar using [—10FF|[+1.0ON{, the VALUE
slider or the Numeric Keys.

*%To leave this mode, prass [EXIT|.
Press {ENTER|.

When the destination song does not contain any data, the copying is done
and “Completed” appears in the display.
When there is data in the destination song, the display shows the messags

“Overwrita OK?7". If you wish to copy, press [ENTER|, to cancel, press {EXIT .
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5. Song Clear

Step 1

Step 2

Step 3

126

The Song Clear function erases an entire song. Use this function
to write a song from scratch.

With the unit set to the Song Play mode and stopped, follow this procedure :
Specify the Song numbar to be cleared.

Press key pad 14 while holding | SHIFT | down.

Song Number to be cleared
ERASE 14 SNARE

-I —[Z0OHE CLERR {S0HE W5

+ e dHoy sure

SHIFT b CLEAR .

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

"Completed” appears showing that the song clear is compiete.



6. Song Name

Step 1

Step 2

Step 3

Step 4

Yol DN CLA

The Song Name function allows you to name each song with up
to eight characters.
The Song name you have written appears in the display in the Song
Play or Write mode.

With the unit set to the Song Play mode and stopped, follow this procedure:
Specify the Song number to be named.

Press key pad 15 while helding | SHIFT | down.

ERASE 15 PEDAL HH
=0fMHE HEME
JI g T R L e — s
SHIFT b NAME Sonngame

b

Move the cursor with E and [EI, then name the Song using | — 1.70FF
+1.70N|, the VALUE slider or the Numeric Keys.

Pressing the Numaric Keys also switches between numbers and letters,”
symbols {written at the upper right of each key}. To enter a small letter, press

the Numeric Key while holding | SHIFT | down.

Press | ENTER | to return to the previcus display.
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3] FUNCTIONS FOR SONG PLAY

1. Continue Play

This function allows vyou to start playing a song from the exact
point where you stopped it, or from any selected bar.

With the unit set to the Song Play mode and stopped, follow this procedure:

Step 1 Move the cursor to “MEAS" with [«] and [B]. then using [— 1,7 OFF
+1,0N]| or Nthe umeric Keys, specify the bar where vou wish to start
playing.

S e ——— A
MEAS BE17Y FTHEZIS @1
T

The first bar to be played

i~

Step 2 Press |START,STOP| whilse holding |SHIFT | down.
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2. Song Chain

In each song, you can specify another song number to be played
next (in the Chain). By setting a song number to be chained in
this way, you can play more than one song continuously.

Song Number
0

Song Number

Song Chain 1

Sang Number

1

Sang Chain 3

3

Song Chain OFF

With the unit set to the Song Play mode and stopped, follow this procedure :

» Step 1 Specify the song number.
Step 2 Press key pad 1 while holding | SHIFT | down.
ERASE 1 CRASH 1
» SOMHE CHHEIH
SOME B B OFF
BHET b EONG CHATN 4
INST CHANGE Value
Step 3 Spacify the song numbers (0 to 9) to be chained using [— 1,”OFF |{ +1-0ON],
the VALUE slider or tha Numeric Keys.
To set the Song Chain function off, select “OFF." To repeat playing one
song, specify the same song number.
Step 4 Prass | ENTER | to return to the previous Display.

The somg number yvou have set here will be shown during song play.

Chained Song Number

L
-
——

et
or

Iy
il R
|
1I_f}

3
i
E

ree,
b

e

e

i

L

[
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3. Initial Tempo

Step 1

Step 2

Step 3

Step 4

Step B

Step 6

Step 7

130

and Initial Level

Each song can have a base tempo and level (initial tempo and
level). The initial tempo and level you set will be automatically

selected when selecting a song.
With the unit set to the Song Play mode and stopped, follow this procedure :

Specify the song number whose initial tempo or level you wish to set.

Press key pad 2 whiie holding | SHIFT | down.

IHIT FPHEAM<SOMGE 8>
> ETEMFO=#0FF+ J=1726
SHIFT b INTTIAL PARAMETE f
FTN APPEND ON.~OFF Initial Tempo

b

Select ON/OFF for the initial tempo using [ — 1.”OFF |[ + 1/ON| or the VALUE
slider.

ON
OFF

: The initial tempo you set is used
: The initial tempo is not used

Move the cursor to the right with E}, then set the initial tempo (20 ~ 250
bpm) using |~ 1.”OFF|[+1,70N], or the Numeric Keys.

Press {SELECT | to select the initial level.

4 T FPREHM <S0OHE &3
FIJE]L = z:
T
Initial Level

Set the initial level
or the Numeric Keys.

(0—32) using|-170FF|[+ 170N}, the VALUE slidar

Press |ENTER| to return to the previous display.



4, Search Label

Step 1

Step 2

Step 3_

Step 4

(BIFUNCTIONS FOR SONG PLAY

This function allows you to search for a label set in a song and
begin playback from the next rhythm pattern.

*How to set labels is fully explained on page 119.

With the unit set to the Song Play mode and stopped, follow this procedure:
Press keay pad 3 while hoiding | SHIFT | down. -

Label search begins from the beginning of the song. When the first label is
found, the display responds with :

ERASBE 3 BELL

Song Data )
Label Label Label

o [SERRCH LABELZSONG B
"EEEL B1% MERS GELT
TSHIET b SEARCH TABED f T
PN BXTRACT Labsl Name Bar Number of the rhythm
pattern which will play from
the label currently shown.

#When a label is not found, the message “Label not found” appears.

To search for another label, press [~ 1,”OFF || + 1,7ON].

ot o o - e e - - — —
—reer PARAM A INS T et )
- 17QFF SELECT (%) +1,/0N

I
. T

To search the To search the
previous labal next label

e —

Press |ENTER | to return to the display of the Song Play mode.

Press | START./STOP | while holding [SHIFT | down, and the song starts playing

from the label.
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5. Time Calculate

This function calculates the time needed for a song to be played
(or to a specifc bar) according to the initial tempo (see page 130)
set in the song.

% The Time Calculate function is not obtained unless the initial Tempo is set to ON.

Time Calculation for with the unit set to the Song Play mode and stopped, foliow this procedure :
the entire song

Step 1 Specify the song number for which you wish to caiculate time.

Step 2 Press key pad 5 while ho{ding' SHIFT | down.

ERASE 5 TOM 1

—i [T}
T
—
1
[
o
[

—t i
it
I
™
=L
I3
i

SHIFT TIME CALCULATE
METRONOME SET

b

Step 3 Press Numaric Key 1 to select “TOTAL.

The display reads “Calculating,” showing that the total time is now being
calculated. The time is later displayed.

Initial Tempo

=
{5

SOHE 8
TOTHL= E

i”"l L

LT ] H

-+_E_-_‘r!+-

LT |...J

— ii..i'i

Hour Minute Second

Step 4 Press | ENTER | to return to the previous display.

%I1f The [nitial Tempo is set to “OFF,” the “Init Tempo Off" message appears
in the display.
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Time Calculation up
to the specified bar

Step 1

Step 2

Step 3

Step 4

BHIFUNGITIUND FUR DUNG MFLAY

With the unit set to the Song Play mode and stopped, follow this procedure :

Play the song up to the bar where you wish to calculate time.

*You can also specify the bar number using [ = 1,70FF|{ +1,70N]| or the Numeric
Keys : with the unit set to the Song Play mode and stopped, move the cursor
to “MEAS" with E and [E], then set the bar using | — 1,0FF ||+ 1,70N| or
the Numeric Keys. In this case, the unit calculates the time needed before the

specified bar starts playing.
Press key pad 5 while holding | SHIFT | down.
Press Numeric Key 2 to select “LAP.

The display reads “Calculating,” showing that the time is now baing
4, k-
caltllated.

initial Tempo

<4

[
T

-
i

1l

ol b=t

E il (4

Bg 5...:.'

EEN

[y R
2]

I:.'; “t

T

Spacified bar Mo

T
-
Pk
!'l_
g

13
=

h2t 17

r Minute Second

o

Press |[ENTER| to return to the previous display.
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(3JFUNCTIONS FOR SONG PLAY

6. Time Display

134

Step 1

Step 2

Step 3

The Time Display function checks the elapsed time from the

moment the song starts playing or resumes playing with the
Continue Play (see page 128),

With the unit set to the Song Play mode and stopped, follow this procedure :

Press key pad 6 while holding | SHIFT | down.

ERASE 8 TOM 2
TIME DISFRLAY
P> $OFF
SHIFT b TME DISPLAY
SWING ET (HQ/OFF

Select ON“OFF of the Time Display function using [—1/0FF {{ + 1 ON] or the
VALUE slider.

ON : The piaying time is displayed
OFF : The playing time is not displayed

Press |[ENTER| to return to the previous display.

With the Time Display function is ON, the display responds during song
piaying.

Performance time
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7. Time Set

Step 1

Step 2

Step 3

Step 4

Step 5

BIFUNUTIONS FUR SUNG PLAY

This function sets the initial tempo so that the song can be played
within a specified time.

With the unit set to the Song Play mode and stopped, follow this procedure:

% The Time Set functicn is not obtained unless the Initial Tempo (see page 130)
is set to ON.

Specify tha song number which you wish to time set.

Press key pad 7 while holding {SHIFT | down.

ERABE 7 TOM 3

T P
1 _'E; o S S T
=0T T L e |

Hour  Minute Second

Move the cursor with [«] and [>], then set the perfarmance time with
{—1/0FF{[+ 1,70N], the VALUE slider or the Numeric Keys.

Press |ENTER|.

“Calculating ... "

¢

1 =t
o
il
if 1™

—
Gl

appears in the display showing that the initial tempo is now
being calculated. The set initial tempo is later displayed.

TIME ZET
IMITIAL

TEMFO Jd=1&7
?

Calculated Initial Tempo

*When the initial tempo exceeds the 20 to 250 bpm range, the display shows “Out
of range,” and the initiai termpo is not entered.

Press |ENTER | again to return to the previous display.

*1{f The Initial Tempo is set to “OFF,” the “Init Tempo Off
the dispiay.

message appears in

135



136



OTHER USEFUL
FUNCTIONS

ULility »sseesserrsemsssemsnnsensnnssenennsesseasnceens P.138
[2) Temporary Assign/Instrument List---------- P.140
INEIANZALION «voveeereeerevimmmrmmmmrieiiimimrerersranens P.141
[4) Memory Card (RAM) «--scorrrermmmmmrennnnan. P 148
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1) UTILITY

The Utility Mode contains three functions :

@Available Memory {for checking the remaining memory for songs
and rhythm patterns)

@AIl Song Clear (for erasing all songs stored in memory)

@Al Pattern Clear (for erasing all the User-programmed patterns)

1. Available Memory
This function allows you to check the remaining memory for songs

and rhythm pattern data. It is shown as a percentage (%). At O%,
no more data can be written.

Step 1 Prass {UTILITY | to select the Utility Mode.

Step 2 Press Numeric Key 3 to select “AVAIL

Ef:

Il
Hi 5

g

ILAELE MEMORYC %o
= =8 FPTH= 7
Remaining memory for songs (in %) T Remaining memory for Pattern Bank B (in %)
Remaining memory for Pattern Bank A (in %)

5

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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2. All Song Clear

Step

Step

Step

Step

3. All Pattern

Step

Step

Step

Step

L arE 3

This function erases all songs in the R-8MK Il.

Press |UTILITY | to select the Utility Mode.

Press Numeric Key 1 to select “SONG CLR.

HLL SOME CLE
er R T

E_!'t Ot

3
[

D

Press .
ALL SOMz CLEAR

% [Are wou sure 7

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

"Completed” appears in the display showing that all songs has been erasaed,

Clear

This function erases all the User-programmed pattern data in the
R-8MK H.

Press |UTILITY | to select the Utility Mode.

Press Numeric Key 2 to select “PTN CLR.”

HLL FATTEREM CLEARE
. Praz=s ERHTER.

Press .
Hi.l. FATTEEM CLEAE

e HpEs WO sure P

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

“Completed” appears in the display showing that all rhythm patterns have
beery erased.
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ZITEMPORARY ASSIGN,”/INSTRUMENT LIST

2] TEMPORARY ASSIGN/

INSTRUMENT LIST

The following explains useful functions for [nstrument settings ;
Temporary Assign and Instrument List.

1. Temporary Assign

Step 1

Step 2

The Temporary Assign function allows you to temporarily assign a
specified Instrument to all the key pads. That is, even when vou are
editing Sound parameters of an Instrument which has not been
assigned to any key pad, you can hear the sound by playing the
key pads.

*The Temporary Assign function cannot be obtaigygd in the instrument Assign, Muiti
Assign, Performance Parameter setting or Step Write screen where the Instrument
cannot b:a played by hitting the key, pads.

*When you play an Instrument that has not been assigned to any key pad using
the Temporary Assign function, the Performance parameters you have set for each
key pad will ba ignored.

* When Temporary Assign is turned on, you cannot select the Pad Banks.

Prass [TEMP ASGN|.

The Instrument shown in the screen will be assigned to all the key pads. (In
a screen where the Instrument is not shown: such as in the Real-time Write
screen, the tnstrument [ast selacted will be assigned.)

To raturn to the previous cnndition., press | TEMP ASGN | again.

2. Instrument List

Step 1

Step 2

Step 3

140

The Instrument List function ailows you to check which Instruments
are used in a specific rhythm pattern.

Press |INST LIST].

The following screen will be displaved and the Instrument shown in the

screen can be plaved by hitting any key pad (Temporary Assign mode).

Pattern Bank,”Number

IMST LIST «<FPTHEGEG
EEl CEae: DEY_KL
T )
Instrument
List Number

Using [~ 1.”OFF | and | + 1,”ON]| or the Numeric Keys, check the Instruments

used in the rhythm pattern.

Press |INST LiST| to return to the previous screen.
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INITIALIZATION

The initializing function of the R-8MK i
factory preset data.

3

is used 1o recall the

Initializing Note The setting of the note numbers can be returned to the factory

Numbers presets.

Step 1 Press to select the MIDI Mode.

Step 2 Press Numeric Key 7 to select “NT # INIT.”
HOTE# IMITIRLIZE
4% Preszz EHTER.

Step 3 Press [ENTER]. . Yo
The display responds with “Are you sure?”.

Step 4 To continue, press | ENTER | again.

To stop, press [EXIT|.

The Instrument assignments to the key pads and the Instrument
under Multi Assign can be returned to the factory presets.

Initializing Instrument
Assignment

Step 1 Press [INST ASSIGN | to select the Instrument Assign Mode.

Step 2 Press Numeric Key 3 to select “INIT.

rEs

{71
-t

IT <BRLL>
EMTER.

1
o

_l_ "E;

el

It

I
=

To initialize the entire Instrument Assignment, skip the following step 3, and
go to step 4.

To initialize the Instrument of a certain Pad Bank, select the Pad Bank with

=EE.

Step 3

Step 4

Step 5

To initialize an instrument

Prass [ENTER|.

The display responds with

To continue, press | ENTER
To stop, press |EXIT|.

in the Multi Assign, preas |MULTI|.

"Are you sura?’.

again.
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Z)INITIALIZATION

Initializing Sound The Sound Parameters can be returned to the factory preset values.

Parameters
Step 1 Press to select the Sound Edit Mode.
Step 2 Press Numeric Key 3 to select “INIT.”
SOUHD IHIT
1 SOUIMD BHLL
Step 3 Specily the Instrument to be initialized with the Numeric Keays.
To initiaiize a specific Instrument, press Numeric Key 1.
SOUMD IMITYWMCRESH_CS: 2
++ Praossz EMTER,
. -

To initialize all the Instruments, press Numeric Key 2.

SOUHD THIT o
+* Frezz EMHT

LL =
F:

I

*If you have pressed Numeric Key 2 in the above step, skip step 4 and go to step
5.

Step 4 Tap the key pad that corresponds to the Instrument to be initialized.
If necessary, change Pad Banks with [<][>>].

Step 5

Step 6

142

Press |ENTER|.

The display responds with “Are you sure?”.

Te continue, press | ENTER | again.
To stop, press |EXIT|.



Clearing Performance The Performance parameters of all the key pads can be cleared
Parameters (Pan = OFF, all the other parameters = D).

Step 1 Press | PERFORM | to select the Performance Edit Mode,

Step 2 Press Numeric Key 3 to select "CLEAR."

FERFORM CLEARE <HLL:
w4 Fraess EMTER.

To initialize the Performance parameters of all the key pads, skip the following
step 3, then go to step 4.

Step 3 To initialize Performance parameters of a certain Pad Bank, select the Pad Bank

with [<][>].
To initialize Performance parameters in the Muiti Assign, press { MULTI|.

.
Step 4 Press |ENTER|.

The display responds with “Are you sure?”.

Step & 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 select the Feel Edit Mode.
Step 2 Press Numeric Key 1 to select “PATCH."
Step 3 Specify the Feel Patch number to be cleared.

Step 4 Prass [EXIT | to return to the Menu Display, then select “CLEAR" by pressing
Numeric Key 7.

Feel Patch Number

FEEL FHTEE

3+ FPre

EARC#E -
E‘

Step 5 Press |ENTER:.

The display responds with “Are you sure?”.

Step 6 To continue, press | ENTER ! again.
To stop, press |EXIT].
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[BINITIALIZATION

Initializing the All data in the R-8MKIil can be initialized. The demonstration songs
R-8MK I ~User Patterns (Preset Patterns are copied to Pattern Numbers Q0

to 31) and Feel Patches are also set.

Step 1 Switch the R-8MK il off.

Step 2 While holding | PAGE | and {SELECT | dawn, switch the unit on.

CURSOR.
-4 PAGE »
LI L] jpowen S— =
b _, [F¥ETEW IWITIALIZE
S 33 Frez: EHTEE.

- | /QFF SELECT

{%) +1./70N

l____Jl_b

Step 4

Step 5

144

1 b

Press |[ENTER/.

The dispiay responds with “Are you sure?”.

To continue, press |ENTER | again.
To stop, press |EXIT .
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MEMORY CARD (RAM)

All data programmed in the R-8MK I, such as rhythm patterns,
songs, Sound Parameters and Performance Parameters can be saved
onto a RAM card (optional).

*The Sound ROM card cannot hold the R-8MK [I's data.

Notes on using a - @Use only an M-256E RAM card.

RAM card .
®Read the instructions supplied with the card carefully,

®Normaily, set the protect switch on the RAM card to the ON
_. position to protect data, Set it to OFF only when saving data onto
¢ the card. ° '

@®lInserting a RAM card with the protect switch “OFF" into the ROM
k] card slot will damage the data on the RAM card.*When using the
card again later, you'll be required to format it.

®If you keep the RAM card connected to the R-8MK i with the R-
8MK (| switched off, the lithium battery in the card will be drained.
When you switch off the R-8MK Ii, remove the card.

@®If an error message is shown in the display, correct the problem
as explained in the “Error Message Table” on page 175.

®Do not switch off the unit while loading {(or saving) data from (or

to) a RAM card, Data on the card or in the internal memory of the
R-8MK || may be erased.
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HAIMEMORY CARD (RAM)

1. Formatting

Step 1

Step 2

Step 3

148

To save data onto a brand new RAM card or one used by another
unit, the Tfollowing formatting procedure is required. Formatting
saves all in the R-8MK Il onto the card.

* Formatting will erase any previous data stored on the RAM card.

Insert the RAM card intc the RAM Card Slot securely (it should click into
place).

MEMORY CARDZ (RAM) MEMORY CARDI1 (ROM)

[ # ] | ]

\_

Card Number 2 is indicated

ACDE FATIERN TEMPO

EDIT Fomedti R
iNST UTIL T canp | (I .11 A
PAD BANK | A | assign 1 O e

Set tha protect switch on the RAM card to OFF.

> |

gl

OFF

Press | CARD| to select the Card Mode.

MODE
SONG PATTERN A

l I I | [BLOAD REM BSAUE EEH
INST ASSIGN  CAFD vriory MEIFOREST IR !

I —




Step 4

Step 5

Step 6

Step 7

Step 8

[4IMEMORY CARD (RAM)

Press Numeric Key 3 to ssliect “FORMAT.

@If you are using a brand new card, the Card Name setting display
appears :

FHM CH
CHED H

RLDOFORMET
HME S <

®If any data is written on the card, the following display appears:

MoLHRED FORMHT

‘ H
ta ewisi & FORMAT?

LI

F
[

i

To continue, press | ENTER |, and to stop, press |EXIT]|.

*if the RAM card is not connected correctly, the “Card not ready” message appears.

If this happens, remove the card, reinsert it properly, then repeat the procedure.

*If the connected card cannot be used with the R-8MK [l, the “Improper card”

message appears.

Move the cursor with {«(] and [B], then create a card name with [= 1, OFF
, the VALUE slider, or the Numeric Keys.

Pressing a Numeric Key also switches between numbers and letters,”symbols
mode (marked at the upper right of the keys). If you wish to use small
letters, press a Numeric Key while holding {SHIFT | down.

Press .
FEHM CRED FOREMHT

S Opm doyg syrs 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.
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(@IMEMORY CARD (RAM)

2. Save

Step 1

Step 2

Step 3

Step 4

Step &

Step 6

Step 7

Step &

148

The save procedura copies data from the R-BMK Il cnto a RAM
card.

*To save data onto a brand new RAM card (or one previcusly used by another unit,
such as the R-8}, the formatting procedure {see page 146) is required. Formatting

copies all data in the R-8MK |l onto the RAM card.

Insert the RAM card Into the RAM Card Slot securely (it should click into
place).

Set the protect switch on the RAM card to OFF.
Press |CARD | to select the Card Maode.
“SAVE RAM.”

L

Press Numeric Key 2 to select

SAUE T0_RAM ©
BSEG+SETLFESES

ur IIE

i
EISETLF

Specify the data group to be saved using Numeric Keys 1 to 3.
Normally, use the “SEQ + SETUPR.”

If you have selected "SETUPR,
You can skip step 6.

the Display responds with “Are you sure?”.

1 SEQ + SETUP
2 SEQ
3 SETUP

:Saving SEQ and SETUP data.

:Saving Rhythm Patterns (Pattern Bank A,”B) and song data.
:Saving Instrument Assign, Sound Parameters, Performance
Parametars, Level Parameters, Feel Patches, Matronome, Rall,

Sync Mode, and setting of MIDI functions.

If you have selected “SEQ+ SETUP" or “SEQ

be saved with [PTN BANK |, then press {ENTER/|.

