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Thank you for purchasing the Roland R-5 Rhythm Composer. ‘

The R-5 is an innovative new rhythm machine featuring various functions that make it easy to program
extremely realistic thythm performance.

To make the best use of the R-5, please read this owner’s manual carefully.
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IMPORTANT NOTES

When employing an AC adaptor, make certain you use only one
that has been supplied by the manufacturer. Use of any other
power adaptor could result in malfunction or damage.

[Concerning the power supply]

@ Whenever you make any connections with other devices,
always turn off the power to all equipment first. This will
help in preventing malfunction, and damags to speakers.

@ Do not force the unit to share the same power outiet as one
used for distortion producing devices (such as motors,
varjable lighting devices). Be sure to use a separate power
outlet.

@ Before using the AC adaptor, always make certain the
voltage of the available power supply conforms to its rating.

@ Do not place heavy objects onto, Step on, or otherwise risk
causing damage to the power cord.

@ Whenever you disconnect the AC adaptor from the outlet,
always grasp it by the plug, to prevent intemnal damage to the
cord and the hazard of possible shont circuits.

@ If the unit is not to be used for a long period of time, unplug
the cord from the socket.

[Concerning placement ]

@ Avoid using or storing the unit in the following places, as
damage could result.

O Places subject to extremes in temperature. (Such as under
direct sunlight, near heating units, above equipment
generating heat, ete.)

(O Places near water and moisture. (Baths, washrooms, wet
floors, etc.) Places otherwise subject to high humidity,

(& Dusty environments.

(O Places where high levels of vibration are produced.

@ Should the unit be operated nearby television or radio
receivers, TV pictures may show signs of interference, and
static might be heard on radios. In such cases, move the unit
out of proximity with such devices.

Maintenance

@ For everyday cleaning, wipe the unit with a soft dry cloth, or
one that is dampened slightly. To remove dirt that is more
stubborn, wipe using 2 mild, neutral detergent. Afterwards,
make sure to wipe thoroughly with a soft cloth.

@ Never apply benzene, thinners, alcohol or any like agemts, to
avoid the risk of discoloration and deformation.

|Other Precautions]

@ Do not kit Pad Keys with a hard stuff sush as a stick.
@ Protect the unit from strong impact.

@ Avoid getting any foreign objects (coins, wire, ete.), or
liquids (water, drinks, etc.) into the unit.

@ Never apply strong pressure to the display, or strike it in any
way.

@ At any time that you notice a malfunction, or otherwise
suspect there is damage, immediately refrain from using the
unit. Then contact the store where bought, or the nearest
Roland Service Station.

[Cencerning memory backup |

@ Within the unit is contained a battery which serves in
maintaining the contents of memory while the main power is
off. The normal life of this battery is 5 years or more, but it
is strongly recommended that you change it every 5 years as
a rule. When it #s time to change the baitery, contact a
Roland Service Station.

The first time you need to change the battery could occur
before 5 years have passed.

@ Please be aware that the contents of memory may at times be
lost; when sent for repairs or when by some chance a
malfunction has occurred. Important data should be saved
on tape , or written down on paper. During repairs, due care
is taken to avoid the loss of dara, however, in certain cases,
such as when cireuitry related to memory itself is out of
arder, we regret that it may be impossible to restore the data.



Abeut This Marual

About This Manual

This manual explains the use of each function available with the R-5. During
the process of actual creation of rthythms for the R-5, you will need to work with
a combination of many of these functions.

For those using a rhythm machine for the first time, start by reading the separate
“Guidebook™. After gaining a basic grasp of the operational methods, you will
then be ready to make better use of this manual.

Additionaily, refer to the chapter, “Getting the most out of the R-5”, which
offers explanation of actual applications combining a range of functions, which
are expanded on while dealing with several examples.

* The explanation of certain procedures ray be abbreviated in places, so before
attempting to operate the unit, first read "Basic Operations”, page 19.

@In this manual, buttons are indicated with the name appearing above the
actual buttons.

For example: [SONG] means Song Button.



Quiline of the R-5

Outline of the R-5

1. Human Feel

Reasons bhehind
monotonous and
mechanical rhythms

R-5 Functions

Most persons, upon hearing rhythm performances generated by conventional
thythm machines or sequencers, are left with the impression that they are
“monotonous and mechanical”.

The R-5 rhythm machine was developed specifically to alleviate this problem,
and make possible a dimension of expression more closely matching that of a
real drummer.

There are two factors, as follows, that are evident when considering why a
performance sounds uninspiring and lacking in naturalness.

@A drummer, in order to emphasize certain time signatures or provide accent, will
consciously vary the strength of certain hits or their position, It is for this reason that
even with identical content being played, the excitement of a performance will be
different depending on the particular drummer.

@During a drummer’s performance, the timing, strength, or position of the hits may vary
unintentionally. For this reason subtle changes in timbre can occur, which take away
from an impression of monotony.

In an actual performénce these factors combine to produce a human, natural
performance.

The R-5 has taken inte account the above factors, and is equipped with the
following features that make possible 2 more human-sounding performance.
(Human Feel)

@Naturzal changes in timbre depending on the strength or position of hits.
With instruments such as snare, kick and tom you can obtain natural
variations in the sound depending on how hard you hit the Pad Keys. With
the hi-hat or ride cymbal, through changes in a parameter (Nuance), you can
also achieve changes in tonal expression relevant to changes in the hitting
position. By having control over timbre similar to acoustic instruments
through such setting changes, you are able to create more natural, human
rhythms.

@ Wealth of timbre editing parameters
Each instrument (rhythm sound) can be modified to suit a particular
performance or song through settings for the parameters of Pitch, Decay,
Nuance, and Pan. These parameters can be set relative to each and every note
in a rhythm pattern.



Qutline of the R-5

2. Features

@Feel function
Information on how timbre is to change can be stored as a “Feel Patch”,
separate from the rhythm pattern itself.
Included in Feel Patches are the “Groove”, which are parameters for getting
cyclical changes in the hitting strength and position; and the “Random
Factor” which is a parameter that randomly applies subtle changes to the
timbre.
Simply by assigning a Feel Patch to a rhythm pattern the performance is
accentuated in 2 more human way. Even when using the same rhythm
pattern, you can obtain noticeable differences in the level of excitement as a
result of different settings for the Feel Patch,

@Contains 68 different instruments (thythm sounds); all high quality sounds
sampled at 44.1 kHz, with a 16 bit dynamic range. Moreover, since each Pad
Key is equipped with touch sensitivity, you can obtain expression of natural
changes in volume or timbre depending on hitting strength.

@For the basic instruments, settings can be made for Nuance, which determines
the hitting strength (drum family), or striking position (only with cymbal
family); in addition to the settings made for Pitch/Decay/Pan. Nuance
settings thus allow you to be more creatively precise with your sounds.

@A Copy Instrument function allows you to register up to 26 instruments for
which timbre has been altered, over and above the 68 instruments available.

@The unit is capable of storing up to 100 different Programmable Patterns, and
6 songs in addition to the 32 Preset Patterns.

@Up to 8 Feel Patches can be stored to provide periodic changes in Velocity,
Pitch, Decay, and Nuance; and can include settings for random change.
Through application of Feel Patches to rhythm patierns, performances will
sound much more realistic.

@A full range of functions for editing rhythm patterns have been provided. For
example:

— Using Extract, you can extract and move data for only a particular specified instrument.

— Instrument Change allows you to replace any specified instrument already programmed
within a rhythm pattern with another instrument.

— The Merge function allows you to mix two rhythm patterns.

— And, with Pattern Append, one rhythm pattern can be linked to another.
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I. The Process of Rhythm Creation

1. The Process of Rhythm Creation

On the R-5, the rhythm part for one song are composed of numerous
individually created rhythm patterns,

So, first each pattern is made (Pattern Write), then the various patterns are

combined in the order to be played to form a song (Song Write).

With either Pattern or Song Write, there are a wealth of editing functions
available, greatly enhancing the efficiency of the process.

The procedure taken in creating a thythm is as follows:

| Start

1

V

Divide into
rhythm patterns

Set the
Sound Parameters

.__<S

4*( Assign instruments ’

et the

Performance Parameters

)

Edit the Create the rhythm
Sequence Parameters patterns

‘_<

Edit the .
rhythm pattern

)

4—( Set the Feel patch

)

Create the Song

~

Edit the song

)

Play the Song

~

Revise the
Sound Parameters

)

Song completed

Performed when necessary

I::I Required minimum

14



Divide into Rhythm
Patterns

Assign Instruments
{— P.88)

Set the Sound Parameters
(= P.94)

Create the Rhythm Pattern
(= P.26)

Set the Performance
Parameters (< P.102)

Edit the Rhythm Pattern
{> P.48)

Edit the Sequence
Parameters(io P.58)

Set the Feel Patch
(P.108)

1. The Pracess of Rhythm Creation

You need to divide the rhythm parts for the scng into a number of rhythm
patterns, corresponding to the structure of the song. Ordinarily, one rhythm
pattern would consist of 1 to 2 measures, but when several measures make up a
particular phrase, they can be included in 1 rhythm pattern. -

The instruments to be used in the rhythm patterns should be assigned to the
Pad Keys. At the factory settings, some instruments are not yet assigned to any
Pad Keys. When you wish to use such instruments, you will need to use
Instrument Assign to assign them to a Pad Key. In addition, depending on the
patterns being worked on, you may wish to rearrange the instruments in a
certain way within each Pad Bank.

Before inputting the sounds for a thythm pattern, you can determine the timbre
for the instruments, a basic factor affecting the rhythm to be created.

The rhythm pattern can be created either by tapping the Pad Keys in time to the
metronome (Real-time Write), or by specifying, one note at a time, the timing
at which each instrument will sound (Step-Write).

When you wish to input different timbres for the same instrument depending
on the rhythm pattern, the Performance Parameters should be edited before
carrying out Pattern Write.

Using the various editing functions, you can take a basic rhythm pattern and
create numerous variations on it. This is quite convenient when wanting to
program numerous patterns similar in nature.

Editing of timbre can be carried out on an individual note basis for the content
of an existing rhythm pattern. By making changes in the settings for timbre on
a per note basis, you are able to create a more realistic, human-like
performance.

By assigning a Feel Patch to a pattern, you can obtain performances having
more human-like expressive energy. When you wish to apply the same
expressive features to numerous rhythm patterns, it is more effective to use a
Feel Patch, rather than edit the Sequence Parameters.



1. The Process of Rhythm Creatien

Create the Song All thythms making up the song are combined by lining up the thythm pattemns
(= P.66) in the order in which they are to be played.

Edit the Song A full range of editing functions, such as copy/deletion of portions of the song
(=" P.80) data, can be used to proceed efficiently with finalizing the song.

Play the Song Once created, the song is ready to be played. When you are not satisfied with
(= P.75) the results, you can go back to the Song Write stage and make any necessary

changes.

Revise the Sound The Sound Parameters can be edited when, after a song has been completed,
Parameters you wish to change the timbre of a particular instrument on a global basis

(wherever it’s used in all rhythm patterns)

16



2.Cperation

2. Operation

1. Arrangement of Modes

The R-5 is equipped with a full range of functions; for editing the timbre of
instruments (thythm sounds), and for creating and editing rhythm patterns or
songs. These functions are arranged into 6 Main modes (normal condition) and
3 Edit modes.

Main Mode
Song Mode

Pattern Mode

MID1 Mode

Instrument Assign Mode

Tape Mode

Utility Mode

Edit Mode
Sound Edit Mode

Feel Edit Mode

1

1 l
1 1
1 1
1 1
1 1
1 1
: Performance Edit Mode :
1 t
t 1
1 1
1 1
1 1
]

One of the Main modes is always selected whenever the R-5 is in operation.
The Edit modes are temporary, and are called when necessary from a Main
mode.

17



2.0peration

[Main Modes])

[Edit Modes]

@Song Mode
Provides for song play/creation/editing.

@Pattern Mode
Provides for pattern play/creation/editing.

®MIDI Mode
Accepts settings for parameters relative to MIDI when using an external MID]
sound module, or when using the R-5 as a MIDI sound module.

@Instrument Assign Mode
Accepts settings determining which instruments are assigned to each Pad
Key.

@Tape Mode
Allows for transferring the data created on the R-5 to audio recording tape.

@ Utility Mode
Provides for erasure of all song or thythm pattern performance data, and for
checking the amount of free memory remaining for storing performance data.

@®Sound Edit Mode
Accepts settings affecting how each instrument will sound. The parameters
set here are: Pitch, Decay, Nuance, Qutput Assign, Assign Type, and
Sensitivity Curve.

@Performance Edit Mode
Accepts settings determining how instruments will sound, on an individual
Pad Key basis. The parameters set here are: Pitch, Decay, Nuance and Pan.

@Fcel Edit Mode
Accepts settings for Feel Patches.



2. Basic Operations

(D'Mode Selection

2.0peration

In many cases, when making settings for the R-5, the basic operations explained
in the following may be sufficient to allow you to proceed. Otherwise, for each
particular function the operational procedures are indicated, as necessary.
However it should help even further if you read and get a good understanding of
the general methods of operation that follow.

| Mode Selection [
| Functiontelecﬁon [
| Paramete}Selection [
| Parametjl: Setting h—

Press the button corresponding to the mode which provides the function you wish to use.

@Main Modes

AR mooe " !

s SONG PATTERN MID! E

;:KST ASS!GN” TAPE " UTILITY |E

e — i
b

@Edit Modes

AR BT !

* To return to the original screen, either press the same button again, or press the button
for the Main mode you want.

Once a mode has been selected, a Menu screen such as shown below will
appear.

(The Pattern Mode's Menu Screen)
grL Ay B-TEF
EREHL RFREESET




2.0Operation

¢ Should the Menu screen not appear, press | EXIT|. When in a Main mode, a second
press of the same button will give you the Menu screen.

@Selection of Functions With a mode selected, you can then select the function desired.

@®The Menu screen displays the names of the functions which can be
selected from that particular mode.
With modes having numerous functions, the Menu consists of more than one
page, which is indicated by a “ — ™ which appears at the right corner of the
screen. At such times, press{PAGE]to change the screen.

(The Fee! Edit Mode's Manu Screen}

0FETCH  BYELD
BRFITEH ODECHY +
CURSOR
l___d____ PAGE __::___I t
_______ U=  (GHUANcE @EOEV
BCLEAR @IHIT +

@Find the number to the left of the desired function, then enter it using the
Numerical Keys to switch fo the screen accepting settings for that

function.
7 STU 8 VWX 8 Yi/
I I i |
4 JKL 5 MNG & POR
| | I | <=
1 ABC 2 DOEF 3 GHI

* Within modes having more than one Menu page, you can specify the number of a

function even when the page it is on is not currently displayed.

Once a function has been specified, you are given the screen accepting settings
for it.

{Sound Edit Screen)

SHr ECITLCRSH Y
tPITCH = QEEAE
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2.0Operation

@For selection of other functions, first press to return to the Menu screen, then
select the function.

@ With the Song and Pattern modes, there are certain functions (the Shift Functions) that
are not displayed in the Menu screen. To select Shift Fonctions, play must be stopped.

Then | SHIFT |is held down while pressing the relevant Pad Key.

The names of all available Shift Functions are printed below the Pad Keys,

1 CRASKI

/ Shift Function of the Song Mode

Shift Function of the Pattern Mode
SONG CHAIN

v
-
INST CHANGE 4/

* Press| EXIT |to return to the previous screen.

(® Selection of Parameters Any particular function consists of a number of parameters. The parameter for

[«] (Cursor Buttons)

which you wish to change settings can be selected by the buttons as shown

below:
gﬁn BANK Button ‘éﬁ% ] D — E__l D
GE Button S — [ [:H:{D_D

T
CURSOR (4)») Buttons SELECT Button Pad Keys

With functions having numerous parameters, the screens span more than one
page, which is indicated by a “ — » which appears at the right corner of the
screen. At such times, press to change to the screen containing the
needed parameters.

‘Within screens where a number of parameters are displayed, you need to move
the cursor (the lower bar, “_"} until it appears below the value for the parameter
you wish to change.

21



2.0peration

PAD BANK |/ Pad Key

@ Setting Parameters

[-2/0FE ] [+1/0N]

VALUE Slider

Numerical Keys

22

When there is a “$” appearing to the left of the parameter, each press of
[SELECT] provides change of the parameter.

Used to select specific instruments, or for creating rhythm patterns.

* In screens in which you can use the Pad Keys to select Instruments, hold down | SHIFT
and press [+L/ON] (or [-I/JOFF]} to select the next higher (or lower) numbered
instrument. To hear the insttument selected, hold down [ SHIFT |and press | SELECT .

Using this procedure, you can also select instruments not assigned to any Pad Keys.

The values for parameters can be changed using the buttons and sliders as
shown below.

i
70
g

t
H
-
L]
1
¢
H
i

‘S
oo

LIL]

NEBs= O
Numerical Keys=] 1% ":];
i

L

L]
]

VALUE Slider —

[=1/0FF] [+1/0N]

Used when making precise changes in values.

Press to increase the value, and[-IJOFF | to decrease it.
If you hold down [+I/ON] (or [-I/OFF }) while pressing [-L/OFF ] (or [+1/ON |) you
can obtain a more rapid increment(or decrement) of the value set.

Used to make broad changes in the value.
Used to enter directly a numerical value,

Whenever changing a 2 or 3 digit value to one with only 1 or 2 digits, you need
to enetr “0” before the number.

<Examples>

To change “123” to “15” enter “015” with the Numerical Keys.
To change “15” to “3”  enter “03” with the Numerical Keys.



2.0peration

* The value of parameters inclosed with “%” (ex. “# POLY %"} cannot be changed

using the Numerical Keys.

For settings such as for time signature or quantization, the value can be set using
Numerical Keys[1]-[2], as below.

7 5TV 8 VWX 9 Yz,
[ 1732 || 148 |[non o]
4 JKL 5 MNO & PQR
[112 || 118 || 1724 ]
1 ABC 2 DEF 3 GHI

[ 14 )f 18 ]| 18 |

The characters printed above the keys can also be used for entering the names
for songs or Labels.

The meaning of the symbols displayed during operation are as follows:

Mode

Function Selecting
Parameter Selecting

Display Description
—j" The screen can be changed with| PAGE|.
-
L' h —+ shift to the next screen.
ower right. corner or «— shift to the first screen,

upper right corner

Parameter Selecting

F Parameter Name Pressing | SELECT | changes the parameters,

Parameter Setting

# Value The value cannot be entered with Numericat Keys.

e o The value is not set or cannot be set.

Instrument Selecting

Specify the instroment with a Pad Keys.

* If you hold down [SHIET | while pressing (or
), you can select the next higher (or lower)
numbered instrument. Hold down [SHIFT | while pressing
[SELECT Jto listen to the selected instrument.

i, Instrument Name [

Rhythm Pattern Display

FOO-O0 "| Pattern number and the number of measures contained.
FCO™~0O0O Pattern number and current measure.

BEOO-00 :i;::::(;;utmh:t;::‘x::ir:;sure number that can be
FOO-004 Data is written in the pattern number currently shown.
FOO-00#* No data exists in the pattern nuymber currently shown,

Song Writing

No data is written in the selected Part,
Or the data currentry shown in the display is not yet
written in the Part.
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Creating Rhythm Patterns

P.26

Playing Rhythm Patterns

P.46

Editing Rhythm Patterns

P.48




1. Creating Rhythm Patterns

1. Creating Rhythm Patterns

As programmable patterns, up to 100 original rhythm patterns {maximum of 99
measures per pattern) can be created.

* There are of course limitations on the amount of performance data that can be stored.
For this reasen, if you make rhythm patterns that have many numbers of notes or
measures, 100 types may not be available for creation. (For programmable patterns
00 through 99, a total of 2,600 notes can be input.) When you wish to check how
much room you have left for creating rhythm patterns, use the Available Memory
procedure (page 124).

For Pattern Write, the following two methods are available:

@®Real-time Write The performance information you create by tapping the Pad Keys, in time with
the metronome, is stored directly to the programmable pattern. You can correct
the timing mistakes you might make using the Quantize function (page 28).

@Step Write You specify one at a time the timing of each note to be sounded (Step), for each
instrument. This allows persons not skilled in correctly tapping the Pad Keys to
create well-timed rhythm patterns.

You can also switch between Real-time and Step Writing as needed during
creation of a rhythm pattern. Step Writing can be used to set a basic pattern, and
extra sounds c¢an then be added using Real-time Writing. Or, a pattern can be
first captured in Real-time and then portions can be edited using Step Write.

26



1. Real-time Write

a. Initial Settings

[Step 1]

[Step 2]

[Step 3]

[Step 4]

1. Creating Rhythm Patterns

Select the number of the pattern (00 - 99) for which a rhythm pattern is to be
input, and set the time signature and number of measures.

Press| PATTERN |to enter the Pattern mode.

"l'l ﬂ
L 4

“11
1
177

TE
FE:

e i s

dFL
BHEE

ea

ET

* If the Menu screen does not appear, press .
Press Numerical Key [Elto specify “REAL”.

Pattern Number (00 1o S9)
‘Number of messures in rhythm pattern

FOG-B1+ % REAL »
T=B84. 4 R=1-1& ¥
I

i Time Signature Quantize

Use [-L/OFF to select & pattern number (00 to 99).
If there is data in the selected rhythm pattern, the display will appear as shown
below:

Indicates there is performance data in rhythm pattern

FE1-@14 ¢ REAL »
T=04- 4 B=1-16 =

When you wish to edit the sefected rhythm pattern, you can continue on to “b. Setting Quantize”.
(No changes can be made in the time signature or number of measures for thythm pattern for

which performance information has already been input.)

While holding down| SHIFT |, press Pad Key .

(When there is performance data) (When there is no performance data)
FTH CLEAR <FB&: FTH FOEMRAT <PG@@:
IHST=HL.L T= Hd4~ 4 BHRE= Al
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L. Creating Rhythm Patterns

[Step 5}

[Step 6]

[Step 7]

b. Setting Quantize

28

When a rhythm pattern containing performance data has been selected, press | ENTER
and ail data will be erased.

* To abort the procedure, press| EXIT |.

Set the number of measures (1 - 99) the rhythm pattern will have using | -1/OFF |,| +1/ON |.

FTH FORMAT <FRA8:
T= B84 4 BHE= #1
?Timu Signature 1Numtmr of measures

Set the time signature for the rhythm pattern.
Pasition the cursor using [ €] [P ]to the number to be set, and set with [ +1/ON }[-L/OFF |.

(Available settings: 1/4 - 8/4, 1/6 - 12/6, 1/8 - 16/8, 1/12 - 24/12, 1/16 - 32/16, 1/24 - 48/24,
1732 - 64/32)

Press| ENTER {to return to the Real-time Write screen.

Next, go on to make the setting for Quantize.

Quantize corrects the timing inaccuracies that may have occurred when you
played the Pad Keys. For example, with Quantize set to 1/16, input will take
place correctly, as sixteenth notes, even should you be somewhat off with the
timing when you tap the Pad Keys. Ordinarily, it is set at the value of the
smallest note being entered, but if you want notes to be entered at the same
timing as the Pad Key are tapped, set it to “HIGH”.

Tap Tap Tap
{ { | Timing of the Pad Key i hit

—}iI'iE!'u
_:—-

e The timing input to the rhythm pattern
[ # I ¢ I (Corrected to proper timing)




[Step 1]

[Step 2]

1. Creating Rhythm Patterns

When you want to change Quantize, carry out the following procedure from the
Real-time Write screen.

Using [ €] [ |position the cursor at the value set at “Q=."

e
L

R

. |,
(a

I =
[ ]

EH
16

!-Tlr—.

>
*

FEE-H1+ FE
T‘:I'q';:l

o

=1 ",

Serting for Quantize

Set the Quantize value using| +1/ON |,| -1/OFF |
(Available settings: 1/4, 1/6, 1/8, 1/12, 1/16, 1/24, 1/32, 1/48, HIGH (1/96))

* The Quantize value can be changed even during play with Real-time Write. In such
cases, input at the newly set Quantize will start from the measure coming after the one
it was setin.

¢. Inputting the Sounds

[Step 1]

* With Real-ime Write, the metronome is used to provide the timing for the
performance. The factory settings call for a count in quarter note to be sounded. To
change this setting, refer to page 33.

* In inputting a rhythm pattern the instruments assigned to the Pad Keys will be used.
Should you wish to use instruments that are currently not assigned to any Pad Bank,

assign the desired instruments to Pad Keys using Instrument Assign (p. 88).

Now you are ready for input using Real-time Write.

Press| START/STOP | to start play.

Measure curtentiy being input lRea\i—uma Write in progreass
FRa~als £+REC!
T=4 »-‘& 4 G@=1-1 6 *

The count will be heard; in keeping with the setting for the metronome .
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1. Creating Rhythm Patterns

[Step 2]

[Step 33

[Step 4]

{Step 5]

[Step 6]

[Step 7)

When you are going to start input from a measure lying partway through a
thythm pattern having multiple measures, [Step 1] should be carried out as
follows instead:

@ Using E ]El » move the cursor to the measure number position, and specify the

measure using ,.
@ While holding [SHIFT | press[START/STOP ],

Press| TEMPO |

TEMFO
4=

Value set for tempo

Adjust the tempo (40 - 250) using | -1/OFF || +1/ON |.
The higher the value, the faster the tempo will be.

* The VALUE slider cannot be used to change tempo.

* While in the tempo setting screen, anything played with the Pad Keys will not be entered into

the pattern, so you can also use it for practice before stanting.

Once the tempo has been set, press| TEMPO | once again to return to the Real-time Write

screen,

Input the instrument sounds by tapping the Pad Keys in time with the metronome. Use

PAD BANK [to change Pad Banks when necessary.
Indicated when a scund is entered

B B1d <+REC! >
B4 4 =116 3

H I_Lt

I,II 5 F

FE
T

Once the sounds have been input, they are repeatedly played for the set number of measures.

During play you can tap the Pad Keys to add more sounds.

Press| START/STOP |to stop play.

Press| EXIT |to return to the Menu screen.



@Inputting Rolls

[How]

@®Inputting Flam

fHow]

1. Creating Rhythm Pauerns

Roll is a technique where a sound is produced repeatedly at the same intervals.

For employing Rolls, perform the following procedure with play started, in
Real-time Write.

While holding down | ROLL |, continue pressing a Pad Key.

[
=] |
] o
] I

The roll effect is input for as long as the Pad Key is pressed. The volume can be changed by
aitering the pressure that you apply to the Pad Key at this time.

* Quantize should be set to intervals equivalent to that of th roll, or finer. When quantize
is not set finer than the intervals of the Roll effect, you may not be able to obtain input
as desired.

* To change the Roll Interval, carry out the procedure on page 34.

* The roll effect can be used in modes other than Pattern Write as well.

Even with play stopped, the speed of the roll changes in response to changes in
tampo settings.

Flam is a performance technique whereby the two sticks are made to hit the
snare or other drum at almost the same instant, except that one is slightly

different in terms of timing and velocity.

To input the flam effect, perform the procedure as follows while in Real-time
Write, and with play started.

Hotd down while pressing the desired Pad Key.

* To change the settings for Flam, carry out the procedure on page 34.

3



t. Creating Rhythm Patterns

d. Erasing Sounds That Have Been input

@To erase during play

[How]

@®To carry out complete
erasure

[Step 1]

[Step 2]

[Step 31

32

Sounds that have been input into a rhythm pattern can be erased, on a per
instrument basis, using the procedures that follow. Whenever you have
mistakeniy input sounds, they can be erased, allowing you to do them over
again.

Do the following while in Real-time Write, and with play started.

While holding down [SHIFT|, continuously press the Pad Key corresponding to the

instrument you wish to erase.

OO0
ooog
|

OO
%.. ......................... S

You thus accomplish erasure of portions of sound, corresponding to where you pressed the Pad

Key.

With play stopped in any Pattern mode (either “PLAY”, “REAL”, or “Step™),
carry out the following:

While holding down | SHIFT |, press Pad Key 10.

[

—

Il s

I

m

I
A
-
[
[k}

T
= —
—
el

Using [ -1/OFF || +1/ON |, select the instrument you wish to erase.

All instruments contained in the rhythm pattern will be displayed in revoiving order.

FTH CLERE <F@8:
THET=0REY k1

Instrument to be erased

* Press| SELECT | to listen to the selected instrument.

Press| ENTER |

This erases the sounds only for the specified instrument.



1. Creating Rhythm Patterns

e. Setting the Metronome

[Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

The parameters determining how the metronome will be sounded during
Real-time Write are set as follows:

®Interval
Select the interval at which the count will be sounded from the following:
1/4,1/6,1/8,1/12, 1/16, 1/24, 1/32.

®Mode :
The different ways of using the metronome are selected from the following
three modes:

REC ON:  The metronome always sounds (during Real-time Write).

EMPTY:  The metronome sounds only when there is no data in the rhythm pattern; it
stops once data has been input.

OFF: The metronome does not sound.

®Llevel
The level of the metronome can be set from 0 to 15. At 0 the metronome
does not sound.

@Output
The jack from which the metronome will be output can be selected (Stereo
Oultput, Multi Outputs 1 - 4). With stereo output you can also select from 7
possible orientations. (LEFT 1 - 3, CENTER, RIGHT 1 - 3)

With play stopped in the Pattern mode, perform the following:

While holding down | SHIFT |}, press Pad Key @

S
=

Use| SELECT | to choose the parameter to be set.

— . PARAMETER___ $ INTVL (nterval)
— 1 /OFF, SELECT +1,/0N $ MODE
Iy E— 1 $ LEVEL
b $ QUTPUT

Make the setting for the parameter using| -1/OFF |,[ +1/ON [

When you wish to set other parameters as well, repeat Steps 2 and 3.

Press] ENTER |to return to the original sereen.
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1, Creating Rhythm Paiterns

f. Setting Roll

The interval pertaininge to the Roll can be changed.
With play stopped in the Song or Pattern mode, perform the following:

(Step 1] While holding downt | SHIFT |, press Pad Key [ﬁ_—_]

Roll Interval

[Step 2] Using] -1/OFF || +1/ON {, set the interval for the Roll.
{Avallable settings: 1/4, 1/6, 1/8, 1/12, 1/16, 1/24, 1/32, 1/48, HIGH (1/96))

[Step 3] Press{ ENTER |to return to the original screen,

g. Setting Flam

Settings are accepted, on an individual rhythm pattern basis, for the Flam
Interval and Flam Ratio.