The Display responds with “Are you sure?”.

select the Pattern Bank to

Selected data froup Card Name
SHVE CS5+S5reMUSI0 1
4 FTH BEHME @?

T

Pattern Bank to be saved

Press |ENTER|.

“Completed” appears showing data is now saved onto the card.
*To leave this mode, press [EXIT].

Sat the protect switch on the card back to ON.



3. Load

Step 4

Step 5

Step 6

HEIVITIVIDRTY WAL \MAVE)

The lLoad procedure copies data on a RAM card into the R-8MK
I,

%It is possible to load the R-8's data into the R-BMK I If loaded, however, the
R-8's Instruments will be automatically replaced with the correspending Instruments
of the R-BMK I, since the internal Instruments of these two units are different
{refer to the next page). Therefore, the Instruments may sound slightly different
on the R-8MK il

[nsert the RAM card into the RAM Card Slot securely (it should click into

- place),

.

Press {CARD| to selsct the «Cg’rdir'-Mndg ks

Press Numeric Key 1 to select “LOAD RAM. . S

LOMD FEOM EHM CHED
HBoER+SETURESERESETUR

Spacify the data group to be loaded using Numeric Keys 1 to 3.

Normally, use the “SEQ+ SETUP."

If you have selected “SETUP,” the Display responds with “Are you sure?”.
You can skip step 5.

1 SEQ + SETUP :lLoading SEQ and SETUP data.

2 SEQ :Loading Rhythm Patterns (Pattern Bank A.”B) and song data.

3 SETUP :Loading Instrument Assign, Sound Parameters, Performance
Parameters, Leval Paramaters, Feel Patches, Metronome, Roil,
Sync Mode, and setting of MID! functions,

If you have selected "SEQ+ SETUP” or “SEQ,” select the Pattern Bank where

the Rhythm Pattern will be loaded with |PTN BANK |, then press |ENTER{.

The Display responds with “Are you sure?”.

Selected data group Card Name

Destination Pattern Bank

¥ you try to load the R-8's data, following message will apper. In this cass,

press [ENTER] .
LORD <Z+54pUsIC 10
*% R85 datarl uhwwﬁt?

Press |ENTER].

“Completed” appears showing data is now loaded into the R-8MK 1.

*To leave this mode, press |EXI|T].
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[AIMEMORY CARD {(RAM)

Instrument conversion : loading R-8 data into the R- 8MKII

150

R-8 welp R -BMK Il R-8 =gy R-8MK I
1 DRY_K1 K06 DRY_KI1 35 POWR_T4 T16 ROCK_T4
2 DRY_K2 K07 EZ_K 36 DOOM_T1 T25 DCOM_T1
3  WO0D_K1 K30 WOOD_K3 37 CLsSD__H1 HO4 CLSD_ H4
4 DBLH_KI1 K22 ROOM_K4 38 OPEN_H1 HOS OPEN_H4
5 DBLH__K2 K04 DBLH_K3 39 PDAL_H1 HOE PDAL__H4
8 SOLIBb_XK K25 S0LiD_.K 40 CRSH__C1 Y01 CRSH_C9
7 ROCM_X1 K18 ROOM_KI1 417  MLLT_C1 Y10 MLLT_C2
8 ROOM_K2 K20 ROOM_K2. 42 RIDE_C1 Y05 RIDE_C3
g MONDb_K Ki6 MONDO_K 43 RDBL_C1 Y06 ARDBL_C3
10 WOO0D_ 51 527 WOOD__5% 44 BELL_C1 Y07 BELL_C3
11 QPEN_S31 516 REAL_S 45  80BCLAP P54. B0BCLAP
12 TIGHT_S 524 TIGHT_S 46 OPEN_D1 P35 OPN__SRD
13  NICE_S1 810 LA_S 47 TAIKOT P41 TAIKO2
14 FAT__S1 S06 FAT_S1 48 CLAVE?D P20 CLAVE1
15 IMPCT_S 520 SHARP_S 43 CABASA1 P26 CABASA1
16 SNAP_S1 S02 BRITE_S 50 COWBEL1 P01 COWBELN
17 QUCH_.S 508 GATE_S 51 TAMBRN1 P03 TAMBRN1
18 RVB_31 519 RVB_S1 52 SHAKER1 P25  SHAKER1
i9 PICL_31 513 PICL_S1 53 MUTE_CG P17 MUTE_CG
20 RIMSHT1 $17 RIMSHT1 54 SLAP_CG P16 SLAP_CG
21 RIMSHT2 307 FUNK_S 55 LOW_CG P14 LOW_CG
22 SIbSTKA 538 SIDSTK1 56 SLID_CG P15 SLID_CG
23 3SIDSTK2 540 SIDSTK4 57  AGOGOD1 P22 AGOGO1
24 DRY_T1 TO1 ATAK_T1 58 OCT__AGG P30 OCT_AGG
25 DRY_T2 TO2 ATAK_T2 59  WHISTL1 P27  WHISTLA
26 DRY_T3 TO3 ATAK_T3 60 WHISTL2 P28 WHISTLZ
27 DRY_T4 TO4 ATAK_T4 61 CAN1 P42 CAN3
28 ROOM__T1 T17 ROOM_T1 62 BACK_S51 X09 BACK__S1
29 ROOM_T2 Ti8 ROOM_T2 63 BACK_T1 X10 BACK_T1
30 ROOM_T3 T19 ROOM_T3 64 BACK_C1 X11 BACK_C2
31 ROOM_T4 T20 ROOM_T4 65 SPARK1 X07 SPARK1
32 POWR_T1 T13 ROCK__T1 66 SURF X12 BACK__GO
33 POWR_T2 T14 ROCK_T2 67 WHEEL1 X08 WHEEL2
34 POWR_T3 T15 ROCK_T3 68 REST ROT  REST

* Rhythm Patterns

the R-B8MK II,

(00 — 99) on the R-8 are loaded to patterns AO0 — ASQ j
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SYNC PLAY

The R-8MK Il can synchronize (sync) to other MIDI equipment or
an MTR {muiti track recorder).

1. Sync Mode Setting

Tempo Display

Step 1

Step 2

Step 3

You can determine what kind of device the R-8MK Il should sync
to.

With the unit set to the Song or Pattern Mode and stopped, follow this
procedure :

Tap key pad 16 while holding [ SHIFT | dewn.

EFRASE 16 CLAF

By
e
o
—] 3

MOGE SELECT
mal ERHAL .-

SHIFT b SYNC b »

Salect one of the three Sync Mcdes using| —1,70FF || +1,7ON], or the VALUE
slider.

o
b~
.J-

INTERNAL :An external device synes to the R-8MK ||

TAPE :The R-8MK |l syncs to the sync signal recorded on an MTR
MIDI :The R-BMK |I syncs to the MID! clock signal of an external MIDI
device

% When the Sync mode is set to MIDI (TAPE) but clock signais (Sync signals) are
not being received, the Roll effect cannot be obtained with the Key pads.

Press |ENTER| to select the previous display.

i the "MIDI"™ or "TAPE" Sync Mode is selected, the tempo display
will be as shown below, and tempo control is not available from

the R-8MK II.
. ===
MODE aATTERN (L TEMPO (
|_Eoit X - -
INST_UT, [ canp ] . 1 e ;
FAD BANK| A I assion | ' il
/L_ - 1- N
e e P it
i ) i ]
i MIDI . | TAPE |
: Stopped Playing ,[ : Stopped Playing :
1 TEMFO TEMPO | ] TEMPO TEMPG 1
! . | i - i
v IR Pl ! I THF tar| !
N o e o e e e v~ —— —— - N e e e e e - e e e e e e e e e -

If [START.”STOP | is pressed without any sync signal fed into the R-8MK I,
the dispiay indicates the plaving, but the R-8MK Il does not start piaying
until the sync signal is received from the external device.
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[BISYNC PLAY

2. MIDI Sync

When the R-8MK (i
is a master device

When the R-8MK ]I
is a slave device

182

in MIDI sync, the R-8MK Il functions as a master or slave device.

To control an external device with the R-8MK IlI's Start,”Stop or
tempo messages, set up the R-8MK Il with an external device as
shown below.

Master .Slave
MIDE OUT MIDH IN

MIDI Device

h 4

R-8MK I

Sync Mode : INTERNAL

*When’ the slave device (external device) can receive MIDI Song Select or Song
Position Pointer messages, the song numbersbar numbers set on the R-8MK ||

are also selected on the slave device.

To control the R-8MK Il with the Start,/Step or tempo messages
from an external device, set up the R-8MK Il and the external
device as shown below.

Master Slave
MIDI OUT MIDI IN

MID! Device * R-BMK Il

Syne Mode . MIDI

* When the master device {external device) can transmit MIDl Song Select or Song
Position Pointer messages, the song numbers, bar numbers set on the external

device are also selected on the R-8MK if.



3. Tape Sync

Recording Sync

signals

Step 1

Step 2

Step 3

Stap 4

Step 5

TG FLAT

The R-8MK Il can sync to an FSK (synchronizing) signal recorded
on an MTR. You can use the R-8MK i as a tape sync interface
to make another MIDI device {which does not feature a tape sync
function) play in time with an FSK signal recorded on an MTR.

To record tape sync signals from the R-8MK Il to an MTR, follow
this procedure :

TAPE SYNC
ouT LINE IN
R-8MK 1 > MTR

* When recbrding tape sync signals, do not use noise reduction or an equalizer ;
devices will cause problems. If you cannot aveid using them in recording (because
of the specifications of the MTR), you must use them in exactly the same settings
during playback,

Set the Sync Mode of the R-8MK |l to “INTERNAL" (see paga 151).

Adjust the recording level (approx.— 10 to —3VU) on the MTR.

*When the R-8MK Il is stopped, pilot signals are aMays output from the TAPE
SYNC QUT jack.

Set the tempo for the sync play.
Start recording on the MTR first, then start the R-8MK || a few seconds later.

When the R-8MK || stops playing, wait for a few seconds and stop the MTR.
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BISYNC PLAY

Sync Play

154

Step 1

Step 2

Step 3

Step 4

The R-8MK Il syncs to the MTR's tape sync signals.

LINE OUT TAPE SYNC iN
MTR > R-8MK i

Rewind the tape until the pilot tone changes to a modulated (changing} tone.
Set the Sync mode of the R-8MK il to “TAPE’ (see page 151).

Start the MTR.(Set the track with the tape sync signais to the Play mode, and
the other tracks to the Recording mode if necessary.)

Press [START STOP! on the R-8MK I!.
% Be sure to press before the pilot tone changes to a modulated

tone.
When the tones change, the R-8MK Il synchronizes to the tape sync signals.
%1t is not possible to start tape sync while the tape is playing.
* When tape sync cannot be achieved, adjust the output jevel of the tape sync signals

and repeat the procedure. If you still cannat achieve proper sync, record the tape
sync signals again at a different level.



[6) MIDI

1. MIDI Message

MIDI Connectors

MIDI Channeis

vt

The R-8MK [l can be played using an external MIDI device, or can
play an external rhythm machine or MIDI module. Also, using MIDI
Exclusive messages, all data in the intermal memory of the R-8MK
i can be transferred to an external device.

Communication

MIDI stands for Musical Instrument Digital Interface, an international standard
for communication between musical instruments. MIDI caompatible devices can
exchange performance informatien {(what notes were played, for how long, at
what volume, etc.) with other MIDI devices, even if they are of a different
model or made by a different manufacturer.

Under the MIDI standard, performance events such as plaving on a kevboard,
or depressing a pedal are handled as MIDI message.

.‘ -
MIDI messages are transmitted or received (via special MIDI cables) through
the following MIDI connectors :

MIDI IN :This connector receives MIDI messages sent from an external MID!
device.

MIDI OUT :The R-B8MK |l sends MIDI messages through this cennector.

MIDI THRU :An exact copy of the MID! messages received from MIDI IN are sent

out through this connector,

¥ Using MID! THRU connectors, it is theocretically possible to connect many MIDI
devices. However, 4 — 5 devices seems to be the practical limit. The more devices
you connect in your system, the greater the chance of signal delay or deterioration.

The MIDI standard allows for the simultaneous transmission of different MiDI
messages to several MIDI devices through one MIDI cable. This is made
possible by the use of MIDI channeis. MIDI channels are similar to those
found on a TV. By changing TV channels, you can watch programs of many
different TV stations. That is, when the channel of the receiver matches that
of the transmitter, the corresponding channel messages are transferred.

TV messages from various TV stations are sent

TV station A \:rough the antenna's cable.
TV station 8 » Select the channel of the
[::. TV station you wish to

watch.
TV station C / TR =
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Transmit channel: 1

MIDI provides 16 channels., MIDI messages are only transmitted when the
receiver's MIDI channel matches that of the transmitter. For instance, if the
MIDI channels are set as follows, only Sound Modute B will sound by playing
the keyboard :

MIDI OUT MIDE IN MIDi THRU

Recieve channel : 2 ¢

sogoa ao

qpp 2555 se] eeemaeea s - oo Modeie =A=5_
O SO B

oo EEE S

= | - 00 Module=B=1"

MIDI messages used

on the R-8MK [i
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There are a variety of MIDI messages, each carrving different tvpes of
information, MIDI messages are divided into two categories : ‘'Channel
messages that are dealt with in each individual MIDI channel, and ‘System
messages which are dealt with rggardless of the MIDI channel setting.

< Channel Messages >

These messages are used mainly for transmitting performance information.
Normally, you can control almost everything using Channel messages. How
each MID!I message controls the system varies depending on the setting on
the receiving device.

@ Note Messages
Note messages are for playing sounds and carry the following information:
Note Number :The pitch of a sound (ths number that represents the position on
the keyhoard). ‘

Note On :Pressing a key (or key pad in this case).
Note Off :Releasing a key.
Velocity :The strength with which a key pad is played.

#The notes on a MIDI keyboard are represented by the numbers O to 127, Middle
C (C4) is obtained by playing Note Number 60.

#*R-8MK |l does not send Note Off messages immediately after a Key Pad is hit
There is a short interval after which Note Off messages are sent.

#The R-8MKH has been set so that the sound will not be cut even when it receives
a Note Off message. This is because all the internal Instruments will naturally decay
sven without receiving a Note Off. However, if you wish to use the R-8MKIl as
a sound moduls for a keyboard, you may wish to mute a sound when releasing
a kay. If so, turn on the Note Off Switch,
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Generally speaking, a Note Number defines the pitch of a note. On Rhythm
machines, however, Note Numbers define drum voices (Instruments). The R-
BMKIl contains an Instrument Section that aillows vyou to play various
Instruments with Note Numbers and Performance Sections where the sound
of one Instrument is changed with different Note Numbers,

® Program Change Messages

Normally, Program Change messages are used for sound selection. Program
Change numbers 1 — 128 are used for selecting corresponding sounds. The
R-8MKI allows you to select a Rhythm Pattern,/Fesl Patch from an external
MIDI device on the receive channel of the Instrument Section.

@ Control Change Messages

Control Change messages include Modulatron and Pan functions, and are used
for enhancing performance expression. Each function uses a different Control
Number. The available functions vary depending on the MIDI ‘device used. The
R-B8MKIl allows you to control the Pan or a certain parameter from an

external MIDI device. * . .

< System Messages >
System messages include FExclusive messages, messages needed for
synchronization, system monitoring, etc.

® Common Messages
Commen messages include Song Select, Song Position, ste.

@® Real - time Messages _
These messages, used for synchronizing to an external device, include Tempo
Clock, Start,”Stop and Continue Start.

@ Active Sensing Messages

These messages are used to monitor the integrity of the MIDI connections.
¥ MIDI messages are not received periodically, the MIDI device will reset.
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@® Exclusive Messages

Exclusive messages deal with things unique to a specific machine. Exciusive
messages can only be exchanged between two identical devices {eg., two R-
8MK Il ). For a detailed explanation, see MIDI implementation (orP.197).

?TMID! Implementation Chart

MID! allows many different musical instruments and devices to exchange data. It
is not necessarity the case, however, that all MID] messages can be received by all
MIDt devices.

For example, you may try to use a keyboard to provide control over Aftertouch,
but if the sound maodule you have connected doesn't respond ta Aftertouch, no
effect will be obtained. The only way two devices can exchange a given MIDI
message is if the particular function.is ¢ommon to both units. To help you quickly
determine how compatible two devices are, a MIDI implementation chart is provided
in the owner's manual of each device. By comparing the charts, you can see how
the MIDI messages of one device will be received by the other. The charts are
stanﬁrdizad $0 comparison is a simple matter.
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2. MID!I Function Settings

Instrument Section

Performance Section
1 to 4

The R-8MK Il transmits and receives MIDI messages as shown
below.

Channel Message

MIDI IN meeedl | Function Switch (smpedps | JNSTTUME! %‘Z‘;‘;’V”e) s MIDI OUT

Transmit Ch
Recaive Ch

Note Number

Control Change

Performance —
"' Section 1 (Receive) B

F-S

Receive Ch

Performance
Assign

The Instrument section should be set when you play the R-8MK |I's
rhythm voices with external MIDI equipment. In this section, a note
number is assigned to each Instrument.

i is possible to play the Instruments according to the assigned note numbers
with performance data sent from an external MIDI device, or to play more
than one MIDI device with the performance data of the R-8MKII.

The Performance section should be set when you play the R-8MK i
as a synthesizer sound module using an external MIDI keyboard.
In this section, one |nstrument is assigned to each of four sections. The
parameters (Pitch/Decay Nuance./Pan) of the assigned Instrument can be
changed depending on the keys you play on the keyboard.
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a. Transmit Channel Gnstnnnent Section)

160

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

When playing an external MIDI sound module with the performance
data (note messages) sent from the R-8MK I, the transmit channei
of the R-8MK Il can be set for each Instrument.

When using only one MIDI sound module, set the transmit channels
of all the Instruments to the same number. When using more than
one MIDI sound module, set different channels it necessary to
differentiate Instruments.

* The Note number setting of each Instrument {programmed at the factory) is shown

0;‘! page 194,

-

Press to select the MIDI mode. =~ . - 7_ .' K . -
| [ I, JaTs o BRY CH_
INST ASSIGN. ___CARD b EIMNOTE# W FLMCT IO+

I

Press Numeric Key T to select “TX CH.”

TEEMZMIT CHEMHEL
TEBCRESH C9x= 1A
f 1

Instrument Traqsmit Ch

Tap the key pad for the Instrument whose transmit channel is to be set.
Change Pad Banks with [<€][>]. if necessary.

Set the transmit channet (1 to 16} with |~ 1 0OFF|[+ 1, ON|, the VALUE
slider or the Numeric Keys. ‘

To continue, and set the transmit channels of another Instrumant, repeat steps
3 and 4.

Press |EXIT| to return to the Menu Dispiay.
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b. Receive Channel (Instrument Section,/Performance Section)

This sets the R-8MK IlI's receive channel for esach section where
MIDI messages are received from an external MID| device.

#The receive channel of the instrument Section is the Basic channel on which

Exciusive messages are received.
*Set the receive channels of the Performance section and Instrument section to
different numbers. If they are set to the same number, the Instrument section will

be given priority.

Step 1 - With the Menu Display shown in the MID| moda, press Numeric Key 2 to select

“RX CH.”
EECEIVE CHAMHMEL
. FIMST SECTION = L&
- X
Section Receive Ch

Step 2 Using | SELECT |, select the section whose raceive channel is to be set.

e PARAM NS T e $ INST SECTION (instrument Section)
- 1,/0FF  SELECT (§)  +1,0N $ PFM SECTION 1 (Performance Sectionl)
] ' IL _“ { $ PFM SECTION 2 (Performance Section2)
b $ PFM SECTION 3 (Performance Section3)
$ PFM SECTION 4 (Performance Sectiond)

Step 3 Set the receive channel (1 to 16) with{—1.70FF|{ +1,”0ON/|, the VALUE siider
or the Numeric Keys.

%Set the unused Performance section to “OFF." (OFF cannot be set with the

Numeric Keys.)

Step 4 Press EXIT | to return to the Menu Display.
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c. Note Numbers (Instrument Section)

162

Step 1

Step 2°

Step 3

Step 4

Step B

When Note messages are received on the receive channel set in the
Instrument section, the Note numbers determine which Instruments
will be played. When the R-8MK Il transmits Note messages, the
note numbers sat here will be used (see page 171).

* Preset settings for Note numbers are shown on page 184,

With the Menu Display shown in the MIDI mode, press Numeric Key 3 to select
“NOTE #.”

HOTE HUNMEER ASSIgH

CRETAE _TZ3= B450G 20
vt

Instrument . Note ntimber Note Name

Tap the key pad for the Instrument whose note number is to be sets °

Change Pad Banks®with [<][>], if Tif¥essary.

*¥If you wish to select an Instrument that has not been assigned to any Key Pad,
select it by pressing | — 1.”0OFF| and | + 1,/ON| while holding [SHIFT | dawn.

Set tha note number (0 to 127) with|[ -1, 0OFF][+1,70ON], the VALUE slider
or the Numeric Keys.

*If you wish to select an Instrument that has not been assigned to any Key Pad,
select it by pressing [~ 1,70FF]| and [+ 170N | while holding [SHIFT | down.
% Set Instruments that do not receive or transmit Note messages to “OFF." (This

cannot be set with the Numeric Keys.)

To continue, and set the note numbers of another Instrument, repeat steps 2
and 3.

Press |EXIT| to return to the Menu Display.

" ™
If you wish to monitor,~set the Note Number of an Instrument used in a Rhythm

Pattern, you can easily select the relevant [nstrument as shown below :

(D Select the Rhythm Pattern without changing to the MIDI mode (while in the
Pattern mode).

@ Press [MIDI], and then select “NOTE#" by pressing 3 on the Numeric Keys.
@ Press |INST LIST}. This will cause the screen to show the Instrument used in

tha Rhythm Pattern. You can specify the Instrument to be monitored using
[~ 1,/0FFiand [+ 1,/0N].

@ Press [INST LIST . This will retrieve the previous screen and the Note Number

of the selected Instrument will be displayed,
b, .
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d. Function Switch (Instrument Section,/Performance Section)

Function switches select whether or not to receive MIDI channel
messages. There are other switches for selecting transmission and
raception. They are Note Off, Pan, Program Change and Exclusive

switches.
Channel Message
Switch Note Off Switch
MIDI IN o o\c .
| Pan Switch

. o\o >
Program Change Switch

0

v

Note On
A - -
Control Change (except for Pan}
Exclusive Switch
e >
* The setting of the Function Switch is relevant to all sections.
Description of ®Channel Message Switch
Function Switches This selects whether or not to transmit and receive Channel messages (Note

~ Program Change, Control Change).