@®Flam Interval
Setting that determines the interval of the flam.

7
Flam Interval
®Flam Ratio

This setting controls the ratio between the sound velocities of the first and
second time signatures.

J |

Flam Ratio: 1:2

Valocity

Y
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1. Creating Rhythm Patterns

With play stopped in a Pattern mode (either “PLAY”, “REAL”, or “Step”),
perform the following:

[Step 1} Select the number of the pattern for which Flam is to be set.

[Step 2] While holding down | SHIFT |, press Pad Key .

FLAM SET <F@&s
FINTUL= %5

[Step 3] Set the Flam Interval (0 - 31) using| -}/OFF ]| +1/ON |.

* Whan set to 0, no flam is chtained.

[Step 4] Using | SELECT |, choose “RATIO".

FLEM SET <FE@:
FRATIO=*+1% 2*
*Flam Ratio * Value

[Step 5] Set the Flam Ratio using| -1/OFF || +1/ON|.
{Acceptable settings: 1:1,1:2,1:4,1:8,1:16,1:32)

[Step 6] Press| ENTER |to return to the original screen.

35



1. Creating Rhythm Patterns

2. Step Write
Provides for specifying for each instrument the timing at which it is to be
sounded, and stores this information as a rhythm pattern.

a. Concept of Step Writing

In Step Writing, a measure is subdivided into a number of units referred to as
“Steps”. In building a rhythm pattern, the Steps, the timing at which sounds
are produced, are specified on a per instrument basis.

For such divisions (the Steps), a Step Number is applied. Step Numbers come
in order starting from thé top of the measure.

For example, when one Step is a sixteenth-nate, the divisions will oceur so that
at a time signature of 4/4, Steps will be numbered 1 to 16, and at 5/4, there will
be Step numbers 1 through 20.

I T LT

TS WO VRO S S |

|
1 & 1+ 7+ 1

i L
Sten ! T
1 8 9 1011 1213 14 15 18

Number

IS N
w 4
[N
o -
& 4
- e

Length of a Step Either of the following two Step Lengths can be chosen from, to match the
rhythm pattern being created.

®Normal {(NRM}

Each Step becomes a 16th note. (Quantize in Real-time Write of Q=1/16)
Selected such as when making rhythm patterns using 8 time signature or 16
time signature rhythms.

Jlllll‘l. oo esss

Step —
Number 1

[ W N RN N N
LN I R ) S B |

I T N |
LI B
S 6 7 & 8 1011213 141516
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[
.

@Triplet (TRI)
Each Step becomes a triplet. (Quantize in Real-time Write of Q=1/12)
Useful for making rhythm patterns employing triplets.
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* During creation of a particular rhythm pattern, the length of a Step can be changed
with play stopped.
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Step Write Organization

@Basic Screen

@ Write Screen

@Edit Screen

1. Creating Rhythm Pattems

There are 3 screens available for use in input during Step Writing, as
follows:

The Basic screen appears when, from the Pattern mode’s Menu screen, you choose “Step™.

Pattern Number

l l' Number of measures in rhythm patterns
FOA-@1% < STEF »
T=@d. 4 D=whREMNx

t

Time Signature 1‘Luhgth of a Step

Here you select the number of the pattern to input to, specify Step length, and
specify the number of measures to input the sounds (when there is to be a
number of them). Also, creation of a simple rhythm pattern can be performed.,

Pressing | PAGE |from the Basic sereen gives you the Write screen.

(Write Screen) (Scope Screen)
Step Number Ingtrurment being input
Step Number Instrument bsing input Scope Step Number
STPE1 sDRY_ Kix = |S81-1 CDREY_El: +
——————— e8] [e-—ooo

Timing of sound Timing of sound within the step

In the Write screen you can create rhythm patterns having unusual time
signatures (such as 7/4 ). You can also view in the display the specified timing
for sound to be produced, and instrument. In addition, through use of the Scope
function, the timing at which notes are sounded can be specified in units
equivalent to a 1/96th note. (Quantize in Real-time Write of Q=HIGH.)

Pressing [ PAGE |from the Write screen gives you the Edit screen,

(Edit Screen) (Scope Edit Screen)
Step Number
Step Number
Sequence Parameter Scope Step Number
*Value Sequence Parameter lvalue
- y P — — N
STRE1 FUL = o SEY1 I”L 27 %
#—"—'—___f_*—ﬁ_““ £ ﬁ-....................... Iy {:!Flll I, 1
Timing of sound 1 nstrument Hoing input

Timing of sound within the step

The sounds input to a rhythm pattern can be edited one note at a time. Through
use of the Scope function, editing of sounds can be carried out in units
equivalent to a 1/96th note. (Quantize in Real-time Write of Q=HIGH.) Also,
thythm patterns can be created using the same procedure as used in the Write
screen.

* For procedures used in the Edit screen, see page 61.

37



1. Creating Rhythm Pattens

b. Initial Settings

[Step 1]

[Step 2]

[Step 3]

[Step 4]

38

Select the number of the pattern to input to (00 - 99), and specify the time
signature and number of measures.

Press| PATTERN [to select the Pattern mode.

OFLAY
HREAL

HBZTEF
MERESET

* Should the Menu screen not appear, press| EXIT |,
Prm[Z]in the Numerical Keys to specify “Step”.

* Pattern Number

Choose the pattern number (00 to 99) using| -1/0FF |,| +1/ON |,

The display will respond as shown below when the selected thythm pattern contains performance

data.

Indicates there is performance data in rhythm pattern

Ai-B14 < STEF &
=84 4 D=#HREM®

Fl
T

To edit the selected rhythm pattern, continue on to “c. Input of Sound”.
(No changes can be made in the time signature or number of measures for
rthythm patterns already containing performance data.)

While holding down [SHIFT ), press Pad Key[10].

(When there is performance data) (When there is no performance data)

FTH CLERE <FaB: FTH FORMAT

THST=ALL T= @m4s 4 EQF




[Step 5]

[Step 6]

[Step 7]

¢. Input of Sound

1. Creating Rhythm Pawemns

When you have selected a rhythm pattern containing performance data, press | ENTER |to

erase all data there,
* To abort the procedure, press| EXIT |.

Using | -1/OFF |,| +1/ON | specify the number of measures (1 - 99) the rhythm pattern is to
have.

PTH FORMAT
T= BH4- 4 EBEH

T'i'irno Signature

The number of messures
Set the time signature for the rhythm pattern,
Position the cursor using E! E]to the number to be set, and set with | -1/OFF |1 +1/ON |.

(Available settings: 1/4 - 8/4, 1/6 - 12/6, 1/8 - 16/8, 1/12 - 24/12, 1/16 - 32/16, 1/24 - 48/24,
1732 - 64/32)

Press| ENTER |to return to the Step Write screen.

Following “b. Initial Settings”, p. 38, the next Steps are performed.

1) Fundamental Step Write

[Step 1]

Here explained is the procedure for Step-Write from the Basic screen.

When you are going to start input from a measure lying partway through a rhythm pattern
having multiple measures, specify the measure to input from.
Uslnng] [ ] move the cursor to the measure number position, and specify the measure

using [ -I/OFF |, +1/ON].

1Measure 10 input

{3+ < STEF >
4 g [=kHEM+»

LRI

l"_! !’_!

F
T
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1. Creating Rhythm Patteens

[Step 2]

[Step 3]

[Step 4]

[Step 5]

[Step 6]

[Step 7]

[Step 8]

40

Select the length of a Step.
Position the cursor, using EI E], at the value set for “D=". Then select the length for 1

Step using | -1/OFF || +1/ON |

NRM: -+ 1 Step is a 16th note
TRI; «+v------ 1 Step is a triplet

With play stopped, press the Pad Key for the instrument to be input.

When necessary, press| PAD BANK |to change Pad Banks.

Press| START/STOP [to start play.

Step Writing in progress

FE@-8@1+ <+RECT! >
T=Gd 4 D=kMHREME>

* Once play is started, Pad Keys 1 through 16 then serve as keys used for specifying
the timing of sound production (Step Numbers).

Specify the timing of sound play (Step Number) by tapping the Pad Keys ((1]-[16]).
At this time, the strength with which the Pad Keys are struck is aiso input.

* The same Pad Key can be tapped a second time to erase the sound that will occur theré,
The sounds can also be erased using the same procedure as in “ @ To carry out complete
erasure”, p. 32.

All sounds that have been input will be repeatedly played for the set number of measures.

To carry out input for other instruments, first stop play, then repeat Steps 3 through §.

With rhythm patterns having muitiple measures, repeat Steps 1 through 6.

Stop play, then press| EXIT [to return to the Menu screen.



1. Creating Rhythm Patters

@Inputting Flam Flam is a performance technique whereby the two sticks are made to hit the
snare or other drum at almost the same instant, except that one diverges slightly
in terms of timing and velocity.

To input the flam effect, perform the procedure as follows while in Step Write,
and with play started.

[Howl While holding down [FLAM J, press the Pad Key corresponding to the Step (or Scope Step
:see p.43) where flam is to be applied.

Input for flam can be checked using the Write screen (see next page).

(Write Screen)

* To change the setting affecting Flam, carry out the Steps on page 34.
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1. Creating Rhythm Pattemns

2) Step Write in the Write Screen

[Step 1]

[Step 2]

42

Here explained are the procedures used in creating rhythm patterns in the
Write screen; those which cannot be made using the Basic screen. The
methods used for input are basically the same, except that in the Write screen
you can create patterns using a time signature that is less ordinary, such as 5/4 ,
and produce a number of Steps in excess of 16 per measure.

Press in the Basic screen to choose the Write screen.

STRAL DRV K12 &

Currently specifisd timing of sound is displaysd
(Inthis case, Stap Number 5 and 13 spacified)

When the number of Steps in 1 measure goes beyond 17 (when 1 Step is a triplet, beyond 13),

“ I will appear in the display to the right of the Step Number.

Step Numbers not currantly displayed exist

STREICDREY K1)

Pressing [ ] repeatedly to increment the Step Numbers.
If you hold down [B] ([«]) while pressing [« ([»]), you can move more rapidly
through change of the Step Numbers.

When the Step Number exceeds 16 (when 1 Step is a triplet, 12), the correspondence between

Pad Keys and Step Numbers changes, and “ " is displayed to the right of the Step Number.

Correspondence between Pad keys and Step Numbers
(When 1 Step is a 16th note, and the time signature is 5./4)

STRE1eCDEY_KI1I =+ STRITACDEY ELY =+

* When a pattern consists of multiple measures, the progression through Step Numbers using E]

takes you into the next measure.



[Step 33

@®Scope Function

[Step 1]

[Step 21

[Step 3]

1. Creating Rhythm Pattemns

With play started, specify the timing for producing sound (Step Number) by tapping the
Pad Keys (1]-{16].

At this time, the strength with which the Pad Keys are struck is also input.

Using the Scope function, the timing of sounds can be set in units of 1/96th
notes (Quantize in Real-time Write of Q="HIGH").

Specify in the Write screen the number of the Step which is to be input at more
precise timing, and the timing between that Step and the next is specified in
Scope Step units (1/96th notes).

At this time, the manner in which Scope Steps are divided will vary depending
on the setting for the length of 1 Step.

(When 1 Step is a 16th note) (When 1 Step is a triplet)

. Pui

[TIZI314[5T5) [ EEAEE1E]

Scope Step Number Scope Step Number

Since 1 Scope Step is a 96th note, the resulting division into Scope Step
Numbers will be 1 to 6 when one Step is 2 16th note (NRM), and 1 to 8 when
one Step is a triplet. :

To use the Scope function, perform the following Steps from the Write screen:

With play stopped, select the instrument to be input.

Using IZI El, select the Step Number for which timing is to specified.

Step Number .
STPES DRV K12 »
———————————— o —

Blinking

Press| SCOPE |to select the Scope screen,

‘ Step Number

S85-1 CRRYLOKLY =
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1. Creating Rhythm Patterns

[Step 4] Start play, and specify the Scope Step Numbers by tapping Pad Keys[1]-[6]([1]-[8]when

one Step Is a triplet).

The strength of your tapping is also registered ar this time.

L}
1 &
[

o»——

1 CDREYK1Y

Timing of sound with Scops Steps

* Tap the same Pad Key again to erase what was input.

-

By pressing [E] in the Scope screen and progressing through Scope Step Numbers, you

eventually move into the next Step Number.
If you hold down ‘E] () while pressing [E] (E’), ¥ou can move more rapidly

through change of Scope Steps.

[Step 6) Press| SCOPE [to return to the Write screen.
[Step 7] To specify Scope Steps for another Step Number, repeat Steps 2 through 6.

The current status of settings for Scope Steps can be checked in the Write

screen,

Sign | Scope Step Number setting

Description

No sound is enterd in the Step Number currentry
shown in the display.

A Sound is entered in Scope Step Number 1.

-
& — % ——— efc,

Sounds are entered in the Scope Step Number
1 and other Scope Step Numbers.

F Fon Flam sound is entered in Scope Step Number 1.
e —m—— Flam sound is entered in Scope Step Number 1
F| P = and sounds are entered in other Scope Step
ete Numbers,
" —-————— Sounds are entered in the Scope Step Numbers
) ——F —%—otc differently from the above settings.
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@®!ndex Search Function

[How]

1. Creating Rhythm Patterns

This function provides for rapid selection of an instrument to be input during
the Step Write process.

The function is obtained while stopped in either the Write or Scope screens.

Press [-TOFF ) 210N

You are able to make selection of the instruments currently used in the rhythm pattem.

* If you hold down [ SHIFT | while pressing | +1/ON |(or | -1/OFF ), you can select the next
higher (or lower) numbered instrument,
Press|{ SELECT | to listen to the selected instrument.
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2. Playing Rhythm Patterns

2. Playing Rhythm Patterns

1. Playing Programmable Patterns

{Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

{Step 6]

[Step 7]

46

The following allows play of rthythm patterns created through Pattern Writing,
Press| PATTERN |to enter the Pattern mode.

Press Numerical Key mto specify “PLAY”.

Pattarn Number
Numbar of measures in rhythm pattern

l JAopears when parformance data exists
Fel-a4d < FLAY >
T=Gd- 4 FEEL=w#

Time Signature Feol Patch Number

Select a pattern number (00 to 99) using| -1/0FF |[ +1/ON |.

When a rhythm pattern having multiple measures is selected, play can be started from any
measure partway through as well. In such cases, use [ (] Ejto position the cursor at the

measure number, and specify the desired measure number using| -1/OFF || +1/ON |.

Press| START/STOP |and repetitive play of the rhythm pattern will begin,
To start play from a measure partway through, held down [SHIFT | while pressing

START/STOP |. ‘

* Measure being played

A1AZd {FPTHELD >
T=@ds 4 FEEL=#

To play another rhythm pattern, repeat Step 3.

The number of the pattem selected is displayed, and it will afterwards start playing following the

thythm pattern that is currently playing.

Ahythm pattern to be played mext

17824 L+FTHE4>
T=04. 4 FEEL=#

Press| START/STOP [and play will stop.

Press | EXIT Jto retumn to the Menu screen.



2. Playing Rhythm Patterns

2. Play of Preset Rhythm Patterns

[Step 1]

[Step 2]

[Step 3]

{Step 4]

[Step 5]

[Step 6]

The R-5 is provided with 32 types of basic Preset Patterns (stored in Preset
Pattern Numbers 00 - 31).

* For information on the types of Preset Patlerns, see p. 188.

* Should you wish to use any Preset Patterns in a song, use Pattern Copy (p. 54) to first
copy them into a programmable pattern. As a result of copying them into a
programmable pattern, the patterns can then be altered and used in forming new
rhythm patterns.

Press| PATTERN [to enter the pattern mode.

Press Numerical Key [Z]to specify “PRESET"™.

Pattarn Number

AEE-81 <FEESET:
T=EH4- 4 ZEBEATI

f

Time Signature " Name of preset pattarn

Select the number (00 - 31) of & Preset Pattern (00 - 31) using | -1/OFF || +L/ON |.
When a rhythm pattern having multiple measures is selected, play can be started from any
measure partway through as well. In such cases, use E’ |_-_F]to position the cursor at the

measure number, and specify the desired measure number using| -1/OFF || +1/ON |.
Press| START/STOP |and repetitive play of the rhythm pattern will begin.

To start play from a measuore partway through, hold down | SHIFT | while pressing
START/STOP |.

Press| START/STOP |and play will stop.

When wishing to play another Preset Pattern, with play stopped repeat Steps 3 and 4.

Press| EXIT [to return to the Menu screen,
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3. Editing Rhythm Patterns

3. Editing Rhythm Patterns

1. Rhythm Pattern Editing

a. instrument Change

[Step 1)

[Step 2]

[Step 3]

[Step 4]

[Step 5]

48

You can change instruments after they have been input into a rhythm pattern
using the following procedure.

The following Steps are carried out with play stopped, from a Pattern mode
(either “PLAY”, “REAL”, or “Step”).

Select the number of the pattern for which you wish to change instruments.

While holding down [SHIFT ), press Pad Key[1].

IHST LCHAHGE-FGEY >
DREY_E1 >0 dedehdegeg 0

Instrument containad in the chythm pattern

Using [ -1/OFF },| +1/ON | specify the instrument you want to change. The instruments used
in the rhythm pattern will be displayed one after the other.

* Press| SELECT | to listen to the instrument selected.

* When there is no performance data in the rhythm pattern selected, “# % % % % %7 will
be displayed.

Specify the instrument to be newly set by tapping the corresponding Pad Key.

Use{ PAD BANK [to change Pad Banks when necessary.

* If you hold down [SHIFT | while pressing [ +1/ON](or[-1/OFF ]), you can select the next
higher {or lower) numbered instrument. Also, if you hold down |SHIFT | and press
SELECT {, you can audition the selected instrument.

Press| ENTER |

“Completed” will appear, indicating the instrument has been changed.

* Press| EXIT [when you want to cancel the procedure.



b. Pattern Append

[Step 1]

[Step 2]

[Step 3}

[Step 4]

3. Editing Rhythm Patterns

This function allows you to link together (Append) 2 rhythm patierns, so they
combine as one pattern. When you plan on using the same combination of
rhythm patterns several times in a song, it is more efficient if you use Append
beforehand.

< Ex.>> Rhythm Pattern 2 is appended to Rrhythm Pattern 1.

Destination of Append;

Rhythm Pattern 1 Rhythm Pattorn 1
T

A 1 B8

I

Appending

The pattern to be
appendad ; Rhythm Rhythm Pattern 2

%

* Rhythm patterns of differing time signatures cannot be appended.

* Regarding settings for Swing/Flam/Feel Patch, the rhythm pattern selected in Step 3
will take pricrity.

* Append cannot be performed when the resulting rhythm pattern will total more than 99
measures.

The following Steps are carried out with play stopped, from a Pattern mode
(either “PLAY”, “REAL”, or “Step”).

Select the number of the pattern to be appended.

While holding down [SHIFT |, press Pad Key[2].

1
Destination of the Append

—

Rhythm pattern to be appended

Select the number of the pattern becoming the destination for the append, using | -1/OFF |,
+1/ON L.

* When you press |+1/ON |{or [ -1/OFF J), the next higher (or Iower) pattern number will

appear in the display.

Press ENTER |

"Completed” will appear, indicating the Append has been performed.

* To cancel the procedure, press| EXIT |instead.
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3. Editing Rhythm Patterns

c. Pattern Extract
This function allows you to take the performance data for any single instrument

only (Extract) from a pattern, and copy it to another pattern.
This is convenient when wanting to use an identical pattern using the same
instrument for numerous patterns.

< Ex.>The performance data of Rrhythm Pattern 1 (hi-hat) is extracted to
Rhythm Pattern 2.

The pattern 10 be extracted ;
Rhythm Patiern 1 Rhythm Pattern 1

XX % X X Kk X X kX %k ¥
T r Extracting T r

—pe Rhythm Pattern 2

Destination of Extract ;
Rhythm Patiern 2 J( >L J( J( J( )L J( )L

Carry out the following Steps with play stopped, from a Pattern mode (either
“PLAY”, “REAL”, or “Step™).

[Step 1] Select the number of the pattern to be extracted.
[Step 2) While holding down [SHIFT ), press Pad Key[3].
FTH EXTRACTIFEG:
R K]y Pk

. R Destination rhythm pattern
Instrumant contained in the
rhythm patiern

[Step 3] " Specify the instrument to be extracted, using [ -L/OFF [| +1/ON [
The instruments used in the thythm pattern will appear in turn.
* The instrument selected can be listened to by pressing| SELECT ).

[Step 4] Use [E_]to position the cursor at “P % % — % % ”, then select the number of the pattern

becoming the destination of the copy using| -1/QFF |,| +1/ON |

* When you press | +1/ON | (or | -1/OFF ), the next higher (or lower} pattern number will

appear in the display.
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[Step 5)

3. Editing Rhythm Parttemns

Press[ENTER |

When there is no data in the destination pattern, the copy takes place, and “Completed” is
displayed. When there is existing data at the destination pattern Number, “Overwrite
OK?” will be displayed. To continue and perform the copy, press again. To
cancel the operation, press[EXIT |instead.

* Any previous data contained at the copy destination will be erased.
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3. Editing Rhiythm Pattemns

d. Pattern Merge

This function combines one pattern on top of another (Merges it), to form a
single rhythm pattern. '

< Ex.>> Rhythm pattern 2 is merged with Rhythm Pattern 1,

Destination of Merge ; Rhythm Rhythm Pattern 1
Pantern 1
J; l X l )L I X l
I

T N Er [ -
l Merging |

The pattern to be mergad : '

Rhythm fattern 2 Rhythm Pattarn 2

LIl TR EER

* Rhythm patterns of differing time signatures or number of measures cannot be
merged.

* The rhythm pattern becoming the destination takes priority with regard 10 settings for
Swing/Flam/Feel Patch.

The following Steps are carried out with play stopped, from a Pattern mode
(either “PLAY”, “REAL”, or “Step™).

[Step 1] Select the number of the pattern to be merged.
[Step 2] White holding down | SHIFT |, press Pad Key E

Rhythm pattern becoming destination of Mergs

Rhythm pattern to be merged

[Step 3] Select the pattern number becoming the destination for the Merge using | -L/OFF |,| +L/ON |

* When you press [+1/ON (or‘ _I/OFF ]), the next higher(or lower) pattern number will
appear in the display.

{Step 4] Press| ENTER |.

“Completed” will be displayed, indicating the Merge has been pecformed.

* To cancel the procedure, press{ EXIT jinstead.
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e. Reframe

[Step 1]

(Step 2] .

[Step 3]

[Step 4]

[Step 5]

3. Editing Rhythm Patterns

This function allows you to specify a start point lying partway through a rhythm
pattern, and then move all data coming after it to the beginning.

Start Point

T s BT

This is convenient for making revisions when, in Real-time Write, the timing of
what was first input was somewhat off.

Carry out the following Steps with play stopped, from a Pattern mode (either
“PLAY”, “REAL”, or “Step™).

Select the number of the pattern to be reframed.

While holding down [SHIFT |, press Pad Key[8].

FTH EEFREBME<FEH
ERE= @1 CLE= B8O
Measure t: start from cma Numbar

‘When the rhythm pattern has only 1 measure, skip to Step 4.

Specify the measure to start from, using [ -1/OFF },{ +L/ON |.

Using [«€] [ ]move the cursor to the right. Then using [-I/OFF }[+I/ON], specify in
terms of Clock the distance from the beginning of the measure where you wish to start. (1
Clock = 96th note} In the example in the above illustration, there are quarter notes for 2
time signatures, so it Is set to CLK= 048,

Press[ENTER ]

“Completed” will be displayed, indicating the Reframe has been performed.

* To cancel the procedure, press| EXIT |instead.
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3. Editing Rhythm Patterns

f. Pattern Copy

54

[Step 1]

[Step 2}

{Step 3]

[Step 4]

This function allows you to copy any programmed rthythm pattem or Preset
Pattern to another pattern number. You can also copy only specific measures
from a pattern if you wish.

This can be effectively used to copy a rhythm pattern several times and then
edit them when you are planning on forming a number of thythm pattemns that
are fairly similar.

< Ex.> Rhythm Pattern 1 is copied to Rhythm Pattern 2.

Copy-destination rhythm pattern ;
Rhythm Pattern 1o be copied ; Rhythm Pattern 1 RAhythm Pattern 2
T T U T

A i B ] C I*I A ] B 1 C

< Ex.>The 2nd measure of Rhythm Pattern 1 is copied to Rhythm Pattern 2.

Copy-destination Rhythm Pattern :
Rhythm Pattern t¢ be copied; Rhythm Pattern 1 Rhythm Pattern 2

A1 B . C || 8 ]

To copy a programmable pattemn, the function is accessed from a Pattern mode
(either “PLAY”, “REAL”, or “Step”} with play stopped. To copy a Preset
pattern, you need to be at the stage where play of “PRESET” has been stopped.
In either case, proceed then with the following Steps:

Select the number of the pattern to be copied.

While holding down[SHIFT), press Pad Key[9].

FTH COFY <FPg1 >
BEAR B10990 » Pk

Measure to start from

? l 1 Copy-destination rhythm pattern
Number of measures

Select the number of the destination pattern using| -L/OFF || +1/ON |.

* When you press +1/ON|(or[-L/OFF |3, the next higher (or lower) pattern number will
appear in the display.

* To copy the rhythm pattern as a whole, skip to Step 5.

Use E IE]to move the cursor, 2nd then with | -1/OFF |} +1/ON | specify the measure the

copy is to start from, and the number of measures.



[Step 5]

3. Editing Rhythm Patterns

Press [ENTER],

‘When there is no data in the destination patfern, the copy takes place, and “Completed” is
displayed. When data already exists at the destination pattern, “Overwrite OK?” will be
displayed. To continwe and perform the copy, press again. To cancel the
operation, press instead.

* All parformance data formerly at the destination of the copy will be erased.

* When the number of measures specified to be copied are in excess of the number
actually in the pattern, copy takes place through to the final measure in the pattern.
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3. Editing Rhythm Patterns

g. Swing

@Swing Point

Swing is an effect that adds bounce to the way a piece is actually performed,
even though the notation cails for identical notes. Settings controlling Swing
can be made for each rhythm patiern, and consist of a Swing Point and Swing
Delay.

The Swing effect is achieved by delaying the timing that sounds are produced
for specific time signatures in a rhythm pattern. This point, the time signature
at which sound is delayed, is set as the Swing Point. With a Swing Point set,
sounds of the following timing are delayed:

Swing Point Timing with sound delayed

1/4

.
1/6 \J-éj

18 Jddddddl

e | 33 033 531

mag= N N g

R R I IR R B
18 4343 434 433 JIdd
bt 4 b 0 b b

1/24 903344 4ddddd 4ddddd Jddddd

1,732 Wiﬁl[;ﬁ”“{i |

@Swing Delay
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Sets the amount by which the timing of the sound is delayed.



Setting Swing

[Step 1}

[Step 2]

[Step 3]

[Step 4]

[Step 5]

[Step 6]

3. Editing Rhythm Pattens

Carry out the following Steps with play stopped, from a Pattern mode (either
“PLAY”, “REAL”, or “Step”).

* The Swing etect can be obtained with either Pattern or Song Play, but not while using

Pattern White,

Select the number of the pattern for which Swing is to be set.

While holding down [SHIFT |, press Pad Key[6].

SWIMG SET <FBAL1X
$DELAY= BH

¥ 4
Swing Delay Valus

Set the delay for the Swing using| -1/OFF || +L/ON |.

The higher the value set, the greater wili be the bounce effect. At 0, no effect for Swing is

obtained.

* The possible range for setting Swing Delay will vary depending on the setting made for

Swing Point.

Press| SELECT | and choose “POINT™.

SHIHG SET <FE1>
FFOINT= 1- &

}
Swing Point Value

Set the Swing Point using| -1/OFF | +1/ON i

(Available settings : 1/4, 1/6, 1/8, 1/12, 1/16, 1/24, 1/32.}

Press| ENTER |to return to the original screen.
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3. Editing Rhythm Patterns

2. Editing the Sequence Parameters

How Sequence
Parameters work

58

Each sound contained in a thythm pattern ¢an have individual settings for its
Sequence Parameters (Velocity, Pitch, Decay, Nuance, Pan) which shape its
sound. This allows revision of an accent used when inputting a sound, or for
one instrument within a pattern to be played at a different timbre.

For parameters other than Velocity, the values set for the Performance
Parameters (p. 92) of the Pad Keys when the pattern was written will be input as
the Sequence Parameters.

The values set for the Sound Parameters form the basis for all of these
parameters, except for Velocity. When a rhythm pattern or song is played, the
sound is generated at values which consist of those of the Sound Parameters
and Sequence Parameters combined.

For detailed explanation of these parameters, see page 91.

®Velocity (1 - 127)

This parameter represents the strength used when tapping the Pad Key during
Pattern Writing. The higher the value, the more the sound reaches z level
obtained if you hit the Pad Key harder.

@®Pitch (-4800 ~ +4800 cents)
Pitch can be set in units of 10 cents. (1 semitone = 100 cents)
Higher values produce a higher pitch. ‘

* At 0 the Pitch matches that of the Sound Parameters.

@®Decay (-63 - +63)

Sets the amount of decay for the sound.

Higher values produce a longer decay.

For instruments accepting settings for Nuance, the value is added to each
Decay. (see p. 94)

* At 0 the Decay is identical to that of the Sound Parameters,

@Nuance (-7 — +7)
Through changes in Nuance, subtle variations in timbre can be obtained. (see p.
95)

* With instruments not accepting settings for Nuance, the timbre will not change, no
matter what the setting.
* At a setting of 0, the Nuance is identical to that of the Sound Parameters.



Editing Process

3. Editing Rhythm Patterns

®Pan (L1 -3/ C/R1 -3/ OFF)
With instruments assigned Stereo Qutput for their Sound Parameters, setting
can be made for Pan (orientation of sound image).