#If the Channel Message Switch is set “OFF,” no Channel messages are transmitted
or received, regardless of the settings of the Note Off, Pan or Program Change
switches,

®Note Off Switch
This selects whether or not to receive Note Off (or Note On with Velocity
zero) messages sent by releasing Keys on a keyboard. Normaily it should
be set to "“OFF,” and set to "ON" to mute a long decay sound.

ON :The Instrument of the note number is muted upon receiving Note Off.

Level

t T ——
t 1 Time

Note On Note Off

OFF :The Instrument of the note numbar is not muted even when Note Off
is received.
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@®Pan Switch

This selects whether or not to control the pan (Control Change number 10)
from an external MIDI device.

ON :The pan of the Instrument in the section which receives Pan messages
{if it is in the Instrument section, all the instruments) is changed and
remains active until another Pan message is received.

OFF :Pan messages are not received.

% The Pan messages can control only the $ound played by the MIDI messages received
at MIDI IN, but cannot control the sound {Song Play or Pattern Play) played by
the R-BMK Il itself. )

*When the Pan Switch is set to “ON,” the Pan assigned te the other Control
Changa numbers will be invalid. )

@®Program Change Switch
This selects whether or not to receive Program Change messages.

ON :Pattern Numbers.Feei Patch Numbers are changed according to the
Program Change Numbers received on the Basic Channel {receive
channel of the Instrument section).

Receivable
Mode Cperation
Range
Changes o the Feel Patch that is one number smaller than
Song Play 18,128 the receiving numbar, The selected Feel Patch is retained
Mode until it is changed to ancther Feel Patch or cancelled.

“128" will cancel the assignment of the Feel Patches.

Changes to the Rhythm Pattern that is one number smaller
Pattern | 1 — 1007 | than the receiving number.

Play Mode | 101, 102 | “101" will change to Pad Bank A. "102" will change to

Pad Bank 8.

OFF. :Program Changes are not recaived.

% Even if the Program Change Switch is set to "ON,” no Program Change is received
if the unit is set to modes other than Song Play or Pattern Play mode.

*!f the Program Change Switch is set to “ON” in the Song Playing mode, the Feel
Patch assigned to each rhythm pattern wiil be ignored.

@®Exclusive Switch

This selects whether or not to receive MIDI Exclusive messages.

ON :Exclusive messages are received when the R-8MK Il is stopped.
OFF :Exclusive messages are not received.



Step 1

Step 2

Step 3

Step 4

Stap 5

Now, let's set the Function Switches.

{BIMID

With the Menu Display shown in the MID! mode, press Numeric Kay 4 to select

“FUNCTION.”
FURCTION SWITCH
FOH MESSOGEE=+0MH+
1 i)
Function Switch Value

Using |SELECT |, specify the Function Switch to be used.

PARAMSINST $ CH MESSAGE (Channel Massage SW)
- 1,/0FF  SELECT ($)  +1/ON $ NOTE OFF {Note Off SW)

j [L__ _” $ PANPOT (Fan SW)  *
b $ PGM CHANGE (Program Change SW)

$ EXCLSV RX (Exclusive SW)

Select ON or OFF with |~ 10FF|[+1,/0ON], or the VALUE siider.

To centinue, and set the other switches, repeat staps 2 and 3.

Press [EXIT| to return to the Menu Display.
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e. Control Change (Instrument Section)

166

Step 1

Step 2

Step 3

Step 4

Step B

Step 6

Control Change messages (Modulation and General purpose controls
1 to 8) sent from an external MIDI device can control a parameter
(Pitch, Decay, Nuance or Pan} of the specified Instrument.

Once the Control Change is set, the corresponding Control Change
{the value of the specified parameter) s transmitted when the
specified Instrument is played.

i you record these performance messages into a MID! seguencer
from the R-8MK I, the Instruments will be played back faithfully
on the R-8MK I by the recorded performance data.

With the Menu Display shown in.the MID! mode, press Numeric Key 5 to select

 “CTRL CHG." - -

Control change

CTRL CHOMGEE ERO0OL
CRDEY K1 » «DECAE
T

Instrument Parameter

Using |SELECT |, select one of the Control Changes.

$MODUL (1)
$CTRL—1 (18)

i PARAMANST $CTRL~2 (1
-3 /OFF  SELECT ($) +1/0N $CTRL—-3 (18)

S a— e S
$CTRL-6 (81

$CTRL -7 (82)
vy $CTRL -8 (83}

*The numbers shown in ( )} represent Control Change numbers,

Prass the key pad that corresponds to the Instrument that transmits or receives
the Control Change.

Using [— 1/0FF| [+ 10N} or the VALUE siider, specify the paramster
(Parameters : PITCH, DECAY, NUANCE or PAN).

% “Pitch” cannot be selected with CTRL -5 to 8.
% Set the parameter of the unused Control Change to “OFF."
To continue, and set the other Contrcl Changes, repeat steps 2 to 4.

Press |EXIT| to return to the Menu Dispiay.
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f. Performance Section

Each Performance Section allows you to change parameter values (Pitch,”
Decay Nuance, Pan) of a certain Instrument by pressing different keys
(using different Note Numbers). For example, by changing the pitch in
semitone steps, you can play a melody using a MIDI kevboard.

In each Parformance Section, you select the Instrument and parameter to be
changed and set how it should be changed with the Center Note Number.”
Kayboard Follower. It is also possible to control the specified parameter in real
-time using Control Change messages.

Awvailable Variable Range of
Parameters the Keyboard Follower
Pitch 0~990 cents
Decay 0~9
Nuance : 0~3 L
Pan 0~1

@®Center Note Number

This parameter sets the Note Number (0 — 127) that is the standard of
a parameter value.

% The middle C {(C4) on a keyhoard is Note Number &0.

* The center panning position is obtained at the Center Note Number.

®Keyboard Follower
Keyboard follower determines how much the parameter should change by
playing farther a way from the selected Center Note Number. For example,
when the Keyboard Follower of the Pitch is set to 100 cents {(one
semitone), an equal tempsrament is obtained.

Ex. : If you wish to play the bass with the keyboard, assign the bass sound
to the Performance section, then select the Pitch parameter. Then set
the Center Note Number to C3 (48) and Keyboard Follower to 100 cents
(ore semitone).

®Control Change
Using Control Change messages, you can control any of the Decay.”Nuance
~Pan parameters in real-time. The Control Change messages are optional
from the Modulation {Control Number : 1), General Purpose Controllers 1
— 8 {(Control Number : 16 -~ 18, 80 - 83).
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Step 1 With the Menu Display shown in tha MID! mode, press Numeric Key 6 to select

* PFM SECT."
Performance Section 1 -4
FEM SECTIOH L SHOTES
FIHET =CEEETIE0L
? ¥
Parameter Value
Step 2 Specify the Performance section to be set with |—1/0FF||+ 1./ON!, the

VALUE slider or the Numeric Keys.

Stae 3 Using | SELECT |, select a parggeter, then set the amount of change for the
* parameter with [ — 1, OFF ||+ 1 ON|, the VALUE siider or the Numeric Keys.

$ INST (Instrument to be assigned to the section)

e P AFAM A NS T
-1/0FF SELEGT {$)  +1,/0M $ PARAM
H_ _JI {Parameter : PITCH,”DECAY.”NUANCE.~PAN)
$ CENTER (center Note Number: 0—127)
b $ KYBD FL (Keyboard Follower)

*The instrument is assigned to “$ INST' with a key pad.

Step 4 Select the Control Change setting display with | PAGE|.

psg
—

3:1

EE

TN
= I
£l
-

Fr CTEL CHG:
F N £

|T||:

F
£3 Moo= E

Step B Select a parameter with |SELECT |, then set the value of the parameter using
[~ 1/0OFF|[+1,7ON| or the VALUE slider.

e PARAM A INST e 3 PARAM
- 1,/0EF  SELECT ()  +1/0N (Parameter : DECAY ~NUANCE,“PAN)

$ CONTROL
I‘”'-—“_ b —JI_‘——I (Contrel Change : MODUL.~CTRL-1—8)

* The control number of each Controi Change is shown on page 166.
*Set CONTROL to °“OFF" when the Controi Change is not to be used.

Step 6 Press |EXIT] to return to the Menu Display.
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3. Example Setups
a. Using the R-8MK Il as a MID! Sound Module

Using the R-8MK Il
as a rhythm sound
module

The R-8MK H can be played by a sequencer, rhythm machine, MIDI
keyboard or MID! drum pads.

When the R-8MK Il is played by an external MIDI device, the sound
of each Instrument can be edited using Sound Parameters {see page
43). Performance Parameters have no effect.

MIDI oUT MIDI iN

Rhythm Machine

P
MIDI Pad N1 | |
- Seqencer, etc.

k) ooy ey

= O oo
Master — = 00000
= = [ O0On0

= == [ 0000

Slave

Set the MIDI parameters as follows :

@®5Set the Channel Message Switch (Function Switch) to “ON" (see
page 163).

@®Set the receive channel of the Instrument section to the same
number as the transmit channel of the MIDI device (see page 161).

®Change the note number assignments to Instruments if necessary
(see page 162).

*When the Roland PAD-BO is used as a master and the Pan Switch {one of the

Function Switches) is set to “ON,” the pan for each pad can be received (see
page 164).

Performance data from an external device can be written into rhythm patterns
with the R-8MK Il in the Reaitime Write mode. However, Note Off maessages
cannot be written into a rhythm pattern. Therefore, the mute effect cannot
be obtained.
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Using the R-8MK Il

a MIDI keyboard

170

Depending on the key played on the keyboard, the pitch, pan, decay
as a sound source for or nuance of specified Instruments will be changed.

MIDI OUT

MIDI IN

MIDI Keyboard

Master

v

00| |
= = [ 0000
— = 00000
= = [0 oooo
= .., [0 0000

Slave

Set the MIDI parameters as follows.

@Set the Channel Message Switch {(Function Switch) to

page 163).

“ON" (see

®Set the receive channel of any Performance section, 1 to 4, to the
same number as the transmit channel of the MIDI keyboard (see

page 161).

@5et the Instrument, Parameter, Center Note Number and Keyboard
Follower of the selected Performance section to appropriate values

(see page 167).

Performance data from an external device can be written into rhythm patterns
with the R-8MK Il set to the Real-time Write mode. However, Note Off
messages cannot be written into a rhythm pattern. Tharefore, the mute effect

cannot be obtained.
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b. Playing an external MIDI sound module with the R-8MK II

MIDI OUT MIDI IN
r I }
Rhythm Machine
DD | I Synthesizer
Sampler, etc,
= == [J 00OC0O =
= = O U000 ave

= = [0 0000
= == O 000

Master

*When using a sampler or synthesizer, select a sound with a quick attack and long
release time {the time needed from Note Off to zero} to prevent the sound from

being muted or cut off.
Set the MIDI parameters as follows :

@Set the Channel Message Switch (Function Switch) to “ON" (see
page 163).

®Set the transmit channel of each instrument to the same number
as the receive channel of the slave device (see page 160),

®Change the note number assignments to Instruments if necessary
(see page 162).
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4. Data Transfer via Exclusive Messages

Using MIDI Exclusive messages, all data in the R-8MK Il can be
transferred to another R-8MK Il or any MIDI device which can
raceive Exclusive messages. Also, the Sound Parameters of any
Instrument can be transferred using Exclusive messages.

a. Transmit (Bulk Dump)

Connections

172

Step 1

Step 2

Step 3

Data stored in the R-BMK I can be transferred to another MIDI
device. ‘

MIDI QUT MIDH IN
[ ]
Sequencer
R-8MK R-8MK 11, ete.
Transmitter Receiver

Set the basic channel (receive channel of the Instrument section) to the basic
channel of the receive unit {(see page 161).

With the Menu Display shown in the MIDI mode, press Numeric Key 8 to select
“BLK DUMP."”

BLLE DLMF

HALL HISETUR BSEQHE =+
RIGHE

ELLE DUMF

E=Eold H=ECE 31 FPTH <

Using Numeric Keys 1 to 6, specify the data group to be transferred.

T ALL :All data is transferred. (SEQ and SETUP)

2 SETUP  :Instrument Assign, Sound Paramesters, Performance Parameters, Level
Parameters, Feel Patches, Metronome, Roll, Sync Mode, and settings
of MIDI functions are transferred.

3 SEQ[H{H :Rhythm Patterns (Pattern Bank A.,”B) and Song data are
transferred.

4 SEQ[  :Rhythm Patterns (Pattern Bank A) and Song data are transferred.

5 SEQ[d  :Rhythm Patterns {Pattern Bank B) and Song data are transferred.

61 PTN :One Rhythm Pattern is tranaferred.



B MIDI

The display responds with :

Select Data Group

v
LL >
ER.

EULE
R )

A
T = EH

i

g'[} i""'i

When you have pressad Numeric Key 6, specify the Pattern Number to be
transferred with [ — 1,”OFF{| + 170N ], the VALUE slider or the Numeric Keys.

EULE [

o Frr.-:a

Step 4 Press |ENTER],

The display responds with “Are you sure?”.

Step 5 Press |ENTER| to transfer the data.

When the data transfer is finished, "Completed” appears in the display.

*To leave this mode, prass |EXIT|.
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b. Receive

The R-8MK Il can receive Exclusive messages from another R-8MK
H or MIDI device.

Connections

MIDI OUT ¢ MIDE IN
Seqencer, R-BMK 1, etc. R-BMK 1
Transmitter B Receiver
»
. Stgoa 1 To receive *ALL" or “SEQ" data, delete all the programmable patterns in the

internal memory {(see page 139).

Step 2 Set the basic chantel (receive channel of the Instrument section) to the basic .
channel of' the Transmitter (see page 161).

Step 3 Set the Exclusive Switch (Function Switch) to “ON" (see page 164).
¥ the R-8MK Il is stopped, it can receive Exclusive messages.
*When the R-8MK [l cannot receive “1 PTN” data, delete some rhythm patterns

in the internalf memory to create sufficient memory space. Transfer the data ance

again,

c. Transmitting Sound Parameters

Sound Parameters of an Instrument can be transferred via Exclusive

messages.
Connections
MIBI QUT ¢ MID] IN
R-8MK 1l Sequencer, R-8MK I, etc.
Transmitter Receiver

Step 1 With the unit set to the Edit Mode of Scund parameters, specify the Instrument
whose Sound parameters should be transferred.

Step 2 Press |ENTER | to transfer the data.
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1. Error Message Table

[ Qplistpgad ]t LW o

If an error message appears in the display, refer to the information
in this table for help.

& -

Card nob

o]

Name of previously loaded ROM card

LORDE D= "
S Dardd moth reacdu,
< Dard probected,
A4 Imerorsr card |
Rl amed SR MARET -4
ImFprorser cargd F

S+ Fin mepord tuilloH

®A RAM Card is not inserted correctly into the
RAM Card Siot.

rinsert the RAM Card properly (it should click into
placa).

@A Sound ROM Card is not inserted correctly into
the ROM Card Slot.

—rinsert the Sound ROM Card-. property (it should click into
place),

@®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-8MK |i.

rRepiace the card with the specified RAM card (M - 256E).

®When the R-8MX |i is turned on, the card
connected to the ROM Card Siot is not an H-8MK
i Sound RCM card.

rRapilace the card with the specified Sound ROM card.

®Nc more Rhythm Patterns can be written into the

Pattern Bank currently selected.(Press |EXIT! to
return to the previous mode.)

—=To continue Pattern Writing, select anaother Pattern Bank

or erase somae, existing Rhythm Patterns to make
sufficient space.
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s

morE meroed Full.

BEar # owerflow.

- Emphy pattarn.
e Mo EUE;t !

=+ Ir=t Fpot Found.
=% Checksum Erroe U

178

®There is no additional memory left for songs.
=rTo continue to write or edit song data, clear any unneeded
songs in the unit's memory.

@®As a result of Pattern Append the number of bars
in the pattern exceeds 99,
trChange the settings so that the total number will not
exceed 99,

@®There is no data in the source rhythm pattern for
Pattern Copy, Pattern Merge, Pattern Append, etc.
=Select another rhythm pattern.

@®In Micro Timing Shift or Macro Timing Shift, the
sound to be shifted is not yet selected,
=Check the procedure for the Micro Timing (Macro
Timing) Shift.

®in Pattern Extract or Instrument Change, the
Instrument you specified does not exist in the
pattern.

crSelect a different source pattern or Instrument.

®Exclusive messages are not received correctly.
Press |EXIT| to return to the previous mode.

rRepeat the procedurs carefully.
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®Too many MIDI messages are received at the same

time, making it impossible for the R-8MK |1 to

process them all. Press to and return to the

previous mode.

=rWhen this message appears during data reception,
decrease the amount of MIDI messages from the
transmitter.

+Sat the Function Switches so that unneeded data wiil
not be transmitted (or raceived).

@®You have selected a Destination Part within the ,

specified source Part during Part “Gtby.
©=rSet an appropriate Part number,

@There is no data in the selected Part in the Part
Copy or Part Delete procedure,
rSet the specified Part properly.

=Check if there is performance data in the specified Part.

@®Part Insert or Part Copy will result in more than
999 Parts in a song.

>Set it so the total number of Parts does not exceed
999,

@There is not enough memory left for executing
the Copy function.
—Delete unneeded rhythm patterns, then repeat the
procedura,

@This message appears, when a procedure is
cancelled in the middie, or when a procedure
cannot be executed.
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2. Troubleshooting

Instrument

178

®No scund is heard
The level is set to zero.
rRaise the lavel.

A REST is assigned to the key pad.
rinstrument [§J01 is a REST, and therefore contains no sound data.

If an Instrument on a Sound ROM card does not sound, check if the card is
correctly connected and if the settings on the card have been loaded into the
R - 8MKIL.

oLoad the settings on the Sound ROM card into the R- 8MKIL(=rP.40)

_More than 13 voices are played simultaneously.

=The R-8MK {i's maximum polyphony is 12 voices.

®The volume is too low
The lavel is set too low,
crRaise the level.

You are tapping the upper part of thse key pad.
rTap the lower part of the key pad.

The Sense Curves are not set correctly.
rChange the Sense Curves (orPA4T).

@®The sound is strange
Sound Parameters are not set properiy.
=Change the values of the Sound Parameters (= P.43). Alternatively, initialize
tha Sound Parameters (P 142).

Performance Parameters are not set properly.
—Change the values of Performance Parameters (or P.73). Alternatively,
initialize the Perfarmance Parameters (= P.143),

®The volume of the sound does not change by hitting the Key pad
softer or harder.

The Sense Curve (Sound Parameter) is set to 7 or 8.
crChange the value of the Sense Curve (= P.47).
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®The sound does not change after editing Sound Parameters or
Performance Parameters,
orThe total value of the Sound Parameters and Performance Parameters
exceeds the maximum range of the Sound Parameter.
Even if it is within the range, this could happen when using certain
Instruments or parameters,

®The same Instrument is played by all the key pads.
The unit is set to the Multi Assign mode.
=Prass [MULTI| to cancel the Multi As_sién mode.

The Temporary Assign is set to “ON.”

. - =r Turn off the Tamporary Assign by pressing .
" * - nrfi : » . . .
@®Pad Banks cannot be changed.
The unit is set to the Muiti Assign mode.
Press to cancel the Multi Assign mode.

The Temporary Assign is set to “ON.”

= Turn off the Temporary Assign by pressing [ TEMP ASGN|.

Rhythm Patterns @®Pressing |[START,/STOP! does not start playing the unit.
The Sync mode is set to “TAPE" or “MIDL”
wr3et the Sync mode to “INTERNAL." (=rP.151)

@®An Instrument written into a rhythm pattern sounds different,
You have edited the Sound Parameters.
=Editing a Sound Parameter affects Instruments in ail rhythm pattern.

®The Swing effect is not obtained.
The Swing Delay parameter is set to zero.
rSet the Swing Delay to an appropriate value (= P.80).

The Swing point is not set properly.
crSet the Swing point properly (=rP.B0).

The unit is set to the Reaktime Write or Step Writs moda.
rThe Swing effect is not obtained during pattern writing.

@®Real-time writing cannot be accomplished.

The unit is set to the Real-time Edit mode.
t>Press to select the Realtime Write mode.
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Feel

Song

180

Patch

@®Feel Patch data has no effect.
The Groove Switch or Random Factor Switch is set to “OFF”
—Set the Groove Switch or Random Factor Switch to “ON.” (= P.88)

The Instrument selected with Instrument Select is not used in the rhythm
pattern.
rChange the Instrument Select (= P.87).

The Instrument Switch is set to "“OFF."
Set the Instrument Switch to “ON.” (="P.89)

The unit is set to the Real-time Write mode or Step Write mode.
rThe Feel Patch has no effect during pattern writing.

in the Song Play Mode, the Program Change Switch is set to “ON.
=rSet the Program Change Switch to “OFF." (= P.164)

®Even when the Instrument Switch is set to “OFF” the sound of
such Instruments changes.

-Chack if the same Instrument is assigned more than ance with instrument
Select (= P.87).

@®Pressing |START./STOP | does not start playing the unit.
There is no data written into the selected song.

The Syne mode is set to “TAPE" or “MIDL"
rSet the Sync mode to. “INTERNAL.” (= P.151)

®When a song is played, another song starts immediately afterwards.

Song Chain is set.
crCancel the Song Chain (== P.129).

®The tempo of the song changes when it starts playing.

Initial Tempo is set in the song.
=Set the Initial Tempo to “OFF." (=rP.130)

®The level of the song changes when it starts playing.
Initial Level is set in the song.
crChanga the [nitial Leval {(==P.130).
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@Data cannot be saved.
The protect switch on the RAM card is sst to “ON.”
>Set it to “OFF.” {rP.148)

The RAM card is not formatted.
crFormat the RAM card {=P.1486).

@®Data on a RAM card is erased.
If you connect a8 RAM card to the ROM card slot with the protect switch set
to OFF, the data on the RAM card is erased.

crFormat the RAM card (= P 146),

@®The Instruments on the card do not sound.
No Sound ROM card is connected to the unit or the settings of the inserted
card have not been loaded into the R-8MKIL .

o lLoad the settings of the Sound ROM card intoc the R-8MKIl (== P.40).

(When the R-8MK |1 is a slave)

@No sound is heard.
The MIDI channels of the two units are not set to the same number.
crSat the MIDI channels of the two units to the same number (= P.161).

Instruments are not correctly assigned to note numbaers.
Change the note numbers (= P.162).

The Channel Message Switch is set to “OFF."
crSet the Channel Message Switch to “ON.” {=rP.163)

®No sound is created in the Performance section.
The receive channels of the Performance section and Instrument section ara
set to the same number.
rSet the receive channels of the Performance section and Instrument section
to different numbers (= P.161).

@®0nly one Instrument can be played.
MID| messages are received on the receive channel of the Performance ssction.
trSet the receive channel of the Instrument section correctly (= P.161).

@®Sound is muted part of the way through.

The Note Off Switch is set to “ON.”
rSet the Note Off Switch to “OFF." (o P.163)
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Others
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®The Pan position does not change.
The Pan Switch is set to “OFF.”
<rSet the Pan Switch to “ON.” (=rP.164)

®Exclusive messages are not received.
The basic channels of the receiver and the transmitter are not set to the same
number.
t=Sat the basic channels to the same numbers (="P.161}. The basic channel
of the R-8MK il is the receive channel of the Instrument secticn.

The Exciusive Switch is set to “OFF."
rSet the Exclusive Switch to “ON.” (= P.164)

(When the R-8MK || is a master device)

®No sound is heard.

.+ Tha MIDI channels of the two units are not set to the same number.

crSet the MID! channels of the two units to the same number {~ P.160).

Instruments are not correctly assignad to note numbers.
*Change the note numbers (= P.162).

The Channel Message Switch is set to “OFF.”
eSet the Channel Message Switch to “ON.” (= P.163)

®The metronome is not heard.
The metronome level is set to zero,
crincrease the lavel of the metronome (=rP.59).

The Metronome mode is set to “OFF."
Change the Metrenome mods (o P.59).

@®The metronome stops in the middle.
The Metronoma mode is set to “EMPTY REC.”
rChange the Metronome mode (orP.59).

®The Flam effect cannot be obtained. - -
The Flam interval is set to zero.
=rSet the Flam interval to an appropriate value (= P.82).

The Flam ratio is not set correctly.
rChange the Flam ratio (= P.82).
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3. Blank Chart

[Sound Parameters and Note Numbers]

OUTPUT | ASSIGN | SENSE
INST T NA
ST # INS ME PETCH DECAY NUANCE ASSIGN | TYPE | cunve NOTE #
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COoPY
INST #

SOURCE
INST #

INST NAME

PITCH

DECAY

NUANCE

QUTPUT
ASSIGN

ASSIGN
TYPE

SENSE
CURVE

NOTE #

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26
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[instrument Assigns and Performance Parameters]

Instrument Assign

M MEFCHbiNGL

1 2 3 4
5 B 7 8
g 10 11 12
13 14 15 18

.

Performance Parameter

Key Pad# Pitch Decay Nuance Pan

1

2

10

11

12

13

14

15

16
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[Song Datal

Part # Data Part # Data Part # Data Part # Data
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4. Preset Pattern Table

Pattern # Patte-rn Name Description
Display
Q0 8BEAT1 * Rhythm Pattern with no accent
0 8BEATZ2 * Rhythm Pattern with no accent
02 BBEAT3
03 BBEAT4
04 16BEAT1 # Rhythm Pattern with no accent
05 16BEATZ * Rhythm Pattern with no accent
06 16BEAT3
o7 DISCO1
08 DiSCo2
09 SLOWROCK Appropriate tempo is about J =85
10 SHUFFLE1 * Rhythm Pattern with no accent
i SHUFFLEZ2 e Rhythm Pattern with no accent
12 FUNKY1
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 * Bhythm Pattern with no accent
21 SWINGZ
22 BOSANOVA
23 MAMBO
24 MERENGUE
25 RHUMBA
26 BEGUINE
27 SAMBA
28 SALSA
29 TANGO
30 REGGAE
N COUNT

e

| Mptod gl uly [V ud
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5. Preprogrammed Sound Parameters and Note Numbers

Ko AMBO_K ambo kick * 23: 21 |CENTER |POLY 0 | New
Ko2 BOING_K boing kick * 29: 20| CENTER |POLY OFF | 10
KG3 BOTTM_K  bottom kick * 8: 19:CENTER |POLY OFF | New
Ko4 DBLH_K3  double head kick 3 * 14: 17 {CENTER |[POLY 1 | New
K05 DEEP__ K1 deep kick i * 16: 19 CENTER [POLY 2102
KOs DRY_ K1 dry kick 1 * 6: 17 |CENTER {POLY 3| R-8
Ko7 EZ_K easy kick * 10: 14 |CENTER |POLY OFF | New
K08 FACE__K face kick * 20: 22 |CENTER |POLY 4109
K09 FLOOR_K  floor kick * 17: 13 |CENTER |[POLY QFF | New
K10 FLOP_K fiop kick * 17: 15 |CENTER |POLY 5 | New
K11 GATE_K gated reverb kick * 20 : 20 |CENTER [POLY OFF | 09
K12 GATE_K2  gated reverb kick 2 * 12: 13| CENTER jPOLY 6 | New
K13 HARD__K hard kick * 17: 20| CENTER jPOLY OFF | New
K14 HEAVY_K  heavy kick * 10: 17 1CENTER {POLY OFF | New
K15 HOUSE_K  house kick * 18: 21 |CENTER |POLY QFF | New
K186 MONDO K  mondo kick * 19: 21 |CENTER |POLY OFF §{ R-8
K17 MUSCL_K  muscle kick * 11: 11 ICENTER |POLY 36 | New
K18 PUNCH_K  punch kick * 11: 11 {CENTER |POLY OFF | New
K19 ROOM__K1  room ambient kick 1 * 22: 201CENTER |POLY OFF | R-8
K20 ROOM_K2 room ambient kick 2 * 23: 22 |CENTER |POLY OFF | R-8
K21 ROOM_K3 rcom ambient kick 3 * 15: 15| CENTER [POLY 35 | New
Ka22 ROOM__K4 ‘room ambient kick 4 * 17: 14 |CENTER |POLY OFF | New
K23 SNAP_K snap kick * 18: 20| CENTER [POLY OFF | 09
K24 SOFT_K soft kick * 15: 14 | CENTER |POLY OFF | New
K25 SOLID_K solid kick * 7: 7 |CENTER |POLY OFF | R-8
K26 SQUAS_K  squash kick * 13: 14 |CENTER {POLY QOFF | New
K27 TEKNQO_K  techno kick * 24 : 22 |CENTER {POLY QFF | 09
K28 VIDEQ__K video kick * 30: 30 |CENTER {POLY OFF { 10
K29 WOOD__K2Z2  wood kick 2 * 9: 11 |CENTER |POLY 7 { New
K30 WOOD_ K3  wood kick 3 * 12: 14 [CENTER |POLY OFF | New
K31 18_K CR— 78 kick * 5: 101 CENTER |POLY OFF | 10
K32 808_K TR — 808 kick * B: 14 JCENTER |POLY 8| 04
K33 809_K TR — 909 kick * 5: 18 |CENTER |POLY g 110
501 BOING_ S boing snare * 20: 24 {CENTER |POLY QFF | 10
502 BRITE__S bright snare * 23: 33 [CENTER |POLY OFF | 09
503 COMBO_S  combe snare * 17: 15|CENTER {POLY 10 | New
504 DANCE_S  dance snare * 23: 24 |CENTER |POLY 11 1 10
305 ECHO_S echo snare * 34: 32 [CENTER | POLY 12 1 09
S06 FAT_S1 fat snare -1 * 21 : 15 [CENTER |POLY 13| R-8
s07 FUNK_S funk snare * 18: 18| CENTER |POLY OFF | 09
* : The sound changes by changing your playing strength or the Nuance setting.

*% : The sound changes by changing the Nuance setting.

vr The Nuance value of all Instruments (marked with * or % %) with programmable Nuance is set to 8.

vr The Pitch value of all instruments is set to zero.

7r The Sensitivity Curve value of all Instruments is set to 2.

1r Source Instruments : New ; new Instruments added to the R- BMKI, R-8; the Instruments of the R-8,
Number ; The Sound ROM card number (SN-RB Series).
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GroTpS;rNo. INSTRUMENT NAME DECAY | GdEion | TvpE [NOTE#|  noTRUMENT
308 GATE_S gated reverb snare * 20: 18 |CENTER !POLY CFF { 09
309 HOUSE_S  house snare * 20: 24 |CENTER (POLY 14 1 10
310 LA_S L.A. snare * 15: 14 |CENTER {PQLY 38 | New
511 LIGHT_S light snare * 17: 16 |CENTER |[POLY 15 | New
s12 NO__SNRS  no snares * 24 ;. 26 |CENTER {POLY OFF {1 09
S13 PICL_St piccolo snare 1 * 18: 15 |CENTER jPOLY 16 { R-8
514 PING__S ping snare * 20: 20 |CENTER [POLY 17 1 09
315 RADIO__S radic snare * 20: 22 |CENTER {POLY OFF | 08
516 REAL_S real snare * 25: 23 |CENTER [POLY 18 1 09
517 RIMSHT1 rim shot snare 1 * i5: 13 |CENTER {POLY 19 | R-8
518 ROCK__S1 rock snare 1 * 35: 35 |CENTER {POLY OFF | 09

_EQS‘IQ ) RVB__S1 reverb smare 1 * 35: 32 [CENTER {POLY 4, OFF | R-8
520 SHARP_S  sharp snare * 35: 33 [CENTER {POLY 40 | 09 .
521 SLAM_S slam snare * 30: 35|CENTER |POLY 20 | 09 ’
522 SMALL_S  smail snare ¥ 24 : 26 |[CENTER |POLY 21 | 09
523 SOLID__S solid snare * 25: 33 |CENTER jPOLY OFF | 09
524 TIGHT_S tight snare * 18: 14 |CENTER {POLY QFF | R-8

[ 525 TRASH_S  trash snare * 18: .17 |CENTER i{POLY OFF | 10
526 VIDEQ_S video snare * 13: 15 |CENTER {POLY OFF | 10
527 WO0D_351  wood snare 1 * 18: 14 |CENTER [POLY OFF | R-B
528 78_58 CR ~ 78 snare * 10: % |CENTER |POLY OFF 1 10
528 808_32 TR —B0B snare 2 * 17 : 15 |CENTER |[POLY 22 | New
S30 8909_S TR — 909 snare * 16: 16 |CENTER | POLY 23110
531 Swis__ 82 brush swish snare 2 14: -- |CENTER |POLY 24 { 02
532 Swis__S3 brush swish snare 3 12: -- |CENTER |POLY CFF | 02
3533 SWIS__S54 brush swish snare 4 18: -- |CENTER |[POLY OFF | 02
534 SLAP__S1 brush slap snare 1 * 20: 12 |CENTER [POLY 25| 02
535 SLAP_S3 brush slap snare 3 x 22: 20 |CENTER POLY QFF | 02
S36 SLAP_ 54 brush slap snare 4 * 24: 25 |CENTER [POLY OFF | 02
337 ROLL__51 brush roll snare 1 40 : -- |CENTER [POLY OFF | 02
538 ROLL_S3 brush roll snare 3 3C: -- |CENTER [POLY 26 | 02
$39 SIDSTK1 side stick 1 S: -- [CENTER [POLY OFF | R-8
540 SIDSTK4 side stick 4 10: -- |CENTER |[POLY 37 | 09
541 80BSIDE TR — 808 side stick 2: -- |CENTER [POLY OFF | 04
542 909SiDE TR — 909 side stick 2: -- |CENTER |POLY OFF | 10
TO1 ATAK_T1  attack tom 1 * 36: 38 |RIGHT3 |POLY OFF | 09
TO2 ATAK T2  attack tom 2 * 34: 36 |RIGHT? [POLY 43 | 09
T03 ATAK__T3  attack tom 3 * 32: 34 |LEFT 1 |POLY 47 | 09
T04 ATAK_T4  attack tom 4 * 30: 32 |LEFT 3 |POLY 50 | 09
705 HOLO, T hollow tom 1 * 30: 34|RIGHT3 |POLY OFF 1 09

* : The sound changes by changing your playing strength or the Nuance setting.

** : The sound changes by changing the Nuance setting.

ft The Nuance value of all Instruments {(marked with % or *® %) with programmable Nuance is set to 8.

¥t The Pitch value of ali instruments is set to zero.

% The Sensitivity Curve value of all Instruments is set 1o 2.

7 Source Instruments : New ; new Instruments added to the R- 8MKI, R-8: the Instruments of the R-8,
Mumber ; The Sound ROM card number (SN-R8 Series).
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SroupNo INSTRUMENT NAWE pEcAY | AEian |"Tee [NOTE#|  nSTRUMENT
T06 | HOLO_T2  hollow tom 2 + | 28: 32 RIGHT1 |POLY OFF | 09
TO07 | HOLO__T3  hollow tom 3 + | 26: 30|LEFT 1 |POLY OFF | 09
TO8 | HOLO_T4  hollow tom 4 x | 24. 28|LEFT 3 |POLY OFF | 09
709 | REAL_T1  real tom 1 + | 28: 45|RIGHT3 |POLY CFF | New
710 | REAL_T2  real tom 2 * | 26: 3B|RIGHT1 |POLY 41 | New
T REAL_T3  real tom 3 x | 25: 35{LEFT 1 |POLY 45 | New
712 | REAL_T4  real tom 4 * | 24: 2T{LEFT 3 |POLY 48 | New
T13 | ROCK_T1  rock tom 1 « | 22: 42 |RIGHT3 |POLY OFF | New
T14 | ROCK_T2  rock tom 2 *+ | 20: 38 |RIGHT1 |POLY OFF | New
T15 | ROCK_T3  rock tom 3 x | 19: 35|LEFT 1 [POLY OFF | New
T16 | ROGK_T4 ' rock tom 4 = | 18: 31|LEFT 3 5| POLY OFF | New
T17 | ROOM_T1  rcpm ¢exbient tom 1 « | 34: 33|RIGHT3 |POLY €| OFF |™&R-8
T18 | ROOM_T2 room ambient tom 2 + | 33: 31 |RIGHT1 |POLY ‘OFF | R-8
719 | ROOM_T3 room ambient tom 3 x | 32: 29|LEFT 1 [POLY OFF | R-8
T20 ROOM_T4 room ambient tom 4 * 31: 27T |LEFT 3 {POLY OFF } R-8
T21 SLAP_T1  brush slap tom 1 *+ | 25: 29|RIGHT3 |POLY OFF | 02
T22 | SLAP_T2  brush slap tom 2 + | 26: 28|RIGHT1 |POLY OFF | 02
T23 | SLAP_T3  brush slap tom 3 * | 27: 27|LEFT 1 |POLY OFF | 02
T24 | SLAP_T4  brush slap tom 4 * | 28: 26|LEFT 3 |POLY OFF | 02
T25 | DOOM_T1 doom tom I 50: -- |RIGHT3 ;POLY OFF | R-8
T26 | 808_T TR - 808 tom x 8: 23 |CENTER |POLY OFF | 04
127 | 909_T TR~ 909 tom « | 10: 16 |CENTER |POLY OFF | 10 o
HO1 CLSD_H2  closed hi— hat 2 *+ | 10: 10 |LEFT 1 |EXC1 OFF | 11
HOZ | OPEN_H2  open hi— hat 2 *» | 30: 35|LEFT 1 |EXC1 OFF | 11
HO3 | PDAL_H2  pedal closed hi— hat 2 12: -- |LEFT 1 |EXC1 OFF | 11
HO4 | CLSD_H4  closed hi— hat 4 ¥+ | 12: 12 |LEFT 1 [EXC1 OFF | New
HO5 | OPEN_H4  open hi—hat 4 #+ | 38: 3B|LEFT 1 |EXC1 OFF | New
HOB | PDAL_H4  pedal closed hi-— hat 4 10: -- [LEFT 1 |EXC1 OFF | New
HO7 | CLSD_HS  closed hi—hat 5 =x | 10: 9 |LEFT 1 |EXC1 42 | New
HO8 | OPEN_H5  open hi—hat § x*% | 20: 29|LEFT 1 |EXC1 46 | New
HO9 PDAL__HB pedal closed hi—hat © 10: -- [LEFT 1 |EXC1 44 | New
H10 | 78_CHH CR—78 closed hi—hat *x{ 2: 8 [LEFT 1 |EXC1 OFF | 10
H11 78_OHH  CR—T78 open hi— hat xx | 20: 26 |LEFT 1 |EXCI OFF | 10
H12 | BOBCHH TR—808 closed hi—hat =**] 6: & {LEFT 1 |EXCt OFF | 04
H13 | 80BOHH TR—808 open hi—hat  *= | 20: 20 |{LEFT 1- |EXC? OFF | 04
H14 | 909_CHH TR—909 closed hi—hat *= | 10: 30 |LEFT 1 [EXC1 OFF | 10
H15 | 908_OHH TR-909 open hi—hat  *x | 20: 36 |LEFT 1 |[EXC1 OFF | 10
H16 | BRCL_H1  brush closed hi~— hat 1 *+ | 10: 12 {LEFT 1 |EXC? OFF | 02
H17 | BROP_M1  brush open hi— hat 1 *+ | 35: 40 {LEFT 1 |{EXC1 OFF | 02
YO1 CRSH__C9 crash cymbal 9 B5: -- ILEFT 2 |POLY 49 [ New

% - :The sound changes by changing your playing strength or the Nuance setting.

%% : The sound changes by changing the Nuance setting.

+r The Nuance value of all Instruments {marked with % or **) with programmable Nuance is set to 8.

¥ The Pitch velue of all Instruments is set to zero.

+#¢ The Sensitivity Curve value of all Instruments is set to 2.
+r Source Instruments : New ; new Instruments added to the R- 8MKIL R-8; the Instruments of the R-§,
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Group/ No. INSTRUMENT NAME DECAY | Qanian | Tvpe. NOTE#| o enT
Y02 CRSHC10 crash cymbai 10 55 : RIGHT2 | POLY 57 | New
Y03 CHINA_C chinese cymbal 55: -- |RIGHT2 |POLY 52 | 08
Y04 HAND_C1  hand cymbals 1 55: -- |LEFT 1 |POLY 97 11
Y05 RIDE_C3 ride cymbal 3 *x | 50: BO[RIGHT2 |POLY 51 | New
Y06 RDBL_C3 ride — belt cymbal 3 *x | B0: B0 [RIGHTZ2 |POLY 53 | New
Yo7 BELL_C3 ride cymbal bell 3 50 - RIGHT2 | POLY OFF | New
Y08 RIVETRD ride cymbal with rivet #% | 50: BO [RIGHT2 |POLY 59 : 05
Y09 BRRD__C1 brush ride cymbai 1 *+ | 80: B0 |RIGHTZ |POLY OFF | 02
Y10 MLLT_.C2  maliet crash cymbat 2 = | 59 : B9 |LEFT-1 |[POLY OFF | New
PO COWBEL1 cowbell 1 16: -- |LEFT 2 |POLY 56 | R-8
P02 COWBEL2 cowbell 2 16: -- [RIGHT2 |POLY OFF | 01

#APOB TAMBRN1 tambourine 1 21: -- |LEFT 1 | POLY 54 | R-8
PO4 TAMBRNZ  tambourine 2 25: -~ |RIGHT1 |POLY OFF | 01
P05 BELTREE beil tree 45: -- {LEFT 3 |POLY 84 | O
POB CASTANE castanets 8: -- |RIGHT2 {MONO B85 | 01
POT CON_BD2  concert bass drum 2 * 33: 48 |CENTER jPOLY 96 | New
PO8 GONG gong 94 : -- ICENTER {POLY 90 | 03
P09 TIMPANZ timpani 2 * 36: 41 [LEFT 1 {POLY OFF | New
P10 TRIANGL triangle 40: -- |RIGHT3 ; MONO 81 | O
P11 WBLOCK wood block 18: -- [LEFT 2 }MONO 77 | O1
P12 LOW__BG low bongo * 18: 25 LEFT 2 | POLY 61 | 3
P13 HIGH__BG high bongo * 17: 23 |{LEFT 2 [POLY 60 | 01
P14 LOW_CG open fow cornga * 14: 27 |CENTER | POLY 64 | R-8
P15 SLID_CG shide low conga *+ | 18: BO|CENTER |POLY OFF | R-8
P16 SLAP_CG  slap high conga * 14: 20 |RIGHT1 |POLY 88 | R-8
P17 MUTE_CG  mute high conga 10: -- |RIGHT1 |POLY 62 | R-8
P18 LOW_TB low timbale * 26: 26 |LEFT 1 |POLY 66 | O1
P19 HIGH_TB high timbale * 21: 23 |LEFT 1 [POLY 65 | 01
P20 CLAVE? claves 1 9: -- |CENTER |[MONO 75 | R-8
P21 VIBSLAP vibra — slap 32: -- |RIGHT3 |MONO 58 | 01
p22 LNG_ G long guiro 30: -- |LEFT 2 |EXC3 74 | 0N
P23 SHO__GUI short guiro 6: -- |LEFT 2 |EXC3 73| 01
P24 MARACAS  maracas 18: -- {RIGHT3 | MONO 70 { 01
P25 SHAKER1 shaker 1 12: -- [LEFT 2 |MONO 82 | R-8
P26 CABASA1 cabasa 1 8: -- jRIGHT2 |MOND 69 | R-8
p27 WHISTL whistle 1 T: -- |LEFT 2 |EXC2 71 | R-8
P28 WHISTL2 whistle 2 2: -- [LEFT 2 |EXC2 72 i1 R-8
P29 AGOGO1 agogo 1 20: -- [RIGHTZ |POLY 68 | R-8
P30 OCT_AGG  octave agogo ** | 20: 20 (LEFT 2 |POLY OFF | R-8
P31 OPN__CUI open cuica 15: -- |RIGHT1 |EXC4 791 M

* : The sound changes by changing your playing strength or the MNuance setting.

*% : The sound changes by changing the Nuance setting.

“ The Nuance value of all Instruments {marked with % or *%3%) with programmable Nuance is set to 8.

¥r The Pitch value of all Instrumerts is set to zero.