* When a value ditfering from that of the Sound Parameters is set, the value for the
Sequence Parameters have priority.

* No change in the orientation will be obtained by a Pan setting with instruments
assigned Multi Output for their Sound Parameters.

Two methods, as follows, can be used for editing the Sequence Parameters.

®Real-time Editing
Controls such as the VALUE slider are used to change values while the pattern
is playing.

@ Step Editing
Each sound can be individually chosen and its value can be changed.
More precise editing can be performed in comparison with Real-time Editing.

* The timbre of an instrument will change only to the extent determined by the range of
the settings for the Sound Parameters. Therefore, when the value obtained as a result
of adding the Sequence Parameters o the Sound Parameters exceeds the allowable
range, no further change is obtained.
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3. Editing Rhythm Patterns

a. Real-time editing
* Provides for aditing of the Sequence Parameters of the instruments currently having
an assignment relative to the Pad Keys. If you wish to edit an instrument not yet
assigned, first assign it to a Pad Key. (page 88)

With play stopped perform the following Steps:

[Step 1] Press| PATTERN [to enter the Pattern mode.

[Step 2] Prﬁsin the Numericai Keys to select “REAL”.
[Step 3] Select the number of the pattern for which Sequence Parameters are to be edited.
[Step 4] Press[ PAGE Jto select the Real-time Edit screen.

Fag-a1d < EEHL »

L= H&Ed %

*Valua
Sequence Parameter

]

[Step 5] Using [SELECT |, choose the Sequence Parameter that is to be edited.
PARAMETER $ VL (Velocity)
— 1/QFF SELECT + 1,0 % PT (Pitch)
I L _” ] $ DC (Decay)
b & NU (Nuance)
$ PN (Pan)

[Step 6] Change the value of the parameter using [ -1/OFF |, +1/ON ]
When making continuous changes in the value, use the VALUE slider to set the basic, initial

value.

[Step 7] Press| START/STCP |to start play.

[Step 8] Press the Pad Key corresponding to the instrument you wish to edit.
The Sequence Parameters of the sound played while the Pad Key is pressed can be changed.

If the VALUE slider is moved while the Pad Key is pressed, consecutive changes in the

value can be made.
[Step 91 To edit other parameters, repeat Steps 5 through 8.

[Step 10] Press| START/STOP |to stop play.

[Step 11] Press| EXIT |to return to the Menu screen.
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b. Step Edit

(Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

[Step 6]

[Step 7]

3. Editing Rhythm Patterns

Perform the following Steps with play stopped:
Press to enter the Pattern mode.
Press Izl in the Numerical Keys to specify “Step”.

Select the number of the pattern for which the Sequence Parameters are to be edited.

Press| PAGE |twice to get to the Edit screen.

Step Number
Sequencs Paramater
*Value
STRAL FUlL = Aed =
[ — — — = o o o —

Timing of scund

Press the Pad Key for the instrument you wish to edit.
If necessary, use| PAD BANK |to change Pad Banks.

With | SELECT |, choose the parameter to edit.

PARAMETER $ VL (Velocity)
- 1 SOFF SELECT +1,/0N $ PT (Pitch)
L0, J 1 | $Re Soew
b $ NU (Nuance)
$ PN (Pan)

* If you want to ntonitor the sound while editing, press| START/STOP [to have it play.

Select the Step Number to edit with E] [E , and change the value using | -1/OFF |,
[+1L/ON |.

Step Number

STFEY #UL= G900 +
*

* 8linking

* No change can be made in the value of Step Numbers (or Scope Steps) that contain
no sound. (“ % % » displayed for value set}
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3. Editing Rhythm Patterns

[Step 8]
[Step 9]
{Step 10]

[Step 11]

Scope Function

[Step 1]

[Step 2]

[Step 3]

[Step 4]
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* If you press [«] (or [B=]) while also pressing [B] (or [«]) the Step Numbers can be
changed more rapidly.

To edit other parameters, repeat Steps 6 and 7,

To edit other instruments, first stop play, then repeat Steps 5 through 8.

Press{ START/STOP | to stap play.

Press [EXIT |to return to the Menu screen.

By using the Scope function, the Sequence Parameters of sounds that have been
input can be edited in units equivalent to a 1/96th note.

This is accessed by performing the following Steps from the Edit screen.

With play stopped, press the Pad Key for the instrument you wish to edit. If necessary, use
PAD BANK |to change Pad Banks.

Using Eleselect the number of the Step you wish to edit in Scope units.

Press| SCOPE | to get the Scope Edit screen.

Step Number
;Scope Step Numbaer

S

SHE-1 FUL= B98¢
e ——— CDEY _E1X
’Bﬁﬂkiﬂ? Instrument to bo’od'atcd

* In the Scope Edit screen, if you hold down [SHIFT| while pressing |+1/ON
(or| -1/QFF |}, you can select the next higher (or lower} numbered instrument. Also, if
you hold down| SHIFT |and press]{ SELECT |, you can hear the selected instrument,

With| SELECT |, choose the parameter to edit.
If you want to moritor the sound while editing, press| START/STOP |to have it play.



[Step 5]

[Step 6]

[Step 7]

[Step 8]

3. Editing Rhythm Palterns

Select the number of the Scope Step to edit with [«(] [D>1, and change the value using
-1/OFF || +1/ON |,

* No change can be made in the value of Scope Step Numbers that contain no sound.
( “* %" disptayed for value set)

* When by pressing [E] , You continue progressing through Scope Step Numbers in the
Scope Edit screen, you eventually will move into the next Step Number.
If you press [« (or [B-]) while also pressing [B] (or []) the Scope Steps can be
changed more rapidly.

To edit other parameters, repeat Steps 4 and 5.

Press [ SCOPE |to return to the Write screen.

To edit the Scope Steps in another Step Number, repeat Steps 2 through 7.

* Even while in an Edit screen, rhythm patterns can be created using the same
procedures you would in the Write screen (see page 42).
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1. Creation of a Song

1. Creation of a Song

Data Written to Songs

Song Composition

Part Number

The rhythm patterns (programmable patterns) you have built using Pattemn
Writing are now combined to form all the rhythms for one song, by linking
them in the order they are to be played. Up to 6 such songs can be created, and
for each one settings can be made that will determine the tempo or level to be
used when they are played.

In addition to rhythm patterns, Repeat/ Tempo Change/ Level Change/ and
Label are also written to each song.

®Repeat
Repeats play of a specified rhythm pattern.

®Tempo Change
Changes the tempo to be played at starting from a specified rhythm pattern,

®Level Change _
Changes the level to be played at (overall level) starting at a specified rhythm
paltern.

®Label

At places during the course of a song, Labels (up to 4 characters) can be placed
to serve as reminders. Then, the Search Label function allows you to move
rapidly to a desired Label position.

All such song data as above, as well as rhythm patterns, form units referred to
as “Parts”, which are written into a song. Every Part inserted in a song is
numbered in order, from the top of the song. Any one song can contain up to a
maximum of 999 Parts.

Song Data

002 003 004 005 006 007 008 009
Rhythm | Rhythm Rhythm Rhythm
Pattern | Pattern gﬁ;pz Repeat Pattern Repeat Label Ch‘;‘;ele Pattern
02 9 s 04 |l x1 ¢ 10
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1. Creation of a Song

1. Basic Song Writing

[Step 1]

[Step 2]

[Step 3]

[Step 4]

The following outlines the methods used in writing rhythm patterns to a song.

* Preset patterns cannot be written in unchanged form to a song. If you wish to employ
the Preset Patterns, first copy them into a programmable pattern (see page 54).

Press| SONG jto enter the Song mode.

BFLAY BURITE

* Should the Menu screen fail to appear, press| EXIT |.

Press min the Numerical Keys to select “PLAY™.

Seng Number Song l;ame

SOHGED f-——————= >

MERS @ER1 Fai~@i

Select a song number (0 - 5) using| -1/OFF |,{ +1/ON }.

When there is no performance data at the song number you select, “ % % % " will be displayed at
the value of “MEAS" and “P".

* When there is data already contained at the song number you have selected, first erase all
data there using Song Clear (see p. 85).

Press| EXIT |to return to the Menu screen, then press@in the Numerical Keys to specify
“WRITE".

}Song Number

SOHGEE < WRITE }
PART @88l PEl-al?
Part Ntmber ’Pntmrn Number

* The song number cannot be changed in the Song Wiite screen.
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1. Creation of 2 Song

[Step 5] Select the number (00 to 99) of the pattern to write using [ -1I/OFF [,| +1/ON |.

A x D}
La—=E1Y
flndicues this rhythm patterns is no yol
written into 3 song

Press| START/STOP jto listen to the selected pattern.

* If in this screen you press [ SELECT |, you will be able to choose song data other than that
of the rhythm pattern. For information on making settings for the various types of data,
refer to Repeat (p, 70), Tempo Change (p. 71), Level Change (p. 72), and Label {(p.73).

[Step 6] Press| ENTER

The rhythm pattem is written to the song, and the Part number will advance by one.

(Step 7] Repeat Steps 5 and & until all data down to the fast measure has been written.
[Step 8] If a rhythm pattern is playing, stop it.
[Step 9] Press| EXIT |to return to the Menu screen.
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Changing a Pattern
Number

[Step 1]

[Step 2]

[Step 3]

[Step 4]

1. Creation of a Song

When you wish to afterwards change the number of a pattern that has been
written to a song, perform the following Steps while in the Song Write screen,

Using E] E]specil‘y the Part with the pattern number you wish to change.
If you press EI {or E}) while also pressing El (or [z]) the Part numbers can be
changed more rapidly.

H E

ER=
FT

1"“‘|
-I--E

WE ¥
FAZ-G1

Rhythm pattern written into a Part

aLn
:I:I [}
LI

I

|E|

—] 1
1 J_";

-h"‘| |—c

Specified Part Number

Select the number (00 to 99) of the new pattern using| -1/OFF |,| +1/0N |.
* Song data other than that of rhythm patterns can be selected using | SELECT | For

information on settings for various types of data, refer to Repeat (p. 70), Tempo Change
(p. 71), Level Change {p. 72), and Label (p. 73).

Press[ENTER].

With this procedure, the new rhythm pattern replaces the previous one.
If necessary, repeat the procedures.

* To delete Parts, or insert new ones, refer to Song Editing, page 80.

69



1. Creation of a Song

2. Settings for Song Data and How They Work

a. Repeat

[Step 1]

[Step 2]

[Step 3)

[Step 4]

70

Song Data Rhyth Rhythm | Rhyth Rhythm | Rhyth
yinm yinm ytnm ythm ythm
Pattern | T80 | batiarn | Pattern | 1% | Pattern | Pattern
A “: B ¢ mx1. D E
Song Playing
Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm
Pattern | Pattern | Pattern Pattern | Pattern Pattern Pattern
A B C B o D E

The functions of and settings made for Repeat/ Tempo Change/ Level Change/
and Label will be explained while listing rhythm patterns, and using the various
methods of writing song data.

* When song data is to be added after a rhythm pattern has been written, use Part
Insert (see p. 81).

Repeats play of specified rhythm patterns.
Repeat is set in terms of a starting Part (|| :) and ending Part (: ||} , as well as the
number of repetitions.

Carry out the following Steps from the Song Write screen.

Before writing the rhythm pattern from which repeat is to start, first press [SELECT |to

choose ¥} : .

SOMGEE < WEITE
FHET 817 Ik

Press| ENTER [

The Repeat Part (| :) is written.
Write the rhythm pattern being repeated.

Press | SELECT | and choose *; || x 01 . Then using | -1/OFF },| +1/ON | set the number of

repetitions {1 - 99).

SOMGEE < WRITE 2
FPHET ®22 I =gl ¥

Number of Reoeats




[Step 5]

b. Tempo Change

[Step 1]

[Step 2]

[Step 3]

Press[ENTER]

The Repeat Part (: || x 01) is written.

1. Creation of a Song

* |nside a set of Repeat symbols, you can further make setting for up to 8 other sets of

Repeats. When more than 8 sets of Repeats are nested inside each other, those
deepest inside are given priocrity over those on the exterior.

The tempo can be changed while a song is playing.
When a Tempo Change is set as a Part in the song, the Tempo Change takes
effect from the thythm pattern at the next Part.

Song Data
Rhythm | Rhythm | Tempo | Rhythm | Rhythm
Pattern | Pattern | Change | Pattern | Pattern
A A + 10 B
Song Playing
Rhythm | Rhythm | Rhythm | Rhythm
Pattern Pattern Pattern | Pattern
A A B C
Tempo 120 120 130 130

Perform the following Steps while in the Song Write screen.

Before writing the rhythm pattern which will have the Tempo Change, use | SELECT |to

choose “TMP”,

SOMER < WRITE #

FART 83a THMP f&?
¥

Using | -1/OFF || +1/ON |, set the amount of Tempo Change (-99 - +99).

The setting is made in terms of how much change relative to a base tempo, the tempo before any

changes are made, is to be applied. Negative values slow the tempo; positive ones quicken it

The amount of change set is added to the tempo before the Tempo Change.

Press| ENTER

The Tempe Change Part is written.

* Tempo Change settings beyond the allowabls range (40 - 250) are ignored.
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1. Creation of a Song

c. Level Change

[Step 1]

[Step 2]

[Step 3]

72

During the course of song play, changes can be made in the level it is to be
played at (overall level). ,

After setting a Level Change as a Part in a song, the level of play will change
starting from the next Part with a rthythm pattern.

Song Data
Rhythm | Rhythm Lavel Rhythm | Rhythm
Pattern | ‘Pattern | Change | Pattern | Pattern
A B -8 [ D
Song Playing
Rhythm | Rhythm { Rhythm | Rhythm
Pattern | Pattern | Pattern | Pattern
A B c o}
Level 32 32 24 24

Perform the following Steps from the Song Write screen.

Before writing the rhythm pattern which will have the Level Change, use [SELECT jto
choose “LVL".

1L
T
AL
—
=

ey

—

—

m

Set the amount of change in level (-32 - +32) using| -1/OFF | [ +1/ON |,
The setting is made in terms of how much change is to be made relative to the level prevailing
before any changes. Negative values decrease the level; positive ones increase it. The amount of

change set is added to the level before the Level Change.

Press[ ENTER .

The Part for Level Change is written to the song.
* The level at which the song is to start is set by means of Initial Level. (see p. 79)

* Settings for Level Change that exceed the maximum of 32 produce no further increase

in level.



d. Label

@Setting a Label

[Step 1]

[Step 2]

[Step 3]

1. Creation of a Song

Labels (of up to 4 characters) can be placed anywhere in a song. By placing
reminders in the form of Labels at important points in a song,

the song’s composition becomes easier to grasp, allowing for more efficient
editing afterwards. In addition, in cases where a Part number has shifted as a
result of insertion or deletion of Parts, the Search Label function can zllow you
to quickly find the Part you need,

When playing a song as well, play can be started from a specified Label.

Song Data
Rhythm Label Rhythm | Rhythm

Pattern “ " Pattern | Pattern
A END B c

Perform the following Steps from the Song Write screen.