% The Sensitivity Curve value of all Instruments is set to 2. ‘
% Source Instruments : New ; new Instruments added to the R- 8MKIl, R-8; the Instruments of the R-8,
Number ; The Sound ROM card number (SN-R8 Series).
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Groun/ N, INSTRUMENT NAME pecAY | G2Eion | Tvre. NOTE#|  eTRUMENT
P32 MUT_CUl  mute cuica 12: -- |RIGHT1 |EXC4 78 | 01
P33 OPN_PND  open pandiero 25: -- |LEFT 1 |EXCE 92 | M
P34 MUT_PND  mute pandiero 25: -- |LEFT 1 [EXCSH a1 | M
P35 OPN_SRD  open surdo 33: -- {CENTER |EXCH 87 | 0
P36 MUT_SRD  mute surdo 30: -- J{CENTER |EXCS 86 | 01
P37 TMBORIM tamborim 20: -- |LEFT 3 [IMONO 93 | 01
P38 KALIMBA kalimba * 12 21 [CENTER {POLY OFF | 01
P39 LOGDRUM  log drum 18: -- |RIGHT1 {POLY OFF | 01
P40 STEELDR steel drum * 13: 24 [CENTER |POLY OFF | 01
P41 TAIKO2 taiko 2 * 8: 29 {CENTER |[POLY OFF | New
P42 CAN3 can 3 x% | 20: 30 |RIGHT3 |POLY OFF { New
P43 55CLAVE DR — B5 claves 2: -- [RIGHTT1 [POLY OFF 1 10
P44 78_COW CR — 78 cowbell 3: -- |LEFT 3 |POLY OFF 1 10
P45 78_TAMB CR- 78 tambourine 12: -- [RIGHT1 (POLY OFF | 10
P4& T8__BNG CR— 78 bongo 8: -- |LEFT 3 |POLY QFF | 10
P47 T8GUIRQ CR— 78 guiro 34: -- |LEFT 1 |MONO OFF | 10
P48 78_MARC CR-— 78 maracas 1: RIGHT1 | MONO QFF | 10
P49 TBMBEAT CR — 78 metallic beat 8: -- JRIGHT3 |POLY QFF | 10
P50 808COW TR — 808 cowbsll 20: -- JLEFT 2 [POLY OFF | 04
P51 80BCNG TR — 808 conga 20: -- {LEFT 1 [POLY OFF | 04
P52 BOBCLAV TR — 808 claves 7: -- |CENTER | MONQ OFF | 04
P&3 80BMARC TR -~ BO8 maracas 5: -- [RIGHT3 {MONO OFF | 04
P54 808CLAP TR — 808 hand clap 22: -- [RIGHT1 |POLY 3% | R-8
X01 FNGSNP2 finger snap 2 T: -- |[LEFT 2 1MONO OFF | New
X02 HIGH__Q high C 8: -- |RIGHTZ2 |MONOC 271 04
X03 RAPNOIS rap noise 30: -- [LEFT 2 |POLY OFF | 04
X04 RVB_CLP raverb clap 35: -- [CENTER |POLY 281{10
X05 SCRPUSH scratch push 20: -- |RIGHT1 |EXCY 29 | 03
X086 SCRPULL scratch pull 20 -- |RIGHTZ [EXC7 30 [ 03
Xo7 SPARK1 spark 1 *% | 70 70 (LEFT 2 |POLY OFF | R-8
xos WHEEL2 wheel 2 *x | 60: 60 |RIGHT2 |POLY OFF | New
X09 BACK__S1 back snare 1 *x 0: O |LEFT 1 |POLY OFF | R-8
X10 BACK__Tt back tom 1 0: -- [RIGHTT |POLY OFF | R-8
X1 BACK_C2  back cymbal 2 0: -- |CENTER |POLY OFF | New
X12 BACK_GO  back gong 0: -- |CENTER |POLY OFF | New
801 FNGBASS  finger bass * 9: 39 |CENTER |EXC8 QOFF | New
802 SLPBASS slap bass * 8: 39 |CENTER |[EXCS QFF | New
803 AC_BASS  acoustic bass * J: 39 |CENTER |EXCS OFF | 02
BO4 303BASS TB — 303 bass =+ | 19: 19 |CENTER |EXCB QFF | 10
RO1 REST rest 0: -- [CENTER {MONO OFF | R-8

* : The sound changes by changing your playing strength or the Nuance setting.

* % : The sound changes by changing the Nuance setting.

¥y The Nuance value of all Instruments (marked with % or *:#*) with programmable Nuance is set to 8.

4 The Pitch value of all Instruments is set to zero.

¥r The Sensitivity Curve value of all Instruments is set to 2,
¥r Source Instruments : New ; new Instruments added to the R- BMK!, R-8: the Instruments of the R-8,
Number ; The Sound ROM card number (SN-R8 Series),

192




H SErcHENGE

o N:’;;RUMENT <sore] PITOH | DECAY NUANCE ety | ASoIoN | SERSE | NoTE #
c1 DBLH_K4 * K04 500 9: 10 8 jCENTER POLY 2 OFF
cz2 RIMSHT2 * S17 500 [ 21: 14 8 {CENTER POLY 2 OFF
c3 DOOM__T2 T25 500 [ 80: -~ -+ {RIGHT1 POLY 2 OFF
C 4 DOOM_T3 T25 1100 | BO: -- -- {LEFT 1 POLY 2 OFF
CbH CLSD__HB *k HO4 0] 10: 12 15 |LEFT 1 EXC1 2 QFF
CB CLSD__M7 % HO4 0] 20: 20 0 {LEFT 1 EXCT 2 CFF

‘c7 OPEN_HB * % HO5 0| 20: 20 O {LEFT 1 EXC1 2 OFF
cB8 OPEN_M7 % HO5 0| 45: 40 15 |LEFT 1 EXC1 2 OFF
co CRSHCT1 Y01 110 | B5: -- -- JRIGHT2 POLY 2 CFF
c10 CHOK__C1 Y01 ol 14: -- -- |LEFT 2 POLY 2 OFF
C11 SPLA_C1 Y01 900 | 22: -- -- | RIGHT1 POLY 2 OFF
c12 SPLA_C2 YO1 1100 | 220 -- -- |CENTER . { POLY " 2 55
€13 DRYCLAP P54 -200 | 12: -- -- JRIGHT1 POLY 2 OFF
Cl4 OPEN_D1 P3b —-200 | 26: -- -- {RIGHT1 POLY 2 OFF
Cc15 CABASAZ P26 500 8: -- -- {RIGHT3 MONO 2 QFF
Ci6 COWBEL3 PN -500 | 168: -- -- JLEFT 3 POLY 2 OFF
ci7 HIGH_CG * P14 660 | 12: 29 8 {RIGHT1 POLY 2 63
ciB AGOGOZ P29 700 | 20: -- -- {RIGHT3 POLY 2 67
Ct9 PLATEY * % HO2 —1200 | 50: 10 15 {LEFT 3 POLY 2 OFF
c20 RING1 P29 1600 | 26: -- -- {CENTER POLY 2 QFF
C21 PIPET P27 -2200 | 10: -- -- {RIGHT2 POLY 2 QFF
C22 WBLOCK2 P11 400 | 18 -- -- {LEFT 3 MONO 2 76
c23 MUT__TRI P10 0 9: -- -- {RIGHT3 MONO 2 80
Ccz24 THRILLR *% Xo7 —-3600 | 70: 70 8 {RIGHT POLY 2 OFF
C25 GUNSHT1 PS4 -~ 1950 § 80: -- «- jCENTER POLY 2 OFF
Cc26 SHADOW P25 —360C | 70: -- -- {CENTER POLY 2 QFF

* : The sound changes by changing your piaying strength or the Nuance
setting.

* % :The sound changes by changing the Nuance setting.

183



W REFERENCE

194

NOTE Na.

INSTRUMENT

K01 : AMBO_K
K04 : DBLH__K3
K05 : DEEP_K1
K06 : DRY_KI1
K08 : FACE_K
K1G: FLOP_K
K12 : GATE__K2
K29 : WOOD__K2
K32:808_K
K33:908_XK
503 : COMBO__S
S04 : DANCE_S

S05: ECHO_S
S06: FAT__S1

| S09: HOUSE_S

511 : LIGHT_S
513 : PICL_S1
Si4: PING_S
516 : REAL_S
S17 : RIMSHT1
521 : SLAM_S
S22 : SMALL_S
529 :808__52
S530:908_35

S371: SWIS_S2
534 : SLAP_S
538 : ROLL__S3
X02: HIGH_Q

X04 : RVB_CLP
X05 : SCRPUSH
X06 : SCRPULL

K21 : ROOM_K3

Ki7: MUSCL_K
540 : SIDSTK4
Si0:LA_S
P54 : 80BCLAFP
520 : SHARP_S
T10: REAL_T2
HOT : CLSD_HS
TO2 : ATAK_T2
HO9 : PDAL_H5
T11: REAL_T3
HO8 : OPEN__HS
TO3: ATAK T3

T12: REAL_T4
Y01 : CRSH_C9
TO4 : ATAK__T4
Y05 : RIDE_C3
Y03 : CHINA_C
Y08 : RDBL _C3
P03 : TAMBRN1
C12: SPLA_C2
PC1 : COWBELY
Y02 : CRSHC10
P21 : VIBSLAP
Y08 : RIVETRD

C4

cb

NOTE No.

INSTRUMENT

60

64

P13: HIGH_BG .
P12 LOW_BG
P17: MUTE_CG
C17: HIGH_CG
P14 : LOW_CG
P19 : HIGH_TB
P18: LOW_TH
C18 : AGOGD2
P29 : AGOGO1
P26 : CABASA1
P24 : MARACAS
P27 : WHISTL1

P28 : WHISTLZ
P23 : SHO_GUI
P22 : LNG__GUI
P20 : CLAVE1
€22 : WBLOCK2
P11 : WBLOCK
P32 : MUT_CUI
P31: OPN_CUH
C23: MUT_TRI
P10 : TRIANGL
P25 : SHAKER?
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P05 BELTREE
PO6 : CASTANE
P36 : MUT__SRD
P35 : OPN_SRD
P16 : SLAP_CG
P08 : GONG
P34 : MUT_PND
P33 : OPN__PND
P37 : TMBORIM

PO7 : CON__BD2

1.Y04: HAND €1




Roland Exclusive Messages

ul Data Format for Exclusive Messages]

Roland’s MIDI implementation uses the foflowing dain formai {or aii
exclusive messages {type IV):

Byte Description

FOH Exciusive status

41H Manufacturer ID (Roland}
DEV Davica 1D

MDL Modal 1D

CMD Command D

IBODY} Main data

FTH End of exciusive

s MIDI status: FOH, FTH

An exclusive message must be flanked Dy a pair of status codes, starting
with a ManufacturerID immediately after FOH {MIDI versionl.0).

= ManufactureriD: 41H
The Manofactureril identifies Lhe manufacturer of a MIDI instrument
Lhat triggers an exclusive message. Value 41H represents Roland's
Manufaclurer-iD.

= DeviceiD : DEV

The Device-ID contains a unique vaiue that identifies the individual device

in the multiple implementation of MIDI instruments. [t is usually set lo-

00H - OFH, a value smaller by one than that of a basic channel, but
vajue Q0IT - IFH may be used for & device with multiple basic charnels.

=ModellD: MDL
The ModelID contains a value that uniquely identifies ane model from
another. Different models. however, may share an identicat ModelID if
they handie similar data.

The ModeldD format may contain GOH in aone or more places to provide
an extended data field. The following are examples of valid Model-1Ds,
each representing a unique model ;

O1H

02H

G3H

GOH, O1H
GOH. 02H
0CH, 00H, 61H

=Command.|D; CMD
The Command-ID ingicates the function of an exclusive message. The
Command-ID format may contain 00H in ane or more places o provide
an extended data field. The following are examples of valid Command-
IDs, each representing a unique function :

OlH

0Z2H

03H

00§, 01H

00H, 02H

00H, DOH. 01H

= Main data . BODY
This field contains a message 1o be exchanged across an interface, The
exact dala size and contents will vary with the Model1D and Command-
1. .

m Address.mapped Data Transfer

Address mapping is a technique for transferring messages conforming
to the data format given in Section 1. It assigns a series of memory-
resident records-waveform and tone data, switch status, and parmeters,
for example~to specific locations in a machine-dependent address space,
thereby allowing access to data  residing a1 the address a message
specifies.

Address-mapped dala transfer is therefore independent of models and
data calegories. This lechnique atlows use of iwo different transfer
procedures :  one-way iranster and handshake transfer.

% Oneway transfer procedure (See Section 3 for details)
This procedure is suited for the transfer of a small amount of data. It
sends out an exclusive message completely independent of = receiving
device status.

Connection Diagram

Davice (A} Davice (B)
3
MiDI OUT - 1IN N
HIDH IN 4-5---- WD QUT

Connection at point 2 is essential for “Request data” procedures. {See
Section 3.)

2 Handshake-transfer procedure
(This device does not cover this procedure)
This procedure initistes a predetermined transfer sequence (handshaking)
across the interface before data transfer taXes place. Handshaking ensures
that reliability and transfer speed are high enough to handie a large
amount of data.

Connection Dlagram

Davice (A) Device (8)
1
MIDL OUT ] MIBE IN
MO N et y Mo OUT -

Connection at points 1 and 2 is essential.

Notes on the above two procedures
* There are separate Command-iDs for different transfer procedures.
* Devices A and B cannct exchange data unless they use the same
transfer procedure, share identical Device-ID and Model ID, and are
ready for communication.

mnewav Transfer Procedure|

This procedure sends out data alf the way until it stops and is used
when the messages are so shorl that answerbacks need mol be checked.
For long messages, however, the receiving device must acquire each
message in tme with the transfer sequence, which inserts intervals of
at least 20 milliseconds in between.

Types of Messagea

Magsage Cammand D

Reguest data 1 [RQ!I (11H)

Data set 1 DT1 {12H)

s Request data #1. RQt (1iH)

This message s sent out when there i a need to acquire data from
a device at the other end of the interface. It contains data for the address
and size that specify designation and length, respectively, of data required.
On receiving an RQ] message, the remote device checks its memory for
the data address and size that satisfy the request.

If it finds them and is ready.for communication, the device will transmit
a “Data set 1 {DT1)}" message, which contains the requested data.
Otherwise, the device wilt send ot nothing.

Byte Description

FOH Extlusive status

414 Manufacturer 2 (Roland}

[al=Y Device D

MDEL Mocel 1D

{1H Command 1D

aaH Address M38
Ls8

ssH Size  MSB
LSB

sum Cheeck sum

FiH End of exchisive
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* The size of the requested data does not indicate the number of byles ®Device B requesting data from Device A
that will make wp a DT! message, but represents the address fields Device B sends an RQ1 message lo Device A. Checking ihe
where the requesied data resides. message, Device A sends a DT1 message back to Device B,
# Some models are subject Lo limitations in data formab used for a
singie transaction. Requested data, for example, may have a limil in
length or must be divided into predetermined address feids before
it is exchanged across the interface.
% The same number of bytes comprises address and size data, which, [Data set 1] -~ {Request data)

hawever, vary with the ModeliD.

% The error checking process uses a checksum that provides a bit
pattern where the least significant 7 bits are zers when vatues for * Mare than 20m sec time internal,
an address, size, and that checksum are summed.

. fData set 1] o

sData set 1: DT1 (12H) -
This message corresponds to the actual data transfer process. ) (Data set 1] o
Because every byte in the data is assigned a unigue address, 3 DTl
message can convey the starting sddress of one or more data as well
as a series of data formatted in an address- dependent order.

[Data st 1] -

The MIDT standards inhibit non-real lime messages fram interrupting an
exclusive one. This fact is inconvenient for the devices that support a
“sofl-through™ mechanism. To maintain compatibility with such devices.
Roland has limited the DT1 o 256 byles so that an excessively long
message is sent ouf in separale seEmMenis.

L]

- Byte b Description

FOH Exclusive

A1H Manufacturer 1D {Roland)

DEV Davice D

MOL Model 1D

$2H Cammand 1D

aaH Address MS8

LS8

ddH Data

sdm Ch‘ack sum

FTH End of axclusive

* A DT1 message is capable of providing only the valid data among
those specified by an RQ1 message.

% Some models are subject to limitations in data format used for a
singte lransaction. Requested data, for example, may have a limit in
length or must be divided into predetermined address fieids before
it is exchanged across the interface.

*% The number of bytes comprising address data varies from one Model-
i te another

#* The error checking process wses a checksum that provides a bit
pattern where the least significant 7 bils are zero when values for
an address, size, and that checksum are summed.

#Example of Message Transactions

@ Davice A sending data to Device B
Transfer of a DT1 message is all that iakes place.

[Data set 1] -
* More than Z0m sec time internal.

{Data set 1] -

Y

fData sat 1)
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HUMAN RHAY I HM COMPUSER
Model R-8MK Il

[1. TRANSMITTED DATA]

M Channel Voice Message

@ Nate off
Stalus Seeond Third
ank kkH Q0H

P0H - FH (ch.l - ch.16)
T00H - TFH {0 - 127)

n = MID! channel number
kk = Note number

@ Note on
Slatus Second Third
9aH kkH vvH

:O0H - FH (chl ~ ch.16}
t00H - 7FH (0 - 127)
“OIH - TFH (1 - 127)

n = MID! channel aumber
kk = Note number

vv = Velocity

Note number (0~ 127 or OFF), and transmil channai (1~ 16) can be set for
cach instrument, An instrument whose nole number is set at OFF cannot send
any Note rmessage.

The period behween a Note On and the subsequent Note Off is in the range
of 23ms and 50ms. I, however, another note is made on Lhe same instrument
before the Note GIf for the previous note is issued, a Note Off for the provious
nole precedes the new Note On.

The R - 8MKI! does not transmit this message if the Function switch “CHANNEL
MESSAGE" is set at OFF.

@ Control change

) Miodulation Depth

Status Second Third
BrH 01H vvH
Bail 21H vvl{

O General purposs controller — 1

Solug Secopd Third
BnH oM vvH
Bnil 30H vvH

O Geaneral purposs contraoller — 2

Status Secand Third
Bnl ilH vvH
BrnH 31H vvH

CGaneral purposs controller - 3

Slalus Second Third
B3ntl 1211 vvH
DM 32H vvEl

C Ganeral purpose controller - 4

Status Second Third
BrH 13H vvi
BrnH 33K vvll

G Geaneral purpose controller — 5

Status Secand Third
OnH a0H vvil

2 Genarsl purpose controllar - 6

Status Second Third
Bnll 3iH vvi

Z>Genaral purposa cantroller - 7

Status Second Third
InH 32H vvH

Date : Nov. 4 18982

MIDI Implementation Version : 1.00

O Genersl purpasa zontroller - B

Statys Second Third
BnH B3H vvH

:0H - FH (ch.i - ch.18)
1Q0H ~ 7FH (0 - 127) *1-1

n=MiDI channel number
vv = Performance parameter vaiue

Instruments and Performance parameters can be assigned to each of nine cordrols
(Modulation Depth and General Parpose Centrollers | - 8}, These nine contrals
may be set to have no Performance parameter.

Il an instrument has an assigned control number, it is sent with the current
performance parameter value that is sent through the Control Change just before
the Nate On is sent.

Table # 1~ 1 relates Performance Parameter values to those sctuaily transmitted
by a Controf Change. Since a Performance Pitch value requires two bytes for
being transmitted, Control Number 21H, 30H, 31H, 92H or 33H is used as the
iower byte. The Performance value of Decay, Nuance or Pan can be expressed
in one byte and does not need such Control Number.
General Purpose Controllers 5~ 8 have no Control Number usable as lower byte
and are not used in traasmitting Performance Pidch,

.
No Contrgl Change is lransmitted when the Fynction swileh “CHANNEL
MESSAGE™ is set at OFF.

* 1~ 1 Control Change Value
t ~+

i paraseter | transsitted | recaived b
e bmmmmem i
i | - 4BOD -> G400H I CODOK-0407H - - 4800 |
H | - 4780 -> 04108 | 0408H-0417H -> - 4730 ]
f | - ATBO -> 04208 | C41BR-0427H -» - 4780 i
| 1 : i H i
t H - BUGo -» JETOM I 3EGBM-3ETTH -> - Q080 I
| [ ~ O8O -> 3F00H P 3ETBH-3FOTH -> - 0080 i
! b - §070 > 3F10H | 3FOBE-IFL7H ~> - 0070 |
H ! H 1 : {
t { - Q018 ~> 3FT0H i 3JFEBH-3FIIH -» - 0610 |
I plteh 0004 -> J000H P JFTBH-4007H ~> 0000 |
| i + 0030 ~> 4010 I -4008H-4017E -» + 0010 f
b ' H i : i
t I + 0070 > 40700 I A0BBH-4077H -> + 0070 b
! } + 0080 -> 41004 t ADTBH-4107TH ~> + 0BAO }
f | + 0080 ~> 4310H | 410BH-4117H -> + 0090 b
t | : i s |
i | + 4780 -> 7BGOH | 7BSBH-TBBTH -> + 4780 |
i | + 4790 -> TBTCH | TREEH-TRITH -> + 4730 !
l i + 4800 -> 7CO0K I 7HT8H-7FTFR -» + 4800 I
Jrmmmmaeas ; + !
i I i Q0K - ~ B3 }
| | - 63 -» OIH S0 > - B3 |
| } - 82 - 02 3 ozl -» - 62 }
: } : | H |
! 1 -1 - 3FH f 3FR -» - 61 !
b odecay 00 -> 40l i 408 -> 00 |
! 1 + 01 -> Al | 41 ~> + 01 |
! : i : |
b [ + B2 -» TEM | TEH ~> + 62 |
i | + B3 - 1F8 | TR0 -> + 63 ¢
H - -
i | -7 - 081 i 00H-0BH -» - 7 }
! | -6 -> 1ol | OCH-13K -> ~ § |
H t -5 - 180 | 14H-1BH -> - § |
I ¢ : | H f
| H - b -> 38N | 34H-3BH -> - 1 1
I nuance | 0 -> 400 | cH-430 > 0 |
i | v | -» 48f | 440-4BK - + i
1 | : i : |
¢ | + 5 -» B6BH ¢ S44-6BR => + 5
3 i + 6 -» TOH f 8CR-73R -» + & H
: 1 + T = TBH ! MR-TFR > + 1 i
e A b L LR - - |
! ; o (LEFT3} > o8H | 00H-GFH -> 0 (LEFT) |
| i 1 {LEFT2)  -> 16H | HOR-1FH >+ QEFT2) |
i [ 2 {LEFTI} -» ZBH | 20H-2FH -> 2 (LEFTY) |
i pan | 3 (CENTER) -> 3BH { JoN-3FH -> 3 {CENTER) 1
H 1 4 (RIGHT1) ~> 4BH i 40H-4FH -> 4 {RIGKTI) |
H i 5 (RIGNTZ) -> 58BH H 50H-SFH ~» 5 {RIGHTZ) ¢
! i 8 (RIGHTD -> 6BH H EOH-6FH -> & {(RIGET3}
|

1 {OFF} -> TFk | TOH-TF) -> T {OFF) '

pommnm _——
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M System Exclusive message

Status
FOH : System Exclusive
FTH : EGX (End of Exclusive)

With the R~ 3MKII the Systern Exclusive Message can be used io transmit sound
parameter of each instrument and Bulk Dump./Load of sequence data, sctup
data and one pattern.
For detaiis refer 0 paragraph “4. Exclusive Communicalions” and “Rofand
Exclusive Messages.”

M System common massage

@ Song position polnter

Status Second Third

F2H H mmH
mm,lt = song position @ 00H,004 — 7FH,7FH {0 - 16383)
Transmitted in one of the following operations:

Song Ptay mode - measure reposition or measure selection
Pattern Play or Real Time Write mode - bar reposilion or bar selection

®Song select €
Status Second
F3H ssH

ss = song select :0H ~ 9H (0 ~ 9)

Transmitied when a Song is selected in Song Play mode.

M Systam Real Time massaga
@ Timing Clock

Status
FBH

Transmitted when Sync mode is set other than MIDI, even in non ~ play period.
#Start

Status
FAH

Transmitied on pressing START key for ipitiating play with Sync mode set at
other than MIDL

@ Continue

Status

FBH

Transmitted when CONTINUE START is made for initiating play with Sync mode
set at other than MID|.

@ Stwop

Status
FCH

When Sync mode is set at other than MIDI, Transmitied if STOP is made.
® Active Sensing

Status

FEH

Transmitted for checking MIDI connection between R — 8MKII and external
equipment.
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2. RECOGNIZED RECEIVE DATA (INSTRUMENT SECTION) |

HE Channel Voice Massage

@ Note off

Status Second Third
8nH kkH vvH
anH kkH 00H

n = MIDI channel rumber :0H ~ FH {ch.l - ch.16}
kk = Note number 1O0H - TFH (0 ~ 127)
vy = Veloeity : ignored

Mutes the sounding notes on receiving a Note Off message if the Function switch
"NOTE GFF” is set at ON.

& Nots on
Status Second Third’
anH kkH vvH

= MID! channel number
kk = Note number
vv = Veheity

10H ~ FH (ch. - ch.16)
s00H - YFH (0 - 127)
$01H - 7FH {1 - 127)

When the R~ BMKII receives a Note On on the channel assigned to the Instrument
section, it sounds the instrument assigned that Note Number, In the case when
ofie or more instrument has been set to the same Nole Number, up ta 12
instruments can sound simultaneously ; if more than 12 instruments have the
same Note Number, priority is given o larger Instrument Numbers.

The R—AMKI! ighores this message if the Function switch “"CHANNEL MESSAGE"
is set at OFF.

@ Controi change

O Panpot
Status Second Third
BnH CAH vvH

n = MIDf channel number
vv = Panpot

:OH ~ FH {ch.d - ch.l8)
O0H - TFH (0 — 127) *2-1

Once the R~ 8MXI receives a PANPOT, it sounds on the PANPOT position until
the Panpot having different valee is given.

Refer 1o Table * 2 - 1 for the relationship between Panpot values and positions
of the instrument.

The R - BMKI does not recogrize Panpot if the Function switch "CHANNEL
MESSAGE” is set at OFF or “PANPOT" is set at OFF,

%2 ~1 Control Change Value ( Panpot)

S

! w | Panpot |

PR

OoH-120 | OLEFTD) |

l

| 13H-240 | LLEFT2Y |
| 250-360 | Z{LEFTL) |
| 374-480 | B(CENTER) |
| 490-5a0 T 4(REGHTL) |
| sBil-6CH I 5(RIGARTZ) |
| 6PH-TFY | G(RIGHT3) |
pmmmmmmmmmmmmm e e +

(O Modulation Dapth

Status Second Third
Bnli OFH vvH
BnH 214 vvH

O Gensral purposs controller — 1

States Second Third
BnH 10H vvH
BaH J0H vvH

O Ganersl purposs controiier — 2

Status Second Third
BnH 114 vvH
Bk 3iH vvH



O Gaeneral purposa contraller - 3

Status Second Third
BaH 12H vvH
Ball a2H vvH

O Ganeral purpcse controller — 4

Status Second Third
2aH 13H vvH
BnH 334 vvH

D Genaral purposs cantroliar - 5

Slalus Second Third
BnH 50H vvH

O Gensral purposs controlfer — 6

Status Second Third
BnH 311 vvH
QGenersl purposs controller - 7 .
- .
Status Seconc Third

Bni#H 32H Vv
a
O Genaral purpoas controllar — 8

Status Secand Third
BnkH 58H vvH

n = MIDI channel number :0H - FH (ch.] - ch.1B)
vy = Performance parameter value :00H - TFH (0 -~ 12T) *i-1

Instruments and Performance parameters can be assigned to each of nine controls
{(Modutation Depth and General Purpose Controllers 1 - B). These nine controls
may be set lo have no Performance parameter. (This assignment is in common
wilh that of tansmitting.} ’

When the R - 8MKI receives Modulation Depth or Gererzl Purpose Controllers
1 -8 cn the receive channei of lhe Instrument sectioa, it memorizes the value
with Control Number,

On receiving a Note On, and if the instrument i assigned to the Control Number,
the R —B8MKII sounds the Performance Parameter that has been converied {rom
the value memorized in the Control Change.

Reler 1o Tabdie * | - 1 {or relationship belween received Controi Change vaiues
and Performance Parameters.

The R - 8MKIl does not recogrize Control Change if the Function switch
"CHANNEL MESSAGE" is sat ai OFF.

®Program changs

Status Secoad
CnH ppH

(Pattern Play mode)
n=MIDI channe! number
pp = Program number

OH - FH (ch.i ~ ch.iB)
00H - 63H. 64H, 65H {ptn:00 - pin:$§9, Pattern
bank A, Pauern bank B)

I the Tunclion swilch "PROGRAM CHANGE™ is set at ON, the R - BMKH receives
this message.
When the R-B8MKX receives a Program Change with the vaiue that is from
00H lo 63H on lhe Dasic Channel {Receive channel of the Instrument section)
in Palterr Play mode, it changes the Pattern number of the current paitern bank
to Lthe received vajue.
On receiving the value B4H or 65H the R - BMKII changes the pattern bank.
The correspondence of the value 1o patiern bank is as follows:

64H : pattern bank A

65H : pattern bank B

{Song Play mode)
n=MIDI channel number
pp = Program number

:0H - FH {ch.l - ch.18)
:00H - OTH, 7FH {feei: 0 ~ feel: 7, feel: off)

When the R~ 8MKII receives a Program Change on the Basic Channel {Receive
channef of the Instrument section) in Song Flay mode with the Function switch
“PROGRAM CHANGE" is set al ON. it changes the Feel Patch number to the
received value.

Receiving of value 7FH has an effect of ne - feel patch.

‘The R - BMKIL ignores Program Change when the Funpction switch “CHANNEL
MESSAGE™ is set at OFF or "PROGRAM CHANGE" is set at OFF.

M Systam Exclusive maessags

Status
FOH : System Exclusive
F7TH : ECX (End of Exclusive)

With the R —8MKIl the System Exclusive Message can be used to retejve Sound
Parameter of each jnstrement and Bulk Demp-Load of Sequence dala, Setup
data and cne pattern.

For details refer 1o paragraph “4, Exclusive Communications” and “Raland
Exclusive Messages.”

The R -8MKIl ignores Exclusive Message if the Function switch “EXCLSV RX”
is sel at OFF,

M System common message

@ Seng position pointer

Status Second Third
F2H ItH mimH

mm.ii = song position : 0OH,00H - 7FHIFH (0 — 16383)

Recognized only when the R— 8MKI is in stop and Sync mode is set at MiDL
If the R - BMKIL receives Song Pasition Pointer in Song Play mode, it calls ihe

pasition in the song. E )
If the R -&MKII receives in Pattern Piay mode or Reai Time Write mode, it
calls the position in the pattern, T

@ Song aslent

Status Second
FaH asH

58 = song select :OH - 9H {0 - 9)

Recognized only when the R - 8MKII is in stop and Sync mode is set at MIDL
When received In Song Play mode, it changes the songs.

I System Real Time meassage

@ Tirsing Clack

Status
FBH

Recognized onty when the Sync mode is set at MIDL

® Start

Status
FAH

Recognized only when the Sync mode is set at MIDI.

@ Continue

Status
FBH

Recognized only when the Sync mode is set at MID§.

@ Stop

Status
FCH

Recognized only when the Sync mode is set at MIDL
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3. RECOGNIZED RECEIVE DATA
(PERFORMANCE SECTION 1 - 4)

M Channel Voice Message

®Note off

Status Second Third
8nH kkH vvH
SnH kkH 00H

n = MID! channel number :9H - FH (ch.] - ch.1B)
kk = Nole number :Q0H - 7FH (0 -~ 127)
vy = Velocity : ignared

When Lhe Function switch "NOTE OFF”" is set at ON, the received Note Cff
message muies the scunds being reproduced.

@ Note on
Status Second Third
onH kkH~ vvH

:0H - FH (chl - en.16}
:00H - 7FH (0 - 327}
10lH — 7FH (1 - 127}

n = MiDI channel aumber
kk = Note number
vv = Velocity

All sections can be assigned a channet from 1 to L6 or OFF.
When the R - BMKIT receives Note On en the receive channet of a Performance
section, the instrument assigned to that section will sound.

The Performance parameter o be controlled by Note number can be selected
on panel aperation for each section. Received Note number will be converted
into the Performance Parameter before the instrument is reproduced.

When Insirument sectien and Performance sections are set al the same receiving
channel, priority is given te the Instrument section, If more than one Performance

section is get at the same receiving channet, they are reproduced simultaneously.

The R ~ BMHKIl ignores Note messages when the Function switch “CHANNEL
MESSAGE" is set at OFF.

@ Caontrol change

CPanpot
Status Second Third
BnE 0AH vvH

:0H - FH (chl - ch.16)
100H - 7FH (0 - 127) *2-1

n = MIDI channel number
vv = Panpod

Once the R —8MKIU receives a PANPOT, it sounds on the PANPOT position until
the Panpot having different value is given.

Refer {0 Tabie *2 -1 {or the relationship between Panpoi values and positions
of the instrument.

Panpot is ignared if the Function switch “CHANNEL MESSAGE" is set at OFF
or "PANPOT" is set at OFF.

OModulation Depth

Status Second Third
BnH 01H vvH

(O Genarat purpose controllar — 1

Status Second Third
BnH 10H vvH
CGeneral purposs controller — 2
Status Second Third
BnH I1H vvH
CGeneral purposs controller — 3
Status Second Third
BeH 12H vvH
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(3 General purposa cantroler —~ 4

Slatus Second Third
BnH 13H vvH

(O Genarai purposs controllar - &

Status Second Third
Bt 50H vvH

O Genersl purpess contraliar - 6

Status Second Third
BnH 5iH vvH

CGenaral purposs cantraolier ~ 7

Status Second Third
BnH 52H vvH

O Genaral purpoas controller — 8

Status Second Third
BnH 83H vvH

n = MID! channel number 0K - FH {chd - ch.18)
vv = Performance parameter value: 80H - 7FH (0 -~ 12T} *1-1

A control (Modulation Depth, or General Purpose Controllers 1 -8) and a
Performance Parameter can be assigned to each seclion ([t can also be set unused
Control Change at OFF).

The R ~8MKIl, when receives a Conirol on the receive channel of a particular
Performance section, memorizes the vaiue for that section and converts this
memorized value to generate the Performance Parameter when il reproduces
a sound on receiving a Note On,

Refer to Table * [ ~1 for relationship between received control change values
and performance parameters.

The R - 8MKIl does not recognize Contral Change if the function switch
“CHANNEL MESSAGE” is set at OFF.

4 EXCLUSIVE COMMUNICATIONS

With the R~ BMKII, Exciusive One - Way Messages can be used for transferring
of sound paramelers and Bulk Dump.Load of the internal memory.

in Exclusive message. the model ID is expressed by SEH and device [D by ihe
basic channel number {(receive channel of Instrument section). In actual daia,
the value of device ID is smaller the basic channel number by L.

M ONE - WAY COMMUNICATIONS
Request Data RQ1 {1H

byte  Description

FOH  Exciusive status

4iH  Manufacture’'s iD (Roland)
DEV  Device ID

5EH Model 10 (R - 8MKID
114 Command ID (RGi)
aaH Address M5B

aaH Address

asH Address

aaH  Address LSB

ssH Size MSB

ssH Size

ssH Size

ssH Size LSB

sum  Check sum

FTH EOX (End of exclusive)




Data sel DTl i2H

byte Descriptian

FOH Exclusive stalus

414 Manufaclure's 1D (Roland)
DEV  Device D

3EH Model 1D (R - 8MKID)
12 Command 1D {DT1)
aaH Address MSD

aat Address

aaH Address

aaH Address LSB

ddH Data

sum Check sum
FTH EOX (End of exclusive)

The R~ BMKIl sends parameter (5) by using one—way communications in eilher
of Lhe lollowing cases.

1. Ore - way Bulk Dump is selected ang executed fram MIDI Bulk Dump operatitn.
{Groups of designated parameters are senl.)

2. ENTER key is pressed on editing the sound parameter. {The sound parameters
of the scund being edited are sent.}

As 1 ¢
“*rhe R~ BMKI! roceives parameter (s) by using one- way communications in
either of the following cases.

The sequencer is stopped and the function switch “EXCLSV" is set at ON.
Also note that Seng data and Pattern data can be received on All songs, Ail

patterns or one pattern basis whiie the remaining parameters can be received
in a unit of mapped one byte.

5PARAMETER ADDRESS MAP

The address is described with 7 - bit hexadecimal rember.

- - —
: Address : M5B | | b 158 |
i + + * J—
! Binary ¢ Uoaa aaaa | Obbh bhbbbh | Occe ceco b 0ddd dodd |
i 7-bit hex. i AR 1 BB i %Y i Db I

M Parameter base address

| Start | |
| address | Pescription |
jromes o e i = |
{00 00 00 00 ¢ Sound Parameter i1 ¥5-1 |
£ 0B 00 00 0A i Sound Parameter #2 i
: : r : }

00 00 13 4E [ Sound Parameter #2512 i

00 G 00 00 | fepy Sound Area ¥5-2 B
i . ;
| 00 02 00 00 | ROM Card data Area *5-3 t
i t i
| 0O 03 60 00 { Performance Parameter $A-1 ¥5-4 }
| 00030008 { Performance Parameter A-2 |
f : i : I
1 0003 00 78 (1 Performance Parameter #A-106 |
1000301081 Performance Parageter #8-1 |
i : t : I
{ 000301 78 | Performance Parameter ¥B-18 |
103 07 081 Performance Parameter <C-§ |
i : | : . |

o0 03 062 T8 | Performance Parameter #C-16 |

00 3 03 00 | Performance Parsmeter #D-1 1
; : | : !
i 8003 0178 | Performance Parameter 4D-16 1
i 00 03 04 00 | Performance Parameter #£-1 1
| : : |
i 0003 04 78 { Performance Parameter 3£-i6 i
! 00 €3 0500 i Performance Parameter #M- H
i ! | : {
{0063 0578t Performance Parameter #¥-16 H
Jrmmmmnmmm e e e e e o e i
i 00 04 008D { Feel Patch A0 +3-3 |
i DD 04 00 B4 | Feel Patch #} H
| : i : |
| 0004 05 3L | Feel Patch 77 I

;
{ 0005 00 00 | Assign Ares k-6 b
; + ;
P00 96 00 00 | Output ievel +5-1 b
i- + ;
1 00070000} WIDI Parameter Area *5-8 }
1 ; f
| 00 0B 0D B0 { System data Area #5-8 |
i ¥ |
P @100 00 80 |  Song dats 4res #5-10 f
| + i
| 620000 00 { PTN AQQ data Area -1l i
| 62040000 PTN ACI data Area |
| B ¥ : |
| 05 0C 0000 | PIN ASP data Area |
| 65 10 00 00 [ PN BOD data Area |
| 051400 00 | PN BOl data Area |
I : i : |
| BB 1C 00 O} §  PTN 3% data Area |

#5 -1 Spund Pammeter
4-
- | Offset f
I address [ Bescription
,:d' *
t 00 04 | 0060 asma | Pitch data bltd-0 0 - 480
! 00 0f | 000D bbbb | bitl-4
t 00 0z | D000 D00c | bit8
b 00 ¢3 | o060 600 | slgn Pitch 0 -1 (0=plus -
f ; | f=ajnus}
| 00 04 | Deaa sasa | Decay for Partial-1 0 - 17
! 00 08 | Oaea sasa | Decay for Partial-2 0 - 127
I 00 06 | 0000 sasa | Nuance 0~ 15
| a0 07 | 00C0 saaa | dutput 0- U4
| | | (LEFT3-1, CENTER,
i ! } RIGHTL-3, WELTE5-8)
i 00 08 | 0000 sasa | Assign Type 0-9
! ; | {EXC1-8, MOND, POLY)
| 00 ¢% | 00G0 Dasa | Curve 0-1
| 1 t 1 - 8
= mmm o m e |
| Total size | 00 0% 0D 0A |
#5~2 Copy Saund Area

i Offset f }
I address  } Deseription |
; + |
b 00 00 T ODOCO smam | Source Inst no. #1 bitd-0 0 - 261 }
I o0 G { 0DG0 zams | Scurce Inst no. #t BitT-4 |
I o0 067 | 0000 sasa | Scurce inst no. #2 Dit3-0 @ - 251 |
! 00 @3 | 0000 zaaa | Scurce inst no. #2 BbitT-4 |
| H H t . ¢ t
| 00 32 | 0000 saaa | Source inst ne. #26 bitd-0 @ - 251. |
| 00 331 0000 zaza | Source inst no. 426 bitT-4 |
| + }
1 10 34 | | Copy Sound Name &1 +5-2-} 1
i 00 38 4 i Copy Sound Naee #2 |
1 H i : t
| 01 63 | { Copy Sound Nape &285 1
] 1
i Total slze 100 00 01 64 |

*5-2-1 Copy Sound Name

Offset
Description

I
address |

|
sl : }
00 06 | Um@a amaa |

Copy Scund Name char. 1

Copy Scund Hame char, 7

32 - 121

32 - 127

i
|
|
| 00 00 | Oass azaa
i
|
|
|

Total size | &0 00 00 07
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*5-3 ROM Card data Area

|
1
1
1
|
1
1
i

+

The contents of this area are data read from Sound ROM card on executing

Offset 1
address i bescription
"""""" 0 | o0 samn | BOH Coed date som
13 éE:I i\ Oana anaa l\ ROM C:;rd data n- 127
Total size \ 40 00 13 44 -

i

I
i
i
|
|

LOAD ROM.

*§ -4 Performance Parameter

| Gffset |

| address I Deseription

i .

| 00 00 © 0DOD aaas | Plitch data blt3-p 0 - 480

1 00 01 | 0000 bhob | hitT-4

| 49 02 + 000D 000c | BitB .

i 03 03 | 0000 000z | sign Pitch ¢ - 1 (0=plus

1 } | 1=minus)

t 00 04 | Daaa aasa | Decay ~81 - +B3 ¥

i 00.05 1 000D amaz P Nuance T - T %

1 00 Q8 T §°00 Ozag | Pan 0-7

f ' i {LEFT3, 2. 1, CENTER,

} | f RIGHTY, 2. 3, OFF)

i 00 07 T Oxxx woxx [ dummy (Ignored if recelved)

f Total slze [ o0 06 06 08

* 2's - complement
*5-~5 Feel Pach Parameter
—

[ offset 1 H
I address ! Bescription t
| mmm-te !
b GG 00 { 0OD0 aaaa | Inst po. #1 bit3-0 B -~ 251 i
| 00 01 { 0000 eama | inst no. ¥1 blt7-4 1
| | : i H |
f 00 OE { 0000 saas | {nst no. #& bitd-0 0 - 251 1
| 00 OF | 0000 aasa [ inst no. #B bit7-4 1
} + -1
} GC 10 ! 000D deba | Inst sw. #1 |
| H I a Yeloalty 0 - 1 {OFF,08) |
b ! ¢ B Decay 0 ~ 1 {OFF,0N) |
i | f ¢ i Pitch 0 - 1 {OFF,0N) |
| i | d ¢ Huance 0 - 1 {oFF, 0N |
} B : i H |
| 00 17 | 0000 deba | oinst sw. #8 |
| | | a: Yelocity 0~ 1 {6FF.0M |
| ' | | b Decay 0 - 1 {OFF. 0N |
\ | Pooe: Plteh 0 - 1 {CFF, 0N

i | I d: Huance D - 1 {CFF, 0N |
i + I
i 00 18 1 0000 deba | Random sw |
i | | a: Yelocity 0~ 1 {OFF, 0N |
H i | b : Decay 0 - 1 {OFF,0H) |
i 1 { e Piteh 0~ 1 {OFF,ON) |
i ! 1 d: Neance 0~ 1 {OFF,0M |
. 1 |
| 00 19 [ 000G aasa | Random Probabiiity for Velecity 1 -8 |
! 00 1A | ODOC aame | Random Probabiiity for Decay i-8 1
i 00 1B | 000G psga 1 Random Probability for Pitch 1 -8 |
| 00 IC | 0000 sass | Random Probabiliity for Muance 1 -8 1
| + |
| 00 1D | 000C Dzaa { Random Depth for Velocity P-4
I 00 IE | 0000 9aaa i Random Depth for Decay 1-4 |
| 00 IF { 0000 ¢aas { Randow Depth for Pitch 1 -4 |
| 00 20 | 0000 Baan { Random Depth for Nuance 1 -4 |
| |
| 00 21 | 0000 dcbha | Groove sw. |
| i b & Velocity % - 1 (GFF,0N) |
| i | b : Decay g - 1 (OFF,0K) i
! ! i ¢ Plich & - 1 (OFF,0N) |
f | | d : Huance B - 1 (OFF,08) |
| + + }
| 00 22 | 0000 asaz | Groove Type 1-8 |
| t pmmmmm |
I 00 23 | o000 Gaza | Groove Step -1 |
1 | | !
1 i | |
H i ! !
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{174, 1/8, 1/8,
/12, 1/16, 1/24,
1/32)