While at the Part where a Label is to be made, press| SELECT [to choose “_ ™.

i E ITE =

1 =
el

Using [-1/OFF ], +1/ON]to move the cursor, input the name for the Iabel using the
VALUE slider and/or Numerical Keys.

Each press of a Numeric Key revolves you through selection of numerals/letters/symbols

(the characters and symbols appearing above the keys). A small letters can be obtained by
holding down when pressing the Numerical Key.

Press [EXIER]

The Label is written as a Part.
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1. Creation of a Song

@Search Label

[Step 1]

[Step 2]

[Step 3]

74

This function allows you to move rapidly to a position where a Label has been
set. When there are numerous Labels, the search starts from the top of the song
until it finds, and moves to the Label at the Part you want.

Part Number 001 002 003 020 02t 022 041 042
Song Data 82 Label 22 Label
Search Call Search Call Search

* For infermation on the Search Label function when it is used in'Song Play screen, see

page 78,
Perform the following while stopped, in Song Write.

While holding down [SHIFT |, press Pad Key[3}

Search for Labels begins, starting at the song beginning. When the first label is
found, the following appears:

LBEEL «<50HGES -
"EMD " PHET B34
Labal Name Part Numbar of the Label

* When no Label is found, “Ne label” is displayed.

To search for the next Label, press [ +1/ON |. To move back one Label, press| -1/OFF |.

Song Data
Label Label Label

PARAMETER
- 1/Q0FF SELECT +1/0N

b b

To search for the To search tfor the
pravious Label next Label

When you find the desired Label, press| ENTER [to select the Song Write screen.



2. Playing a Song

2. Playing a Song

1. Song Play

[Step 1]

Step 2]

{Step 3]

[Step 4]

[Step 51

The following provides play of the songs created in Song Write.

Press[SONG |to get the Song mode.

Press min the Numericeal Keys to specify “PLAY”,

Song Number Song Name

! !
SANGE f——-m—-—— 5
HEQS BAA1 PEl~al
Mtasure Pattern Number

Select the number of the song (0 - 5) you wish to play using| -1/OFF || +1/ON |.

Press| START/STOP |to start play.

Part number in play

1ERS BERY FA47A1

]
1 Number of pattern being plaved
Messure being plaved

Press| START/STOP | and play will stop.

If you hold down @I while pressing play starts again from where
you last stopped,
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2. Playing a Song

a. Continue Play
Starts play from a specified measure.

Perform the following Steps while in Song Play and stopped:

[Step 1] Use E] IEI to move the cursor to “MEAS”, then specify the measure from which play is

to start using | -1/OFF },| +1/ON |,

SOHGE -—=——e———— »
MESS HEE2 PAI™ET

Measure from which play will start

Pattern Number

[Step 2] Hold down | SHIFT | while pressing | START/STOP |, and play will start from the specified

measure.

b. Start and Stopping Using a Pedai Switch

Through connection of a pedal switch to the START/STOP jack on the rear
panel, the unit can be started or stopped with each press of the pedal.

FOOT SwW

START /STCP

@o:i:l:

Roland

Il
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2. Song Chain

[Step 1]

[Step 2]

[Step 3]

[Step 4]

2. Playing a Seng

This function allows you to play several songs in succession.
Each song can accept setting for 1 song to be played after it. When a song
number to be chained is set for each song, multiple songs can be played

consecutively.
Song Number O |_ i Song Number 1 | Song Number 3
(Song Chain: 1) {Song Chain : 3} ' (Song Chain : OFF)

Perform the following, while stopped in Song Play.
Select the number of the song for which Song Chain is to be set.

While holding down [SHIFT ], press Pad Key[L].

S0OMGE CHARITH
SOMGE » OFF

L]
Vaiue

Select the number of the song (0 - 5) to be chained using| -1/OFF || +1/ON |.
When the song is not to be chained, the setting should be at “OFF”. When you want to
repeat play of the same song, specify the same song number.

Press ENTER to return to the originat screen.
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2. Playing a Song

3. Search Label

Searches for any Labels you have previously set in 2 song,.
Staris play from the rhythm pattern coming after the Label searched for.

* For setting Labels, see page 73.

Perform the following, while stopped in Song Play.

[Step 1] While holding down | SHIFT |, press Pad Key .

The search for Labels begins, starting at the top of the song. When the first Label is found, the
following is displayed:

m

EL < S0MEE>
" MEAS B129

Labal Name Number of measure which piays the next
rhythm patiarn aftér the jabal

I

o -

* When no Label is found, “No label” is displayed.

[Step 2] To search for the next Label, press | +1/ON | To move back one Label, press| -1/OFF |.

Song Pata
Label Label | Label

PARAMETER e e !
- 1 /OFF SELECT +1/0N

b h

To search for the To search for the
previous Label next Label

[Step 3] When you find the desired Label, press| ENTER jto select the Song Play screen.

{Step 4] Hold down | SHIFT | while pressing [START/STOP |, and play will start from the specified
Label.
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2. Playing a Song

4. Initial Tempo and Initial Level

[Step 1]

[Step 2]

(Step 3]

[Step 41

[Step 5]

[Step 6]

[Step 71

For each song, you can set the tempo (Initial Tempo) and level (Initial Level)
that will prevail when play starts.

The Initial Tempo and Initial Level are automatically set when the song is
started.

Perform the following Steps while in Song Play and stopped:
Select the number of the song for which the Initial Tempo or Level is to be set.

While holding down | SHIFT |, press Pad Key [Z]

IHIT FAR <SOHGAr
FTHP=#0H# J=12@
O_B*J/OFF Vah’;e

Initial Tempo

Set Initial Tempo ON/OFF using| -1/OFF },| +1/ON |.

ONzererreerss The Initial Tempo is set when the song is started.
OFF:--------. An Initial Tempo is not set,

Use [E] to move the cursor to the right, then set the Initial Tempo (40 - 250) using

[-1/0FF }[+1/0R]

Pressing[SELECT ), choose “LVL”.
IMIT FAR <S-OHGE-
FLUL= 33
Initial L’evd *Value

Set the Initial Level (0 - 32) using [-1/0FF )[+1/ON]. (At 0 no sound is produced)

Press| ENTER [to return to the original screen.
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3. Seng Editing

3. Song Editing

A wealth of functions that enhance the efficiency of Song Writing are available.

1. Part Delete

The specified range of Parts is deleted.

001 002 003 004 005 006 007

Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm | Rhythm
Pattern | Pattern | Pattern | Pattern | Pattern Pattern | Pattern
A B Cc D E F G

Delete the Rhythm Patterns D and E*

001 002 003 004 005

¥

Ahythm | Rhytom | Rhythm | Rhythm | Rhythm | :
Pattern | Pattern | Pattern | Pattern | Pattern ! t
A B Cc F G \ \

I I

Perform the following Steps while in Song Write and stopped:

[Step 11 Select the first Part that is to be deleted using E [E]
[Step 2] While holding down , press Pad Key [S:I
FART DEL <SOHGES:
FREOM 884 FOR H1

t

—t]

Number of Parts to be defeted
Number of first Part being delated

* When there is no part to be deleted, “No part” is displayed.

[Step 33 Determine the number (01 to 99) of Parts to be deleted, using | -1/OFF |,( +1/ON |.

* You cannot specify more Parts than actually exist in the song.

(Step 4] Press| ENTER |,

“Completed” is displayed, and deletion is completed.

* To cance! the process, press | EXIT i,
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2. Part Insert

Allows a new Part to be inserted partway through a song.

3. Song Editing

Insert Repeat to Part 5
Repeat
M
|
Q01 Q02 003 004 005 s emm e
Rhythm | Bhythm | Rhythm | Rhythm | Rhythm Rhythm :
Pattern | Pattern | Pattern Pattern Pattern Pattern 1
A B ¢ D E F '
_____ | I
001 002 003 Q04 005 Q08 oo7 _ _____
Rhythm | Rhythm | Rhythm | Rhythm Repeat Rhythm | Rhythm
Pattern | Pattern | Pattern | Pattern pe Pattern | Pattern
A B C D ” E F

Perform the following Steps while in Song Write and stopped:
[Step 1] Select the number of the Part where tnsertion will take place using [«(][®].
* |nsertion takes place immediately before the Part selected.

[Step 2] While holding down [SHIFT |, press Pad Key[6].

FRHET I %
FHFT a F

Part aumber that is destination for insert

M

i

[ ] by
L"E [
|"-'| ol
Fa !:l

||—~| r':

g

i

Song Data to ba inserted

[Step 3] Determine the Part to be inserted.

@To insert rhythm patterns
Specify the Pattern Number using| -1/OFF |, +1/ON |[.

®To insert Repeats/Tempe Changes/Level Changes/Labels
Use to choose the data, then set it.

* For details of setting each data type, see Repeat (p. 70), Tempo Change (p. 71), Level
Change (p. 72}, Label (p. 73).

[Step 4] Press| ENTER |.

The insertion is performed and “Completed” is displayed.

* To cancel the operation press | EXIT |.
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3. Song Editing

3. Part Copy

A specified range of Parts are copied to other Part numbers.
Convenient when creating songs using many repetitions of the same pattemns.

Copying Rhythm Pattern A and B to Part 5 and 6

—

001 002

003 004 005 006

[Step 1]

[Step 2]

Rhythm
Pattern
A

Rhythm
Pattern
B

Rhythm
Pattern
C

Rhythm
Pattern
D

Rhythm
Pattern
E

Rhythm
Pattern
F

oo

002

003

004

¥

005

006

007

008

Rhythm
Pattern
A

Rhythm
Pattern
B

Rhythm
Pattern

c

Rhythm
Pattern
D

Rhythm
Pattern
A

Rhythm
Pattern
B

Rhythm
Pattern
E

Rhythm
Pattern
F

* Part Copy cannot be used between different songs.

Perform the following Steps while in Song Write and stopped:

Use E lE]to select the number of the copy-destination Part.

While holding down | SHIFT |, press Pad Key .

FHET
FEOM

COFYS

R

OrIGE >

dkk FIOR ek

Number of the first Part being copies

Number of Parts to copy

-[Step 3] Using E[ rE] to move the cursor, specify the number of the Part where copy will start,

and the number of Parts to copy (1 - 99, using{ -L/OFF | [ +1/ON].

[Step 4] Press| PAGE |[to change to the screen used to set the number of times to copy.

Ly

ks

1ES

FAR
CORY

-
]
i

QM3

_%

Number of times to copy

A

S

e ]
[ |

[—

[Step 51 Specify the number (1 to 9) of times to copy using| -L/OFF |,[+1/0N ],
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[Step 63

4. Song Copy

[Step 1]

[Step 2]

[Step 3]

[Step 4]

3. Song Editing

Press| ENTER |
The copy is performed and “Completed” is displayed.

* To cancel the operation press [EXIT |

* When you have specified a destination lying within the range of Parts you have set, “Part
Overlap” will be displayed, and you are returned to the screen in Step 2. Repeat Steps 3
through 6 and redo your settings.

* When a specified Part does not exist, “No Part” is displayed.

Copies all the performance data in one song to another song nember.
Useful, for example, when wishing to retain a copy of a song in its original
form before editing it.

Do as follows while in Song Play and stopped:

Select the number of the song to be copied.

While holding down [SHIFY |, press Pad Key[9].

SOME COpy
SOMHER »> SOMG®
7

Number of song to bs copied Copy-destination song number

Specify the copy-destination song number (0 - 5 using| -1/OFF [ +1/ON].

* When you press [+1/ON | (or [-IJOFF )), the next higher (or lower) song number will
appear in the display.

* To cancel the procedure, press| EXIT .

Press[ENTER]

When there is no data in the destination song, the copy takes place, and “Completed” is
displayed. When there is existing data at the destination song number, “Overwrite OK?”
will be displayed. To continue and perform the copy, press . To cancel the
operation, press instead.
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3. Song Editing

5. Song Name

Every song created can be given a name using up to 8 characters.
Since the Song Name is displayed in the Song Play screen, it can be used for
easy recognition of your songs.

Follow these Steps while in Song Play and stopped:

[Step 1] Select the number of the song to be named.

[Step 2] While holding down [SHIFT ), press Pad Key[4].
SOHGE HAME _
SOMEES: 4 s — ===~ »

t
Sang Name

(Step 3] Moving the cursor with [«(] [D-], use [-JOFF |[+1/ON], the Numerical Keys, and the

VALUE slider to enter the name.
Each press of 2 Numeric Key revolves you through selection of numerais/letters/symbols
(the characters and symbols appearing above the keys). A small letters can be obtained by

holding down | SHIFT |when pressing the Numerical Key.

[Step 4] Press]{ ENTER |to return to the original screen.
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6. Song Clear

[Step 1]

[Step 2]

[Step 3)

3. Song Editing

Erases (Clears) all performance data contained in a song. When first creating a
new song, this allows you to erase all unneeded data.

Follow these Steps while in Song Play and stopped:

Select the number of the song to be cleared.

While holding down [SHIFT ), press Pad Key[10].

S0OME CLE €%

HBre Qou Ssur

bt

1H gi &

(3l ]

Press| ENTER |,

The Clear is performed, and “Completed” is displayed.

* To cancel the procedure press| EXIT |

35
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Instrument Assignment

P.88

Editing Sounds

P.91

Adjusting Instrument Level

P.106
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1. Instrument Assignment

1. Instrument Assignment

[Step 1]

[Step 2]

83

Any of the 68 instruments, or 26 Copy instrumenis can be assigned in any way
you wish to the Pad Keys. _

Each set of 16 instruments assigned to the 16 Pad Keys is called a Pad Bank.
There are 5 Pad Banks (A to E) which you can use for selection.

Instrument

Pad Bank D
Pad Bank C
Pad Bank B
Pad Bank A
s s Y

\EH:][:ID

g = I |
OCcCoda

Copy Instrument

* For a listing of the R-5's internal instruments, and the factory default Copy
instruments, see p. 185 and p. 187.

* Even after you have made changes in the Instrument Assignments, they can be
returned to their original factory defaults (see p. 189) by carrying out initialization. (p.
127)

Press| INST ASSIGN jto get the Instrument Assignment mode.

dHSSIGH BIMIT

PressLT_lin the Numerical Keys to specify “ASSIGN™.

IHST ASSIGH
A-dl=#42:CRSH_
t
InstrumentTNumbar (1 1o g4y MIMUmeENt
Numbor of Pad Key (1 to 18)

Pad Bank (A w0 £)

* When the Pad Banks are set to Multi Assign, the display will be as shown below. In this
case, press{ MULTT |to select Instrument Assign,

THST RZSIGH
=R g

||'|u_i

AP _E*

MLT EE
[

Multi Assign



[Step 3]

[Step 4]

[Step 5]

{Step 61
{Step 71
[Step 8]

Changing Pad Banks

[Step 1]

{Step 2]

1. Instrument Assignment

By pressing [ PAD BANK |, select the Pad Bank for which the assignment s to be changed
(A-E)

Press the Pad Key for which assignment is to changed.

Select an instrument using | -1/OFF |, +1/ON |.

* {Jse the Mumerical Keys, when you want to enter the number of the Instrument
directly.

* The same instrument can be assigned to more than one Pad Key.

* REST {Instrument #68) contains no data, and thus will not produce sound if assigned
to a Pad Key. For usage of REST, see page 166.

When needed, repeat Steps 4 through §.