| +
| 08 2 | | Groove Velaclty offset #1  #5-3-1 f
| vl b : ;
b o0 32 | t Groove Yeloclty offset & i
e b e e 1
H 00 34 ! | Groova Decay offset #1 #5-5-10 |
i H | : |
i 00 42 4 | Groove Decay offset 8 |
o o o ot o e oo i
| 0 44 | | Groove Pitch offset 31 ¥5-5-1 i
| . H : i
} 00 52 t { Groove Plich offset #8 i
| + fmmmmm e ---1
| 00 54 | { Grogve Nuance of fset &1 #5-3-1 |
! i } : |
' a0 62 § } Groove Nuance offset #8 |
1 + —-m e
i Totat slze b 00 00 00 84 |
i +
" #E-85-1 Groove offset
-t +
B | 0ffset I t
= 4  address t Deseripilon !
In e S |
| 40 | faaa asas | absolute value 0 - %8 i
| 61 i 0000 000a | sign bit -1 i
i i | {=plus, 1=ninus) |
[---- oo mm oo i
| Total size | 00 00 00 62 |
e .
#5 -8 Assign Parameter
| Offset i ;
1 address | Bescriptlon f
1 + ;
| 00 00 | 000C aasa | Imstf (Pad A-1) Ditd-0 0-W
| 00 01 1 000G aaaa | inst# (Pad A-1) bit7-d H
! H : 1 ! |
| 00 IE | 0000 aaaa | insté# (Pad A-16} blt3-D 0 - 25 |
I 00.1F | 0000 maaa | Inst® (Pad A-16) bit7-4 |
| 00 20 | 0000 agaa | insts (Pad B-1} bitd-2 9 - 254 |
| 00 21 | 0080 aaea | inst# (Pad B-1} Dbit?-4 }
¢ | : | H }
i 00 3E | COBO asma | iost# (pad B~16) bItd-0 8 - 231 |
t 00 3F | 0600 aaam | Inst# {pad B-18) bitl-4 |
i 00 40 | GCOD aaas | inst# (Pad C-1) bit3-0 0 - 251 !
H D0 41 | 000D maam | inst# (Pad C-1) bit?-4 |
| H : t : |
| 00 55 [ 0000 aas® | inst# (Pad C-16) bltd-© o - 251 !
i 00 5F | 000D aaaa | instd (Pad C-16) bitT-4 H
1 00 60 { Q000 maaa | Inst# (Ped D-1)} bitd-D o - 251 H
1 00 §1 i 9000 aama | inst# (Pad D-1) bItT-4 1
| 1 : | : |
| 00 7E | 0000 mama | fnst# (Fed D-16) bitd-0 0 - 251 |
| 00 TF | 000D aaaa | inst¥# {Pad D-16) bitT-4 |
| 01 80 | 0000 asaa | inst¥ {Pad E-1) uit3-0 g - 251 |
} 0f 81§ 0000 sama | inst# {Ped E-1) biti-4 I
| P : | : |
| 0% IE | 0000 aaaa | inst# {Pad E-1E) Bit3-0 g - 251 |
| &1 1F | 0000 aaaa | inst® {Pad E-16) bit7-4 |
| + |
| 01 23 1 0000 aama | Inst® (Display assign#2)} blt3-0 0 - 251 !
| 01 21| 000D saas | Inst# (Display assign#2} pit?-4 !
| 01 2z { 0000 meas | inst# (Display assign#d) bitd-0 0 - 251 ¢
| 01 23 | 0000 asam | Lnst# (Display assign#d) bit7-4 ¢
| 01 24 | GDOO amaa | inst¥ (Display assign#d) bit3-0 0 - 251 !
I 01 25 | 0000 aaaa | [nst# (Display assign#d) bit?-4 i
} -- : ;
I 01 26 | 000D aasa § Inst® (Multi) bit3-0 0~ 251 i
! 01 27 | 000D amma | inst# (dultl) bitT-4 i
| . [ |
i Tetal size {06 00 01 28 i




*35 -7 Outpul Level

Controtler-8

i DEfset !
| address H Besgription H
j=m=mmmm e o m T e e e e mmm e i
i 00 00 i 0000 saam ¢ CQuiput Level = 0 - 15 H

O 01 § 000G aaaa

01 7B ¢ 000G amaa

i Gutput Levei & 0-15

H
i : H
! Qutput Level ~252 g - 15 i
i
i

H Total size 10000 01 7C
*5 -8 MIDI Parameter Area
i 0ffset i i
i address 1 Pescription i
jrmmmmmmm e AR -1
! 00 00 | 0GDG aama | Tx Channel 21 8-145 1
| I ; {1 - )
| ! | : i H |
1 G170 | 0000 sasa | Tx Channe] #252 0-15 |
i ! i {1 - 18}
o e e e e e e S s s i
] 0f TC ¢ 0002 aaaa | Rx Channel {Perform sectien #1) 0 - 1§ |
i i ! {1-18, OFF}|
i 01 79 { 0002 sasa ! Ax Channei (Perform sect{en #2) 0 - 16 |
] i | (1-16,0FF} |
H 0i 7E | OODa seaa | Hx Channel (Perform section #3) 0 - 16 |
H | | {1-16, 0FF} 1
H 01 7F | 000a azza | fix Channel (Perform sectlon #4) 0 ~ 16 |
; I i (1-15, 0FF} |
fmm-- + e |
H 0z 60 | | Hote no. assign #1 ¥5-8-1 |
{ 02 92 ¢ | Note no. assign #2 *5-8-1 |
i : 1 | : |
i 03 76 1 | Bote no. assign 4232 ¥5-8-1 i
== Hmmmnas - |
| 05 78 { 0000 dcba | Funetion sw, I
| i i a: Cll MESSAGE 0 -1 {OFF.ON) |
! i | b : ¥OTE OFF 0 -1 {OFF, 08 |
} i | ©: PARPOT 0 - 1 {OFF, 08 |
1 i | d : PGH CHANGE 0 - 1 {CFF.0N |
| L t |
| R | Contro} Change Parameter  #5-8-2 |
|====--- 1
| 06 14 ! } Perfomance section #1 +5-8-3 |
| 86 1B | | Perforwance section #2 #3-8-3 !
i : | | ! |
I 06 29 | | Performance secticn #4 ¥5-8-3 |
[ ot e = |
| Total size 130 00 08 30 |
' - R - —t
*5-8~1 Nolez assign

| Dffset | i
| address | Descriptien }
i + -
H 00 | 0Oass asaa | note no. ¢ - 127 b
i 01 ¢ 0000 0003 § ON/OFF [lag t-1 b
; i i (OFF. O8) |
fe= -
i Total size i 00 00 00 02 |

*5~8~2 Controi Change Parameter

08 G0CO Daaa

Controi Parameter 0-4

;
I Dfset f |
| address | Deseription |
[rmmm -+ f
| | | Modutation |
| 00 | 0000 aaza | Contra! inst¥ bit3-0 0 - 251 |
| 01 1 0000 aaaa | Control instd bit7-4 |
1 02 { 0000 Qaa | Control Parametar 0-4 |
] i 1 (Pitch, Decay. |
H I | Muance, Pan, 010} {
} | i Controller-! {
03 | 0000 aaaa ! Control Inst# bit3-0 0 - 281 i
i 04 | £000 sape | Control Inst# biti-¢ {
i 05 | {000 0aaa ! Centrol Paraeeter 0-4 i
i | | Centreiler-2 i
i 05 | 0000 amaa | Control imst® bit3-0 § - 251 H
| o7 | 0000 asaa | Control instd bltT-d4 }
| | | j
i | | |

: 1 |
I 18 | 0000 asaa | Comirol issté Ditd-0 8- 25l i
t 19 | 000D zeaa | Comtrol instk hit7-4 }
P 1A 1 000D Daae | Control Parameter 0-4 |
' + }
i Total size P06 00 00 18 |
_______________ +
#5~8~3 Performance section
| offset | t
| address | Bescription t
| i
| 00 | G000 aaaz | Control insts bitd-D g~ 281 |
| 01 | 0000 asaa | Control Inst# biiT-4 f
| 021 000 Daza | Paraweter{Noter Controlied) -3 i
| - } {Piten, Decay, |
| 1 } Nuance. Pan) |
| 03 | Oaaa zasa | Center note no. 0- 127
| 04 1 O0asa aaaa | Keyboard follow - 0-9%
| 05 | 5000 aas | Covfitrol change na. 6-3 i
| : i i {Hodulation, i
| ! i Controlleri-g, |
| ! ! . GFF} i
| 06 | ©0Qp Ozaa ! Pargmeter(Contro} change) 1-3 i
I | bae {Decay, 1
! | ) Muance, Fan) |
{ — i
| Total size P00 00 60 07 H
*5—9 Systern data Area
t Offset | i
i address | Description i
i i
i 00 60 | 2000 ODaz | Sync mode -2 i
! f | {INTERNAL, !
I | | MIDL, TAPE) |
; + " |
! 00 61 | 0000 asaz | ROLL Besoiution i-19 }
! | { {174, /6, /8, |
f | i 112, 5/16, 1724, |
f | i 1/32, /48, HIGH) |
| + |
| 0 0z | | Metronome set €5-4-1 |
f i -
| Total size {08 00 00 06 |
*#5~-08-1 Metronome Set
b offset | |
| address { lescription |
| t }
| 00 | 0060 Dasa | Iaterval b-T |
f | 1 {174, 176,178, |
f | | 112, 8416, 1724, |
t | i 1/32) |
} gl | 0000 Dbea | Mode n-2 }
| ! | (OFF, EMPTY. EVERY) |
i 02 | 0000 aaaa ! Level ] |
i 03 | 0000 aaas | Cutput 0 - 14 |
| | i {LEFT3-1,CENTER, |
1 | i RIGHT1-3, MULT!1-8) |
i |
| Total size i 00 00 00 04 |
i +

*5— 14 Song data Area

Data included i the area are Song data, Song name, Song chain and Initial
parameters of Songs 0 to 8.

When the data in this area are transmitted from Bulk Dump aperation, the size &
of the datz depends on that of Song data. If you want to send Data Request
to the R—8MKH in this area, sei the address to 0L 00 00 00, and the size
to 01 00 00 O0.

The R - 8MKII ignores the Data Requests which designate different address or
size.

No daia in this area can be transferred in unit of one byie.
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*5 - 11 Patiern datz Area

Data included in the area are Rhythm data, Time signature, Number of measures,
Flam interval, Flam ratio, Shuffle peint, Shuffle delay, Feel patch number in each
pattern, and Pattern names.

When the data in this area are transmitted from Buik Dump operstion, the size
of the data depends upon the number of notes.

if you want t¢ send Data Request to the R—8MKII in this area, set the address
and the size as foilowings:

one paltera raddress = Lhe address of the pattern
size 00 04 00 00

#

raddress = 02 00 00 0D
size = 0B 20 00 00

ali pattern

The R-8MKII ignores the Data Requests designating different address or size.
No data in the area can be received in unit of one byte.

- ~-- Address Map

hddress Biock Sub hlock Reference

se=z==ssoEz=s EmEa s

o0 00 00 0O + +
| Seund Param. | | inst ¥1 | 181 |

bt -+, T et U + f
i I P oinst #2 4
| [ #mmmmmm
| | l |
! H foummm e mmm e +
| i | inst %251 |
H H Fmmm +
i 4 | Inst #252 |
i H o e +
00 01 00 0D == et e NN #mmmmmne +
a0 62 40 00
{ ROM Card data | P53
00 03 oG 00 ¥ Foevranan t L ¢ +
1 Perfarn, Parae. | [ Al | | 5~ |
4mmmmmm oo +. + toreriinn + +
} . |
i | +
| |
| ! mmt
| i ;
! | *
| !
| | +
¢0 04 00 00 LR
{ Feel Patch | 1 &0 t | 8§ 1§
| | ] !
f { e e
| | i |
| 1 e ] +
1 1 | %6 |
! H pmmmmm e +
i i | %7 i
| | pmmmmm e
00 05 00 0F  #-m--mmmmemeeees Feri ey Crvire s Emmmmmms +
| Asslgn Parom, | 58 |
00 06 80 00 t N pommmmmr i +
| Qutput Levei | | Inst #8111 P57 |
+ . + L fo—————— +
1 1. | Inst ¥2 |
H . amemmmemmem +
! i i |
| i dmmmmm— o +
| i I Inst £251 |
I f Fommmmmme ¥
1 I
i |
00 0T 00 09 #rwwwosmmmmmmmment
| MiDI Param. |
40 08 o0 Of e +
| Systes data |
01 00 €0 29 Frme e e i a it iea e e ey i +
| Seng data H b5-10 |
0z 00 60 00 P ——— t Fornan
| Pattern data ! | #TH A0D | b5~it
| PTY ADD |
o +
| : i
o ——— &+
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bPTN A9S

I +
i PTN B0 |
fmmmmm e .
| PTN BO1 ¢
o m .
| H

R +

L PTN B89
ot

6.Useful information

@ Dacimal and Haxadscimal

It is common to use T - bit Hexadecimal sumbers in MID! communication.
The following is a conversion table between decimal numbers and 7 - bit
Hexadecimat numbers.

+ + ++ + o —— + +

i {Hexa- | I Hexa- i1 IHexa- 1 Hexa- |
{pecinal ideciagl} {Decimal|decinal||Decinal {decimal | {Decinal |decinal |
tm—m———— fm—————— A Fmmm——— = 4= --4
| 01 QOH I 321 2OH 1L B4 i 4O0H 1T 9B | BON |
t L4 e 33 oz M BRI 4IK 4T 9T L BLE
f 20 o2t A oz It 8R| 42E M @B BZN !
| 394 03 35 ML 8T 43K 9% B3N
f 41 DdH }i B 2HH L 58 | <44t 100 | G4H ¢
i 51 08N [ WL ORI B9 1 45R fE 100 & B5H ¢
| 61 O6HI{ 38! 2H Il TOl 4BH fp 102 7 6B |
i T4 0 /i 2M N L 4T it 1034 6T
! G OBH 1 40 f ZBH 1Y T2l 4BH iF loa 16BN |
| 9] BON FF 41 F 2BHLE 731 48H §§ 105 | 6ed |
FooM0d GAH MY 420 ZaM IE T4t dMM 1D 106 | BAN |
boo1lh DBH)L 43 % 2BHIL TR L 4BH 1D 1071 &BM
boo124 ocHIE 448 M1 7B 4ol 1] 108 4 &CH |
1 13t ODHEE 481 200 1) 770 4D 4] 109 | 8D |
b4 DEH Y 46 F ZENJL 7B 4EH 1T 11D | EER
bo1Bt ORH HE 4T 2FHBE T8l AFH MG 110 | SFR
Foo0BE OH MY 480 30H L) 8O 1 EOH 11 112+ TOM |
PooTd ultE 490 3 8L SN H3L TR
2N S A -1/ N 7 (1 IR 2 4 G NS ST I A 41 |
Pl 1andd 51 F MMt 83 SMH s T
P04 WA TE 0 82 E 3N ML 84 SAH L 116 | TAR I
Io204 1sW b 534 3810 85 SEH M HT L TN M
b2zt IBH VP 543 3BH |3 86 ¢ GBH {1 118 1 TeH |
o230 MMIb o 88 3Tl 8T BTH M 11 TTH
P24 1M} s Y 3BH 1] BB Y SBE M) 120 | TR |
booo28 4 188 bF 0 BT 39K MY B9 SEH ML 121} TOH |
boo283 AME 58 ¢ A B 80 f SAR L 122 1 TAR !
P2t 1BHEL 89 % JBHIT O 8L SBE LD 12307 7BH .
| 281 1M At BO1 3CH G @24 BCR 1Y 124 1 TCH |
booo294 AW GE Bl 0 3DE M1 934 SDE I 128+ TOM !
| 30% IEH 62 ¢ 3EW Il 041 BEM I} 128 ¢ TEH }
[ 30 YFHIE 63 M 95 % SFRIL 1T E TRR

*To indicate a decimai number for the MIDI channel, 8ank number, and Program
number, add 1 to the Decimal aumber te the table.

#The resplution of 7 - bit Hexadecimal numbers is {28. Use several bytles for
values which require more resoiution.
i.e. The number “aa bbH" in 7 - bit Hexadecimal is “aa x 128 - bb" in
Decimal form.

*A signed number i5 indicated as OOH = -64, 40H = 0, 7FH =+ 63,
50 the signed number “aaH™ in 7 - bit Hexadecimal is "aa - 64.7
A signed number using two bytes is indicated as 00 OOH = -8192, 40 DOH
= 0, 7F 7FH = +BI9L,
So the signed number “aa bbH” in 7 - bit Hexadecimai is “aa bbH - 40
00H = aa x 128 + bb - 64 x 128"

*The data indicated as “nibbled” is a 4 - bit Hexadecimal nember.
ie. "pa ObH" is “a x 16 + b”

<EXAMPLE 1> Convert "SAH" in Hexadecimal to a Decimal number.
{By using the table) S5AH = 80

<EXAMPLE 2> Convert “12 34H" in 7 - bit Hexadecimal to a Decimal number.
{By using the table) 12H = 18, 34H = 52
Sa, 18 x 28 + 52 = 2396

< EXAMPLE 3> Convert "DA 03 09 0D" in nibblized form 0 a Decimal number.
{By using the table} OAH = 10, 03H = 3, 08H = 9, ODH = 13
5a, ({10 x 16 + 3) x 16 + 9 x 16 = 13 = 41885



@ Example of actual MID! massages

< EXAMPLE 1} > 99 24 5F

“g5" is a status of a Note On message, and “n” is a MIDI channel number.
The second byle is the Nole number, and the third byte is Velocity.

gH = 9, 24H = 38, 9FH = 95

So, this is a Note On message of MIDL channe! = 10, Note number = 36 {C2}
and Velocity = 93,

@ Chocksum of Roland Syatem Exclusive massages

Roland System Exclusive messages (RQ1 and DT1) have a Checksum at the
end of the data (before EOX) to be able to check for communication errors.
The Checksum results from address and data (or size) included in the message.

QHow o calculate Checksums ("H" indicates Hexadecimal.)

The error checking process uses a Checksum and provides a it pattern where
the jast significant 7 bits are zero when values for an address, data (or size)
and the Checksum are summed.

Il the address is “aa bb ccH"- and the data { or the size) is "dd ce ffH"

aa +~ bb ~ c¢c + dd + ee + {[ = sum
sum + 128 = guotient -+ remainder
128 - remainder =.ghecksum

< EXAMPLE 1| > Sel the Pitch of the instrument number iG (Flop Kick} lo
- 100 cent.

1t is assumed that the basic channel (receive channel of Instrument section)
is 1.

Basic channel {s 10 so Device 1D is 05H {(basic channel minus 1).
According to the Parameter Address Map, the Address of SOUND
PARAMETER is 00 00 09 DOH. The top address of the instrument number
10 is

00 00 OD OOH -~ 10 x (Imst=:18 - 1) = 00 00 G0 5AH.

The offset address of pitch is 00 00H. So the address is
00 00 0D SAH - 00 OOH = 00 DO 00 5AH.

The actual value is ~ 1D because the pitch is set in 10 cent steps. The
absolute value - 10 is OAH. Sign is minus. S0, the message shouid be ;

F0 41 09 5E 12 00 00 80 5A DA 00 0C 0 7 FT

(1) {2} (3) {4} (5) address data  checksua ()

{1} Exclusive Status (4) Madel iD (R - BMKII)
(2} 1D {Roland} (3) Command ID (DT}

{3} Device ID (8) (6) End of Exclusive

The Checksum is :

00H + O0H - OOH + SAH +~ DAH + 00H + 00H + 01H
=0-~-0+0+9 + 10 +0+ 0+ 1 =101 {sum}

101 {sum} + 128 = 0 {quotienl) = 101 {remainder)

checksum = 128 - 101 (remainder} = 27 = 1BH

Therefore, he message ta send is @ FO 4] 09 5E 12 00 00 ¢0 3A CA
00 00 D1 LB F7.

< EXAMPLE 2> To request the selling of

ROLL RESGLUTION.

The Address of “ROLL RESOLUTION" is 0 0B 00 OLH, and the size
is 00 00 00 O1H. So. the message should be :

FO 41 09 3E 11 00 08 €0 &1 00 00 00 0L

(13 (21{3) (4] (5) address slze

”FT

checksun (8}

{1} Exclusive Status (4) Model D (R~ BMKID
(2) 1D (Roiand) (5) Command [D (RQ1)
{3) Device ID {9} {6) End of Exclusive

The Checksum is :

00H + 08H + 00H + OIH + O0GH + O0OH + OOH + OlH
=0 +¢8+0+1+0+0+0+1=10(sum)

10 (sum) + 12B = 0 {quotient) --
checksum = 128 ~ 10 (remainder}

Therefore, the message o send is :
00 00 01 78 F7.

10 {remainder)
= |18 = T6H

FCG 41 08 BE 11 00 08 00 01 0D
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HUMAN RHY FHM CUNMIFOSER (Instrument Section) Uate Nov. 4 Y
Model R-8MK 1| MIDI Implementation Chart Version : 1.00
. Transmitted Recognized Remarks
Function -
Basic Default 1—-16 1~18 . .
Channel Changed {18 1 - 18 Memorized (Non-Volatile)
Default £E-~F 3 E—F3
Mode Message x %
Altered B Kk ok ok ok Rk k
Note . 0127 *2 | 0-127 %2 | Assignable to each
Number True Voice Kk ok k ok ok ok ok instrument
Velocity Note ON C %1 Bnv=1=-127|C *1 9 v=1-127 |n=inst Ch %3
Note OFF X 9n v=0 X b = Basic Ch
After Key's X X
Touch Ch's X X
Pitch Bend X X
1,331 O *1 O %1 Modulation
Control 10| X X%k Panpot
Change 16—-19,48-51] O =*1 O %1 Controllers 1 — 4
80-831 0 %1 O *1 Controllers 5-8
Prag X X %]
Change True & % %k %k ok %k ok % k%
System Exclusive O O %1
S P -
System 5222 s.:f 8 O SYNC - MIDI
Common E O SYNC = MIDI 0-9
Tune x X
System Clock O SYNC = INT~TAPE O SYNC = MIDI
Real Time Commands O SYNC=INT/TAPE | O SYNC=MIDI
Local ON~QOFF X X
Aux All Notes OFF X x
Messages Active Sense O X
Reset X X
Notes * 1 Can be set to O or X manually and memoarized.
* 2 Can be changed manually and memorized.
* 3 Transmit channel of each instrument can be set to 1 to 18 manually.
Mode 1: OMINI ON, POLY Mode 2: OMNI ON, MONC O : Yes
Moade 3: OMNI OFF. POLY Mode 4 : OMNI OFF. MONO ®x + Nn



MIDI Implementation Chart

Model R-8MK i Version : 1.00
X Transmitted Recognized Remarks
Function -
Basic Default X OFF , .
Channel Changed < OFF. 1 - 16 %2 Meamorized {(Non-volatile)
Default X =-F3
Mode Message X X
Altered RS E R EEEE
Note X 0~127
Number True Voice Kk kK K KKk k
- Note ON X O 9 v=1-127
Velocity = i h
Note OFF x X n =Section C
After Key's X X
Touch Ch's °* X b X *
Pitch Bend X X
1| % O %3 Moduiation
Control 10 | X X k1 Panpot
Change 16-19 | x O *1 Controllers 1~ 4
80-83 | x O %1 Controllers 5~ 8
Prog X X
Change True # % % %k k ok ok k% k
Systemn Exclusive % X
Song FPos X X
System
Song Sel X x
Common
Tune bt X
Systemn Ciock X X
Reat Time Commands X X
Local ON,~OFF X x
Aux All Notes OFF X x
Messages  Active Sense X x
Reset X X
Notes %1 Can be set to O or X manually for each Performance Section and
memaorized,
*2 If the channel is set to OFF, R-BMK Il cannot recognize any massage.
Mode 1: OMINI ON, POLY Mode 2: OMNI ON, MONO QO : Yes
Mode 3: OMNI OFF, POLY Mode 4: OMNI OFF, MONO X : No



M SPECIFICATIONS

R-8MK Il : Human Rhythm Composer

@® Maximum Polyphony
12 wvoices

@ Instruments
Instruments : 200
Copy Instruments 26
Sound ROM Card :26

@ Rhythm Patterns
Preset Patterns : 32
User Patterns  : 200
(maximurm number of bars: 99)

® Songs
10 {max. 999 parts (one seng), total 2000 parts)

@ Resolution
24 ciocks,”quarter note (during Pattern Write)
96 clocks, /quarter note (during Pattern Play)

® Tempo
4 =20 to 250

@ Display
Function display
Graphic display

@ Data input Method
Realtime Write

Reaitime Edit

Step Write

Step Edit

®Key Pad
16

208

@® Sync Play
MEDI
Tape Sync

@ Connectors

Stereo Qutput Jack (L (MONO}, R}
Mutti Output Jack (1 to 8)
Headphone Jack

Start,”Stop Jack

Value Jack )

MIDI Connectors (IN, OUT, THRU)

Tape Sync Jack {(INOUT, RCA phono)
AC Adaptor Jack (DC + 10V)

@ Power Supply
DC =10V : AC Adaptor

@® Current Draw
+ 10V : 240mA
- 10V : 105mA

@ Dimensions
410 (W) =290 (D) x 70 (H} mm
16-3716 (W) x11-7716 (D) x2-3,74 (H) inches

@ Weight
3kg
6 b 10 oz

@ Accessories

AC Adaptor

Owner's Manual

To Get You Started (User Guide)
Quick Operation Mode Table

@ Options
Memory Card (M-256E)
Sound ROM Card (SN-RB series)

¥In the interest of product improvement, the
specifications of this unit are subject to change
without prior notice.



B Index to Functions

[Instrument Setting]

@Editing the tone of each Instrument.
=rSound Parameter Setting ----vvv--- Page 43

®Changing Instrument assignment to
each Key Pad.
erinstrument Assign-----ccoec e -+ - Page 36

®Editing Instrument tones for each Key Pad.
rPerformance Parameters ~«rcroovvee Page 73

@Assigning one Instrument to all 168 Key pads
and then editing pitch or tone.

orUsing the Multi Assign----- Page 77

SFALIGRMEME v v e e Page 78

®Using a ROM Card.
wHow to use a ROM Card -----++-- Page 39

@®Using an edited Instrument for
another Instrument.
Copy Instrument --------cenieeen Page 50

@®Saving Instrument data ontc a RAM card.
PGV - -« et Page 148

@®Restoring the factory preset Sound Parameter
Settings.
oHow to initialize the Sound
Parametefs' ........................ Page ]42

@®Restoring the factory preset Instrument
Assignments.
oHow to initialize the Instrument
ASSIGNMEent - - rrra e Page 141

@Clearing the Performance Parameters.
oHow to clear the Performance
Parameters ........................ Page 143

[Rhythm Pattern Writing]

®Writing a rhythm pattern by tapping the kay

pads.
orDefault Settings for Pattern
Wfite ............................... PEQB 55
orReal-time Writing ~orcoovrrererenn Page 57

®Writing a rhythm pattern by entering
one step at a time.
Default Settings for Pattern

Wl’ltB ............................... PEQB 55

er Step Writing---------ccerreenn Page 61
®Adding Swing. ..

EFSWING <cc-rcrrerrrrar e Page 80

@®Adding a Flam.

= . T R e L L Page g2
@®Adding a Roll.
e T Page 84

®Setting Feel Patch data.
ErFea]l Patoher  rrrererrnrioanncioes Page 85

@Changing tones of sound in a rhythm pattern.
=rEditing Sequence Paramseters ':---- Page 96

@Swapping Instruments in a rhythm pattern.
cringtrument Change««--r-rvevrevet Page 103

@Joining two rhythm patterns.
orPattern Append - ee EECETESTRRS Page 104

®Copvying an Instrument's rhythm pattern
to another pattern.

rPattern Extract------r-roerrian Page 105

@®Merging two rhythm patterns.
rPattern Mergg-«-c-coveeeciaieinns Page 106
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@®Change the Start point of the rhythm pattern.
EFREFramE +rrrrrrrrrrr e e, Page 107

®Copying a Preset or a Userprogrammed pattern
to another Userprogrammed pattern.

orPattern Copy s~ -rvrevreeriee Fage 108

@Naming a rhythm pattern.
rPattern Naming ----r---orvrvreeees Page 110

@Checking the memory remaining
for rhythm patterns.
Available Memory -+----osreieneee- Page 138
@Saving rhythm pattern data onto a RAM card.

@FErasing all rhythm pattern data.
rAll Pattern Clear---+-rcoreerernes Page 139

[Song Writing]

@®Writing a song using rhythm patterns.
Song Write -« ---cvoreeiieiiien Page 113

@Repeat rhythm patterns you specified.
PREPBAL -+ e Page 115

@®Changing the tempo in the middlé of a Song.
riempo Change r reevrveeriieeianns Page 117

@®Changing the level in the middle of a Song.
D'Level Change....‘ .................. Page }‘]8

@Writing a fabel in a Part of a Song.

Searching a label written into a Song.
CrLab@l s ot Page 119

210

@®0eleting a specified Part.
crPart Dalete rrrrrrrrrrrraraan ey Page 121

@Adding Parts to Song Data.
O'Part lnsert ........................ PEQB §22

@®Copving specified Parts to a different location.
TPart Copy «rrorrrrre Page 1Z3

@®Copying an entire Song to another Song
Number.
&Song Copy r-rrorrrrsrres e Page 125

@®Frasing Song data.
rSong Clear ~-rr-vrmrrereemeeeeee e Page 126

@®CErasing all Song data.
rAll Song Clear ----o--vevereeeees Page 139

@Naming a Song.
crSong Name «ccroverrirriarnne Page 127

®Saving Song data onto a RAM card.

CFGaV@ st sttt i Page 148
[Song Playing]
®Flaying from the middle of a Song

(from a specified bar).
oContinue Play «-----orreeer Page 128

@Setting the base tempo and level of a Song.
wrinitial Tempo and Initiai Level ---Page 130

®Playing from a labeled position.
=Search Label ------oo-rrmeereniins Page 131



®Checking the time needsd for a Song

to be played.
=rTime Calculate ~-- v ooerererivvennnn Page 132
= Time Display -----rrrrermrranaaas Page 134

@®Flaying a Song within a specified time.
E7TIMNE St --cvvrccrrrrrrtaraaay Page 135

@Checking the rematning memory for Song data.
rAvaiiable Memory <« Page 138

[Sync Playing]

®Determining how the R-8MK Il showld sync.
rSyne Mode: v Page 151

@Svynchronizing to an external MIDI device.
DL Syne - Page 152

@Synchronizing to an MTR {(multi- track
recorder),
ErTADE SYNC «rcvrrrreeneeenoneronn. Page 153

[MIDI]

@MIDI Structure.
MDD o v e i Paga 155

@Setting a Transmit Channel for each
Instrument.
rTransmit Channel -~ -veeivvnens Page 160

®Setting a Receive Channel for each Section.
erReceive Channel---+--------- 00 vs Page 161

@Setting a Note Number for each Instrument.
D'Note Numb_grs ..................... pag'e ‘]62

@Setting Channel Messages ; Receive and
Transmit.
rFunction Switches - --vemnen Page 163

®Setting Control Changes.
U‘Control Change ................... Page 186

@External MID! Equipment.
crExample Setupg -----ccr e Page 169

@Data Transfer via Exclusive messages.
rData Transfer via Exclusive -+« Page 172

@Restore the Note numbers preprogramed at the
factory.
=rHow to initialize the Note
NUMDEIS «rcrrrrrrererriraeeniaras Page 141
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B Index to Terminology

Align FunGtion: e 78
All Pattarn Clear ------merrererrrmmsnsninsrssesees 139
All SONG Claars-rrerrrmmrrrmmssmitis it 139
Assign TV{JB ...................................................... 46
Available Memory st 138
Basic Chanme] --«scosrrermmma .. 161
Basic Mod@ -orrrrreerrerer i B2
Bulk DU!TED ...................................................... 172
Card Mode ....................... 29
Center Note Number ....................................... 167

Channel Message - e 163
Channsl Message Switch -rorrerreseecie 163
CONtinUE Play: i 128
Copy INSHAUMENt-- e 5O
Control Change e e seninninannes | B6

DIECAY-++e-n=etsriesisiberb ettt 44
Display ASSIgr - -----sreristsrsmiania s 42
[E]

Edlt Mode .......................................................... 29
Error Messages -+« - ememrmmsmmsrssrniesiinisnsanseisiaas 175
EXCIUSIVE MBSSAGES r+rrr-rrrrmrmmsersisiessinerssaniaens 172
EXCiUSiVe SWltCh ............................................. 164
Fael Edit Modg:rrrrrrmrermssmsmsecncsssieeneineeinns 29
Faal PatCh reorrrrirsereasrrmreesecsirieaiceeinastensesssinans 85
RIGTY +evreersnreesrrsesascsnsesasnsnaanensasasessotstinststsonsnsnnnns ap
FIAM IOEGIVA[ wverreserrrresrmmaammrmissss st s snannenas 82
Fiam REHIO - - s e 82
FOIMALEIIIG rvrrrrererserrrsrsressasnes et stb st 148
FUnCtiOn SWltCh .............................................. 163
[G]

(SOOI w7+ ersemervrnesmsteser s ot as st ot ea st e e st nnr e 85
Groave eIt rer =rerrmsrssstessssiosiis s ris s ssanas e 87
GroOAVE SEEP - errerrrrerrresrrri et 87
Groove SWItCH - rrrrserrrrreeiseesienn e 88
GrOOVE TYp@:+re -  erersersmmiamsssis it 87
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(1]

I ZALION +oorererrressrereermmmmimnsrrrress s 141
[nitial Lay@lesrrrrrreermrrmemn s 130

|n|tla| Tempo ................................................... ‘]30
[NSEUMEnt ASSIGNIng ----sswesressrmrmssemsmsinarinaens 36
Instrument Assign Mode----rrseeemiiiman. jele)
FMStrUMBNt Change - rreesmere s insitoisnenasenn, 103
INStrument Ligtr---e-ooreersrrmri e 140
IASEAUMEBAT SECHOM 1+ r- - rrrrersmrareesssinresinniscssnas 150
[NSEIUMENT SEIEGE «eerrerrrarerrrrerererermmrraaeeiiiaes g7
INSHrUMENt SWitCh e srrrrmmsss e 89
Keyboard Followar eeeesrrmrmmmmmmiesaon 167
] e [OOSR RS 18
Lovel AdiUSTMENt o e mrmmeeeer e 18
Level Chamge«« - emrrrerermmrmrnnme sttt 118
LLO@C #++verserrnrerrrerersammssbaniibatess s s 149
[M]

Macro Timing Shifter-e-emsrrmmmmma . 100
MEin Mo reeerererererrrrerreerermn it 28
MEMOry Card - s -eresesmmmrmaiain s 145
Menu Display --seeseererrismmmmi i 30
Metronome Setting -t eeeerrermrmmessm, 59
Micro TIMIRG Shiftrre e 101
MlDI Mode ......................................................... 29
MIDI SYNE s+rveerererssmssmersitirisansrrn e 152
MuUlti ASSIGRIIEAL -reerrrrrsrrrsrrirsmmes ettt 77

[N]

Normal Editing Modeg s+ seemermeremenn e g3

NOIMal ERfry eeesessrreremmemnisens st 82
NOtE MESSagE- -++- -reseressrrrrrsrir s, 180
NOte NUTIBE s erererrrrrarsrnrreeraresamn e ieain 162
Nota Off Massage ........................................... ‘§63
Note OFF SWItoh «oeererrrermeererrrmens i, 163
PUBIICE ++vssseesrrasorssriemmrcrmtennnnastes s rsoransssiaas s 45
0]

OULPUL ASSIGR r+rrerrrrerrrrerrsssmninin i 45



[P]

pad Bank .......................................................... iB
Pan .................................................................... 45
Pan SWItCh ...................................................... 164
PP art crreeer ey 112
Part COD\/ ...................................................... 123

Part Delete T T N ‘] 2‘]
Part JABEIt v rvrrrrrsr it s 122

Pattarn Appand -« eoserrerssiii . 104
Pattern Bank =i 21
Pattarn Copy e 108
Patternn ExEract c-ietorstemrraestrmemmmaarnaaranaannanraas 105
Pattern Merge: - rrererremrrrimi 108

.rpat-{ern Mode .................................................... 29
Pattern NAMe <+ Farrioceinstreereeeeeeeenens 110
Patterrn Writg - o 54
Parformance Edit Moda: s, 29
Performance Parameters .................................... 7'3
ParfOrmMance SO -----------wrrrrermserrmsrsemnrrrneres 167
PitCh .................................................................. 43
Praset Pattern «rrrrresrmrmmm s i 20
Probability .......................................................... 89
Program Change Mesgages «-«tooeremerimereaeens 164
Protect Switchr--oooiemeiinn crrsirasaai 145
Q]

CIUBPREIZE soorerrrrrrerremrmmnssmrarermeeereneasenrrst s enasaaanas BT

[R]

RAM Card ....................................................... 148
Random Depth .................................................. 89
Random Factor- - ---reermemerrr e irr e renaanas 88
Random Factor SWiteh «rreserrererrriseniiceesnenninannn a8
Realtime Edit -«-rrerrrereamrermeenmremrnarrrciina. g7
Realtime Writing ............................................... 57
Receive CRanne - cerrrerreerreeriei e, 161

Rhythm Pattem54

GEVE ++rvrreeerrrersrannnsanstrrnnsiassis s e naa b r bbb baabae e 148
Scope Eiting Mode e reerrremmmnniiinneann 64
SEOPE Stap - w-mrrremrerresnasesies e 84
SEATCH LLah@|- rrrrrreesrrrrereireris s st s 120
SENGE CUIVE ++ 5 tteresiiiiiississesstieesimsmene e e e esnsnnnnenes 47
SEQUBNCE PArBMELEr -+ erereesserrareraansererssasasesseas 95
GOng ererrerese s et b 112
SONG ClEAT-«++rerererarerrresantsianrr it as st nese s 126
SONG Edit <eerrerrrreremerrenmsseeene ettt e 121
SONG CRAJ «reereeserterresrennrsee e e 129
SONG COPY +ereerrermerterernenaseaastesstaaarasanse iy eesnasns 125
SONG M@+ errerrrmserrreeosterire st 29
Song _xNarne e Lo 127
SORG Wit ereerresrrssesienninasinens S R 3.
Sound Edit Modg: - eorrermenrarmannnd Seviienans g
SOUNT ParGrRGLars -+ wrrrestsrrrrssserseermmssrniaiinrimeenns 43
Sound ROM Card- - eeerrrrrereemnirniaen. 39
LT LT OOy SO &1
Step Ed't ........................................................... gg
Step WHILing -r-rrrerrreeesemrsresensn e nas s et st 81
SWIIG «+rerereemersrrrsersen et et st B0
SWING Dalay e-reeereermermrreritaanie iy tesieancae e 80
SWIRG POINL -w-errrrmeresmririse s e 80
Syrie Mo - rrrererterr e 151
TAPE SYME-rrrereeesrereserisrateattamesiersstnesassainasne 153
Tempo AdjUSEMEIIE-rererrrerrerrreaeerrassrreanaeerensns 18
TempPO CRhange « -----tr rrerersrerrrisssmraaieraanarnaes 117
TOMPOrary ASSIGR «-reeereerreresersrancrmmneernianinss 140
TiMe CAlCuUlata: - e errererrrrrmniirininie s 132
Time DISplay «----ererreerirerrenrerssrssaneeiones s 134
TIMIE St -rsrerremrrrnmmrreiiisiiisiiiiaiiis e rabensa e 135
Transmit ChaRREl - e 160
TEPIEt Bty --orerererererreronsnnteenesitnanrentasiensneas g2
|

USBE Pattarm ereerererrreosesseracterutrrsesenmnnetsanamaareeeans 20
Uility  =reersreeessesmre e bbb 138
Utility Moda srerereeeeresssmermnnisiiesinn e 29

VEIOCItY = =-e e rrsreresse ettt e 06

213



Apparatus containing Lithium batteries

ADVARSEL!

Lithiumbatteri — Ekspiosionsfare vad fejlagtig
hdndtering.

Udskiftming mi kun ske med batteri af samme
fabrikat og type.

Levér det brugte batteri tithage til leverandaren.

VARNING!

Explosionsfara vid felakligt battesthyta.

Anvéand samma batterityp elier ea ekvivalent typ
sam rekommenderas av apparattiliverkaren,
Kassera anvint batter enligt fabrikantens
instruktion.

ADVARSEL!

Lithiumbatteri — Eksplosjonsfare.

Ved uiskifting benyttes kun batteri som anbafait
av apparatfabrikanten.

Brukt batteri returneres apparatleveranderen.

VAROITUS!

Paristo voi rajihtdd, jos se on virheellisesti
asennetty.

Vaihda paristo ainoastaan laitevaimistajan
suosittelemaan {yyppiin, Hivitd kiytetty paristo
vzlmistajan phjeiden mukaisesti.

For Nordic Countrieg———




For the UK. wew—
IMPORTANT: THE WIRES IN THIS MAINS LEAD ARE COLOURED IN ACCORDANCE WITH THE FOLLOWING CODE.

BLUE : NEUTRAL
BROWN : LIVE

As the colours of the wires in the mains lead of this apparatus may not correspond with the coioured markings identifying
the terminals in your plug proceed as follows:

The wire which is coloured BLUE must be connected to the terminal which is marked with the letter N or cotoured BLACK.
The wire which is coloured BROWN must be connected to the terminal which is marked with the letter | or coloured RED.

For Germany —
Bescheinigung des Hersteliers/Importeurs

Hiermit wird bescheinigt, daB der/die/das in Ubereinstimmung mit den Bestimmungen der
Roiand Human Rhythm Composer R- BMKII _ Amisbl. Vfg 1046/1984
(Gereﬂ Typ ;aezeichnung) (Amtsblativertigung)}

funk-entstort ist.

Der Deutschen Bundespost wurde das inverkehrbringen dieses Gerétes angezeigt und die Berechtigung zur Uberpritfung
der Serie auf Einhaltung der Bestimmungen eingeraumt.

Roland Corporation Osaka/Japan

..... R R R R N R N N ) LR T R

Name des Herstellers/Importeurs

For the USA =,

RADIO AND TELEVISION INTERFERENCE

WARNING —  This equipment has been verified to comply with the limits for a Class B computing device, pursuan? 1o Subpart J, of Pant 15, of FCC nuites. Operation with
non-cerlified or non-verified equipment is ikely to result in interference lo radio and TV reception.

The equipment described in this manust generates and uses radio frequency energy. B it Is not instailed and used properly, thal is, in strict accordance with our insiructions,
it may cause interference with radio and television receplion. This squipment has been lested and found to comply with the bmits lor a Class B computing davice in accotdance
with the specificalions in Subpart J, of Part 15, of FCC Rules. These rules are designed fo provide reasonable prolection against such a interference in a rasid|
However, there i$ na guarantee fnat the inlerference will not occur in a particular installation. I this equipment does cause interlerence to radio or lelavision reception, mm
can be deterrnined by turning the equipment on and off, the uset i3 encouraged to fry 1o cotrect the interferance By the lollowing measura:
» [istaninect other devices and their inpul/output eables one al a ¥me. ¥ the intederence slops, R is caused by either the other device or its VO cable.

These devices usually require Roland desigrated shiefded VO cables. For Roland devices, you can obiain the proper shielded cabla from your desler, For non Roland
devires, contact tha manutacturer or dealer for assistance.
It your eguipment does cause interference to radio or television reception, you can try to correct the interlarence by usig one or more of the foliowing maeasures.
Tum the TV or radio antenna uniit the interference stops.
Move the equipment i one side or the ather of the TV or radio.
Move the equipmen! larther away from the TV or radio.
Piug the equipment into an owtlet that is on a different drecuit than the TV or radio. (That is, maeke certain the equipment and the radio or telavision set are on circuits con-
kolted by different circuil breakers or luses.)
= Consiger instafing a rooliop lelevision antenna with coaxial cable lead-in hetween the antenna and TV. If necessary, you should consuit your dealer or an axperienced

radipitetavision technician for additionat suggastions. You may find helpiul the loliwing booklet prepared by $he Fedsral Communications Commigsion:

"How to Ideniity and Resolve Radio — TV Interference Problems”
This bookiet is available lrom the U.S. Government Printing OHlice, Washington, D.C., 20402, Stock No. 004-000-00345-4,

For Canada ——

CLASS B NOTICE

This digital apparatus does not exceed the Class B limits for radio noise emissions set out in the Radio inlerference
Regulations of the Canadian Departiment of Communications.

CLASBE B AVIS

Cet appareil numérigue ne dépasse pas lss limites de la classe B au niveau des émissions de bruits radioglectriques fixés
dans le Réglement des signaux parasites par le ministére canadien des Communications.
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