To make settings for another Bank, repeat Steps 3 to 6.

Press | EXIT [to return to the Menu screen.

Each press of [ PAD BANK | revolves you through selection of Pad Banks A through E.

The Condition function can be used to check the current Pad Bank.

Press[CONDITION |.
FPATTEEN SOLUHD
FAD BAMK: H

Pad Bank

In this screen as well[PAD BANK | can be pressed to change pad banks.
Press | CONDITION |once again to return to the original screen.

* For explanation of the Condition function, refer to p. 122.
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1. Instrument Assignment

®Multl Assign

[Step 1]
[Step 2]

[Step 3]

[Step 4]

[Step 5]

Play using Multi Assign

This function assigns the same instrument to all of the Pad Keys.

On the R-5, in addition to the 5 ordinary Pad Banks (A - E), there is another Pad
Bank (M) used for Multi Assign. The instrument set for this Pad Bank is
assigned to all 16 Pad Keys. In addition, for the 16 Pad Keys, the Align
function (see p. 104}, which sets the values of the Performance Parameters (see
p- 92) to a fixed values, can be used as well.

Press| INST ASSIGN |to select the Instrument Assignment mode,
Press{ 1]in the Numerical Keys to specify “ASSIGN”.

Press| MULTI |to choose the Multi Assign screen.

HaT Bl
L. FIMG_E*
7

Instrument assigned to the Pad Bank for Multi Assign

I
I

* T

Lapiy|

I

[ H1]

i

Select the instrument using | -1/OFF |,| +1/ON ],

* The instrument number can be entered directly using the Numerical Keys.

Press| EXIT |to retumm to the Menu screen.

To use Multi Assign while playing, press| MULTI |,

With each press of [MULT] | you can select in revolving order either the ordinary Pad
Banks (A - E) or the Multi Assign Pad Bank (M).

* While in Multi Assign, Pad Bank change cannot be carried out,



2. Editing Sounds

2. Editing Sounds

The sound of each instrument can be edited to suit the type of music or your
personal preferences.

The same instrument can be made to perform many varied roles as a result of

editing it.

1. Parameters Affecting the Sound

The parameters available for editing the sounds of the instruments are the
Sound Parameters, Performance Parameters, and Sequence Parameters. These
parameters are inter-related as follows:

EData Flow of each Parameters

Pad Kay

Performance Parameter Manual Play

Pitch
Decay
Nuance
Pan

Pattern Write
(Psnormance Parameters are entered)
as sequence parameters

Rhythm Pattern Instrument OUTRUT
Sequence Parameter Pattern Play/Song Play Sound Parameter
Pitch [ ge!';;:ahy .uoo.nu.oou-uo’ ©
Koo RS
velaaty Assian Type
Sensitivity Curve

* Pertormance Parameter
|:"> Sequence Parameter

o-} Periormance Parameter 8 Sequence Parameter & Sound Perameter

Try to first get a good grasp of how each of the parameters function, then edit
them to suit your purpose.
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2. Editing Sounds

[Sound Parameters]

Usage

The basic sound of the instrument is determined by these parameters. When the
Performance and Sequence Parameters are to be set, the values of the Sound
Parameters form their basis. '

@Before performing Pattern Write, the basic sound the song is to have is set in the Sound

Parameters.

@After creation of a song, should you want to change the sound of an instrument in all

cases where it occurs Int any pattern, the sound parameters are edited.

[Performance Parameters]

Usage

92

These parameters determine the sound produced by the Pad Keys.

They are based on the values in the Sound Parameters, and you set the amount
of additional change, relative to each Pad Key. The sound produced when you
tap a Pad Key is thus a combination of the Sound and Performance Parameters.
The values for Performance Parameters that are set to the Pad Keys in Pattern
Write are input to the rhythm pattern as Sequence Parameters.

@If you assign the same instrument to multiple Pad Keys, and then change the
Performance parameters for each Pad Key, one instrument can be played at a variety of

timbres.

Functions that are available are the Multi Assign function (p. 90), for assigning
the same instrument to the 16 Pad Keys; and the Align function (p. 104), for
changing at a fixed interval the Performance Parameters of the 16 Pad Keys.

@If you change the Performance Parameters before writing a pattern, a single instrument

can be used at a variety of timbres, depending on the rhythm pattern.

* The settings for the Performance Parameters change only the sound produced when
a Pad Key is played manually. They have no effect on the sound during rhythm
pattern or song play.



2. Editing Sounds

[Sequence Parameters]

Usage

Accept settings affecting the sound of individual notes input in a thythm
pattern.

For those parameters other than Velocity, the values for the Sound Parameters
form the foundation. When a rhythm pattern is played, the sound is produced
in accord with the values of the Sound Parameters plus the Sequence
Parameters.

@Used for altering the Velocity of sounds in a rhythm pattern; or for having a single
instrument in a rhythn pattern play at various timbres.

For the methods used in editing the Sequence Parameters, see p. 58.
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2. Editing Sounds

2. Sound Parameters
a. How the Parameters Work

CJPitch
(-4800 - +4800 cents)

= -
=

M 1 k.1
FEITI

I ||T|
Il —|
[ e i}

’E| I"‘“l

[
H

L]

The pitch of an instrument can be set in 10-cent units, (a semitone=100 cents)
Higher values increase the pitch.

* Some instruments, after surpassing a certain value, no longer change in pitch.

O Decay (000 - 127)

=MD EDITC

e
FLDECAY 5

13
115

[0 Jocont

RS K
g4z E

Here the instrument’s decay time is set. As the value is increased, the decay
time is lengthened.

Level 4

F 3

o7 >
Decay — 7 Time
With instruments accepting settings for Nuance, 2 Decays can be set. In these
cases, two values will appear in the display.

Use E Iz’to move the cursor to the Decay you wish to set.

®In the chart on page 185, the kick, snare, and tom instruments indicated with an “% "
take two Decay settings. One is for the attack portion (higher frequency content; value at
left), and the other for the body (lower frequency content; value at right). With snare,
the effect obtained Is sirmilar to tightening the snare; and with the tom it has a muting
effect .

Lowar

Highar
Frequancy Fraguency
Contents Cantents

-

Frequency
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2. Editing Sounds

@®In the chart on page 185, instruments indicated with “ % % ", such as hi-hat or ride
cymbal, can take settings for Decay representing the sound content when hitting near the
cymbal’s cup (value at right) or at the edge (value at left). Through your settings for the
two Decays, you can make subtle changes in the effect.

Sound when played near cup Sound when played near edge
5 /)
;’ \-i
/

* With soms instruments, after a certain value has been surpassed, no further change in
decay is afforded. Also, Decay will not change for reversed type instruments.
(instrument numbers 63, 64),

O Nuance {0 - 15}

SHD ERITODREY K13
FHUAHCE= 14

Through settings for Nuance, the timbre can be subtly changed for instruments
indicated by “ % ” or “ % % ” in the charl on page 185.

@With instruments indicated with “*” there will be an increase in the lower frequency
content when the value is increased.

@ With instruments indicated with “ % % », when the value is increased the sound will be as
if the cymbal was hit closer to the cup.

* When the instrument does not accept settings for Nuance, “ — — ~ will be displayed at
the value,
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2. Editing Sounds

[JOutput Assignment
(LEFT 1 - 3, CENTER,
RIGHT 1 -3, MULTI - 4)

-
e
l.:.l

E
TF

II-"-I

w0

DI RN 1L
UT=+CEHTER

-H+ L
l

You can select the jack from which any instrument will be output. (Stereo

Out/Multi Qut 1 - 4).
When using Stereo Output, pan (orientation of sound imaging) can be set from

among 7 positions.

L7y CENTER

o RIGHTT 5
Q LEFT2 \ / RIGHT2 O
O LEFT3 | ~A , RIGHT3 O

Also, through outputting sounds from Multi Out, effects or other devices can be

applied to particular instruments.

ClAssign Type
(POLY/MONOQ/EXC 1 - 8)

=
N3
BN
— T
i
=
II -—-1
It '-t:i

I
oL

110
T
~n l_l

Hete settings are made to determine the way sounds will be produced when one

or more instruments are played continuously.

®POLY
When one instrument is to be played continuously, previously playing sounds

are retained while newer sounds play. With instruments having a long decay,
such as a cymbal, POLY is an effective setting.

Lavel

1 I Time

Mixed
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[OJSensitivity Curve
{(1to 8)

2. Editing Sounds

®MONO
When the same instrument is played continuously, previous sounds are
cancelled, allowing newest sounds to be produced.

Level

> Time

Not mixed

®EXC1-8

Any instruments having the same EXC number cannot be sounded together.
“This allows instruments that would not normally be sounded together, such as
open and closed hi-hat, to not be sounded together as a result of setting them at
the same EXC number.

Level EXC1 { EXC2

4

Not mixed  Mixed Time

SHD EDITODRY K13
FCURUE = 2

Any of the following 8 types of curves can be chosen for controlling the way
volume is changed depending on the strength the Pad Keys are hit.

Level Level

. P

Strength of Pad Keys hitting Strength of Pad Keys hitting
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2. Editing Sounds

b. Editing

[Step 1]

(Step 2]

[Step 3]

[Step 41

98

Editing refers to the making of settings for the Sound Parameters.

Up to 26 instruments which have had their parameters edited can be stored as
“Copy” instruments. (see p. 100)

* Once the Sound Parameters have been changed, the sounds contained in all rhythm
patterns will be simultaneously changed. Should you wish to retain all settings in -
rhythm patterns contained in other songs, their data should be saved before editing is
carried out. (see p. 130)

* Even after changes have been made in the Sound Parameters, they can always be
changed back to their factory defaults (see p.191) by performing initialization (see
p.125).

Press{ SOUND |to get to the Sound Edit mode.

QELIT HBOOFY
BIMIT

I
I

Press Numeric KeyE]lo specify “EDIT™.

Instrument 0 be sdited

SHD EDRITODRY _kK1:
FRITCH = 880§

4
Sound Parameter Valus

(5]

=

Tap the Pad Key for the instrument you wish to edit.

When necessary, change Pad Banks using| PAD BANK

* If you hold down while pressing [ +1/ON ] (or [ -I/OFF ]}, you can select the next
higher (or lower) numbered instrument.

Hold down | SHIFT |while pressing| SELECT | to listen to the selected instrument.

With | SELECT |, choose the parameter.

PARAMETER . $ PITCH
—1,/0FF SELECT +1./0N $ DECAY
L L, JL 1 | snuance
b $ QUTPUT (Output Assign}

$ ASSIGN (Assign Type)
$ CURVE (Sensitivity Curve)



[Step 51

[Step 6]

[Step 7]

[Step 8]

2. Editing Sounds

Change the value using| -1/OFF |,| +}/ON |
Check the actual sound by tapping the Pad Key when making the setting.

To edit other parameters, repeat Steps 4 to 5.

To edit other instruments, repeat Steps 3 to 6.

Pressto return to the original screen.
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2. Editing Sounds

3. Copy Instruments

[Step 1]

[Step 2]

Step 3]

{Step 4]

Up to 26 different Copy instruments, which are instruments that have been
edited using the Sound Parameters, can be registered for use.

Once an instrument has been registered as a Copy instrument, it can be handled
differently than the original. The sound of a Copy instrument can be edited any
way you please using the Sound Parameters..

68 Instruments 26 Copy Instrument

H

=
L1 [ 11

3 /

Perform the following to register a Copy instrument:

Press| SOUND |to get to the Sound Edit mode.

Press Numeric Key @ to specify “COPY™.

=L Hf CoOpy
#CFALx=(DREY K12
] Source Instrument

Numbar of Copy Instrument

Select the number of the destination for the Copy instrument (COPY 01 - 26), using

(-L/OFF] [+1/ON],

If you press | SELECT | at this time, you can listen to the sound of instruments currently
registered.

Press the Pad Key for the instrument you wish te copy.
When necessary, change Pad Banks using{ PAD BANK |.

* If you hold down [SHIFT | while pressing [+1/ON | (er{-I/OFF ]), you can select the next
higher (or lower) numbered instrument,

Hold down | SHIFT {while pressing} SELECT [ to listen to the selected instrument.

e
o

R

OUMD COPY S
:FEI= cREIM_

Specified Instrument

‘I

= 1N




2. Editing Sounds

[Step 5] Press| ENTER |.

“Completed” is displayed, indicating the instrument has been registered.

* To cancel the procedure, press| EXIT |

[Step 6] Press| EXIT |to return to the Menu screen.
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2. Editing Sounds

4. Performance Parameters

a. How the Parameters Work

OPitch
{-4800 to +4800 cents)

{1 Decay (-63 to +63)

CINuance (-7 to +7)

{Pan
(Lt -3/C/R1-3/OFF)

102

The pitch of an instrument can be set in 10-cent units. (a semitone=100 cents)
Higher values increase the Pitch.

* At 0, the Pitch becomes that of the Sound Parameters.

Here the instrument’s decay time is set. As the value is increased, the decay

time is lengthened.
With instruments accepting settings for Nuance, the value is added to each
Decay. (see p. 94)

* At 0, the Decay takes on the value of the Sound Parameters.

Through setting Nuance, the timbre can be subtly changed. (see p. 95)

* With instruments not accepting settings for Nuance, no change in tone color ¢can be
obtained even if the value is changed.
* At 0, the Nuance becomes that of the Sound Pararneters.

For instruments which have their Output Assignment in the Sound Parameters
set to Stereo Output (LEFT 1 - 3, CENTER, RIGHT 1 - 3), settings for Pan
{orientation of sound image) can be changed.

* With Pan, the setlings in the Performance Parameters have priority. At OFF the
orientation becomes that of the Sound Parameters.

* For instruments assigned Multi Output as the Qutput Assignment in the Sound
Parameters, no change in orientation is obtained even when Pan is changed.



b. Editing

[Step 1]

[Step 2]

[Step 31

[Step 4]

[Step 5]

[Step 6)

[Step 7]

[Step 8]

2, Editing Sounds

Editing here refers to the changes in settings made in the Performance
Parameters of the Pad Keys.

* The timbre ot an instrument can be changed within the limits defined by the Sound
Paramstars. Thus, when the values of the Performance Parameters, after being
added to the Scund Parameters, exceed the permissible range, no further change is
obtained.

Press| PERFORM |to get to the Performance Edit mode.

BAL IEH

Press Numeric Key |1]to specify “EDIT",

Pad Bank
l }Number of Pad Keya
FFM ERIT <H-@1%:
$PITCH = QBOGS
Furforma’nca Paramater ’Valua

Press the Pad Key for the instrument you wish to edit.

When necessary, press| PAD BANK ito change Pad Banks.

With | SELECT |, choose the parameter.

PARAMETER s PITCH
- 1/QFF SELECT +1/0N s DECAY
I, $ NUANCE
b $ PAN

Change the value using | -1/OFF || +1/ON |. '
Check the actual sound by tapping the Pad Key when making the setting.

To edit other parameters, repeat Steps 4 and 5.
To edit other instruments, repeat Steps 3 to 6,

Press| PERFORM ]to return to the original screen.
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2. Editing Sounds

c. Align

This function sets the vatues for the Performance Parameters of the 16 Pad Keys
(1 - 16) (Pitch/ Decay/ Nuance only) to fixed intervals in order as follows:

Pitch Decay Nuance
el se] ool 2] 7] [=e] [=5]
[Feoo] [Food [F2oq] [-10d  [-2¢] 2] [=v6] [-0s]  [=ef[=3]l=2](=1]

(o) [ [l ol

En|En]ealm

[+ 0] [+ s00] [+ s0q] [+ 700

i [ EnlED
A el ]

When used in combination with the Multi Assign function, which assigns the
same instrument to all of the Pad Keys, you can deo things such as play the
hi-hat with varying, separate changes in decay, or play the scale with the bass,
with the Pitch of each Pad Key at a half-Step from each other (see p.90).

{Step 1] Press| PERFORM |to get to the Performance Edit mode.

[Step 2] Press Numeric Key@tu specify “ALIGN".

Pad Bank

LIGH<M:
CECHY =+

Next screen
FERFORM ALIGH<M:
EHUAHCE 4

EM A
: B

FERF
BFIT

Select the Pad Bank for which Align is to be set.

Pad Banks A to E are selected using

To select the Multi Assign Pad Bank (M), press[MULTI ].

With further presses of , you can select alternately between the ordinary Pad
Banks and the Multi-Assign Pad Bank.

[Step 3]

* When the Multi-Assigh Pad Bank is selected, you cannot change among Pad Banks A
through E.

Using Numerical Keys mthrough , select the Performance Parameter that is to be set
with the Align function,

[Step 4]

Selected Paramater

i
EL.IEH “<M> FITCH

[

s EMTEE.
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2. Editing Sounds

[Step 5] Press

“Are you surc?” will be displayed.

* To cancel the setting for Align, press| EXIT |

[Step 6] Press [ ENTER |again.
“Completed” is displayed, indicating the alignment has been made.

* When the values of the Performance Parameters, added to the values of the Sound

Parameters for any Pad Keys exceed the allowable range for the Sound Parameters,
the values are set so they fall within the range.
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3. Adjusting [nstrument Level

3. Adjusting Instrument Level

(Step I)

[Step 2]

[Step 3]

[Step 4]

[Step 5]

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

Press[LEVEL |
LEUEL RLJUST
rERY_KEilax= 15
t

Press the Pad Key for the instrument for which you want to change the level. If necessary,

use | PAD BANK |to change Banks.

* if you hold down [SHIFT | while pressing [+1/ON J¢or[-1/OFF ), you can select the next
higher {or lower) numbered instrument. Also, if you hold down |SHIFT | and press

SELECT |, you can hear the selected instrument.

Set the level (0 - 15) using| -1/OFF [,{ +1/ON |

The higher the value, the higher the level of sound volume. (At 0 no sound will be produced.)

To make settings for other instruments, repeat Steps 2 and 3.

Press| LEVEL |to return to the original screen,



B BB

3. Adjusting [nstrument Level

Feel Patches , P.108
How the Parameters Work P.110
Setting Parameters P.113
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1. Feel Patches

1. Feel Patches

Makeup of a Feel Patch

Through use of Feel Patches, a level of expression much closer to that of a live
drummer can be achieved. When a real drummer performs, they may
emphasize certain time signatures, or vary slightly the strength and position of
each hit. For this reason, the sound of each hit will vary in timbre,

Thus, by using Feel Patches, you can express changes in sound beyond what
has been available with conventional drum machines.

On the R-5 data concerning changes, such as in timbre or accent, can be stored
as Feel Patches, of which 8 are possible. Any Feel Patch created can then be
applied to rhythm patterns to provide performances having more expressive
capabilities.

Contained in a Feel Patch are the elements of Groove and Random Factor.
Through the combination of these elements, changes can be made in the
Sequence Parameters (Velocity/Pitch/Decay/Nuance only) respective to each
note in a thythm pattern, thus creating the added expression.

Feel Patch
[ Groove | [ Random Factor ]

@Groove

The regular variations in strength in the accents, including changes in timbre,
are patternized, and then used to periodically change the sound in rhythm
patterns.

Groove sets a relative value for the Sequence Parameters respective to groups of
identical notes (4 for eighth notes; 8 for sixteenth notes, etc.) such as below.

Pattern of Groove

T

i

Relative values for Sequence Parameters




1. Feel Patches

When a Feel Patch is assigned to a thythm pattern, a relative value is added to
sounds (Sequence parameters for the specified instrument} having the same
timing as the timing set for Groove.

{Ex.1)
Groove setting Sequence Parameter of the rhythm pattern
0 =40 +20 +40 60 60 60 60 60 60 B0 60 60 60 60 60 60 B0 60
& Foal Patch is assigned to a rhythm pattern
Groove Groove Groove Groove
{Ex.2)
Groove setting Sequence Parameter of the rhythm pattern

ddddlld

+40 —20 +30 - 20 60 60 60 B0 B0 60 60 60 60 60 60 60 6O 60 60 60

& Feal Patch is assigned to a rhythm pattern

Groove Groove

Since the relative value set for Groove will be repeatedly added within one
rhytht pattern, periodic changes in timbre are obtained.

®Random Factor

Provides for random changes in the sounds in a thythm pattern.

Subtle variations in timbre, such as produced by changing hitting strength or
position, can be expressed through setting the Random Factor. " Thus, even if

you play the same thythm pattern, there will be differences in the sound each
time.



2. How the Parameters Work

2. How the Parameters Work

1. Patch Parameters

a. Groove Select

110

Feel Patches are set by means of the following parameters:

Parameter Variable Range
Groove Select
Groove Type 1-8
Groova Step 174-1,/32
Instrument Salact INST1 -8
Groove Switch ON./OFF
Random Factor Switch ON./OFF
-99-+99

G
roove (Nuance: —=7—-+7)

Random Factor
Probability 1-8
Random Depth 1-4

Instrument Switch

INST1~8 ON/OFF

Settings are made for the Groove’s pattern, and the instrument to be changed by
the Feel Patch.

With Groove Select, you select the timing of the sounds within a rhythm pattern
that will be changed as a result of Groove.

Groove Select is set by means of Groove Type and Groove Step.

@®Groove Type (1 to 8)
Set here is the number of times that sound will be changed in one cycle.

®Groove Step (1/4 to 1/32)
Here is set the interval at which sound will be changed.

{Ex.}

Groove Type: 4 Groove Type: 8
Groove Step: 1.8 Groove Step: 1./16

JJI] JIT1ITT1




2, How the Parameters Work

b. Instrument Select (INST 1 to 8)

2, Feel Parameters

Eight instruments for which the timbre can be changed with each Feel Patch can

be selected. Instrument Select is common to both Groove and Random Factor.

The following parameters are set for each Sequence Parameters:

a. Groove Switch/ Random Factor Switch (ON/OFF)

b. Groove

¢. Random Factor

Individual settings are made for whether (ON) or not (OFF) variation is to be
applied to the Groove and Random Factor.

* When both Groove and Random Factor are set 1o OFF, no change is obtained when a
Feel Patch is used.

With respect to every timing set for Groove Select, a relative value is set for the
Sequence Parameters.

The values set for the sounds in 2 rhythm pattern (Sequence Parameters) that
match the timing of Groove are added.

Applies random changes to the Sequence Parameters set respective to each
sound in a rhythm pattern.
The Random Factor is set by means of the Probability and Random Depth.

®Probability (1 to 8)

Sets the proportion and extent of change applied to the Sequence Parameters.
The higher the value, the larger the proportion, and broader the extent of change
to the Sequence Parameters becomes.
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2. How the Parameters Work

4 Ratio 4 Ratio

el N

- - + - - >+
Width of change Width of change
Probability Lower Probability Higher

®Random Depth (1 to 4)

Sets the extent of change effected by Probability.
The higher the value, the broader the extent of the changes become.

d. Instrument Switches (ON/OFF)

Set, on an individuval Sequence Parameter basis, the particular instruments that
will have change applied to them. This is in respect to those instruments that
have been selected with Instrument Select, and that will use a Feel Patch
(Groove/ Random Factor).
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3. Setting Paramelers

3. Setting Parameters

1. Setting Patches

[Step 1]

[Step 2]

[Step 31

[Step 4]

[Step 5]

[Step 6]

[Step 7]

After reading “1. Setting Patches”, you should continue, as required, and refer
to “2. Setting Groove” andfor “3. Setting Random Factor”.

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

malmn
e T4

TCH
TCH

|=1m]
e R

LELQ
TELC

Ii (]
-
1

Tar)

i
3]

Press Numerical Key [1]to specify “PATCH".

H

1I'n

F
F.

D
T

E HTI
TI Gid]

H

L

Feal Patch Number

Select the number (0 to 7) of the Feel Patch to be set using | -1/OFF || +1/ON |.

Press| PAGE |to get to the Groove Select screen.

GROGUE <#0> ¥

THPE=4 STEP=1- 2
* *Groove Step

Groove Type

Using [ZI E to move the cursor, and then make settings for Groove Type (1 - 8) and
Groove Step (1/4 to 1/32), using{ -1/OFF || +1/ON |.

Press| PAGE [to get to the Instrument Select screen.

FEEL
£THE

IMET <485
MET1

-—.[;F*" Kilae

Instrument

At INST 1 -8 in the display, assign the instrument for which change is to be made using a
Feel Patch.

Use [SELECT | to choose among INST 1 to 8, and specify the instrument using the Pad
Keys. If necessary, use| PAD BANK |to change Pad Banks.
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3. Setting Parameters

2. Setting Groove

114

[Step 8]

[Step 13

[Step 2]

[Step 3]

[Step 4]

[Step 5)

[Step 6]

{Step 7]

* I you hold down [ SHIFT | while pressing [+1/ON | (or [-L/OFF )), you can select the next
higher (or lower) numbered instrument. Hold down [ SHIFT | while pressing | SELECT
to listen to the selected instrument.

Press[ EXIT |to return to the Menu screen,

After the Feel Patch set in “1. Setting Patches”(p.113) has been assigned to a
rhythm pattern, settings for Groove are made.
Carry out the following from Pattern Play, with play stopped:

Select the rhythm pattern to which a Feel Patch is being assigned.

Use E Eto position the cursor at “FEEL=", then select the number (0 - 7) of the Patch
set in “1. Setting Patches”,

Press| START/STOP |to start play.
Press | FEEL |to enter the Feel Edit mede.

Press [z] in the Numerical Keys to specify “PATCH?”, then select the Feel Patch being set
using | -JJOFF || +1/ON |

Select the Feel Patch that has been assigned to the thythm pattem currently playing.

Press [EXIT | to return to the Menu screen, then use Numerical Keys [2]to [5]to select the

parameters involved in setting Groove.

2i veeneenens YELO

Br oarienaans PITCH

P TRPTTOUIIR DECAY
§: eennnns NUANCE

Set the Groove Switch to ON/OFF using [-1/OFF |,[+I/ON ],

Salected Parameter

UELD FEEL <&B:
GRODVE=#0H® 5

! ¥
Groove Switch ON/OFF



[Step 8]

[Step 9]

[Step 10]

{Step 11]
[Step 12]

[Step 13]

3. Setting Parameters

Press| PAGE |to get to the screen for setting Groove,

Groave Type Paramster
ERUCE D SUELD =%
I BRE ARE BBE BQ
1 rRaIauvo value
Timing

UselZ]E]to position the cursor at the timing being set, then set the relative value for the
specified tming using | -1/OFF |,{ +1/ON | ( — 7 to +7 for Nuance and — 99 to +99 for other

parameters.)

When the Groove Type has been to set 5 or higher, press E]to move to the screen where
setting is made for timings 5 to 8.

Press| PAGE |three times to get to the Instrument Switch screen,

Paramater

IHST SUW<UELD

F1IDRY _Ki1=#0H+ +
4mz/ﬂ:JFF

Instrument selected with Instrument Select

IB!-

Use | SELECT |to change ameng INST 1 - 8, and set Instrument Switches either ON or
OFF, (common to Random Factor)

When other Sequence Parameters are to be set, after pressing|{ EXIT |to return to the Menu
screen, repeat Steps 6 through 11.

Press| FEEL |to return to the original screen.
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3. Setting Parameters

3. Setting Random Factor

116

[Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

{Step 6]

{Step 7]

[Step 8]

[Step 9]

After the Feel Patch set in “1. Setting Patches”(p.113) has been assigned to a
rhythm pattern, settings for Random Factor are made.

Perform the following from Pattern Play, while stopped:
Select the rhythm pattern for which a Feet Patch is assigned.

Use Elzlto position the cursor at the value for “FEEL =", then select the number of the
Feel Patch (0 to 7) set in “1. Setting Patches.”

Press| START/STOP [to start play.
Press| FEEL |to get to the Feel Edit mode.

Press E] in the Numerical Keys to specify “PATCHP™, and select the Feel Patch being set (0

to 7) using| -1/OFF [{ +1/ON |

Select the Feel Patch assigned to the chythm pattern cumrently being played.

Press [EXIT | to return to the Menu screen, and select the parameters for which the
Random Factor Is to be set with Numerical Keys to @

2 e VELO (Velocity)
3o ceeeeienn PITCH

F- P DECAY

G reeenienns NUANCE

Press| PAGE ]twice to get the screen for setting the Random Factor Switches.

Selacted Paramater

i
WELD FEEL <#8%
RAMHDOM=+0H+ =

i(JN/QFF

Random Factor Switch

Set the Random Factor Switches either ON or OFF using| -1/OFF [,{ +1/ON J.

Press| PAGE |to get the screen for setting the Random Factor.



[Step 10]

[Step 11]

[Step 12]
[Step 13]

[Step 14]

3. Setting Parameters

Paramater

RAHDOM <UELD >

FROE=1 DEFRTH=2 =*
t

Probability Random Depth

Use [ [>]to move the cursor, and set the Probability (1 to 8) and Random Depth (1 to
4.

Press| PAGE |to get the Instrument Switch screen.

Parameter

IMGET SWLSUELD  »

F1:DRY_Kl=#0M* +
’ON/DFF

Instrument selected with Instrumant Select

Switch among INST I - 8 using | SELECT |, and set the Instrument Switches using
-1/OFF || +1/ON [to either ON or OFF. (commen with Groove)

When settings are to be made for other Sequence Parameters, press | EXIT |to return to the

Menn screen, then repeat Steps 6 through 12,

" Press| FEEL |to return to the original screen.
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3. Setting Pzrameters

4. Assigning Feel Patches

After being set, the Feel Patch is assigned to a rhythm pattern (programmable pattern).

/ Feel Patch 7 /
Programmable Patterns S e
ya
________4 Feel Patch 1
wntl Feel Patch O
o 7/
I Groove . ] -
" ._-rl
— I Asndem Facter I

Even when using the same rhythm patterns, they will sound different in
performance through application of Feel Patches. In addition, an identical
range of expression can be obtained by applying one Feel Patch to a number of
rhythm patterns.

Perform the following in Pattern Play mode with play stopped:
[Step 1] Select the rhythm pattern to which a Feel Patch is to be assigned.

[Step 2] Use[ ][] to position the cursor to the value for “FEEL=", and select the number (0 to 7)
of the Feel Patch you wish to assign using| -1/OFF || +1/ON |.

2,

a1

I !"-I
-.I_.I .

-
l_,_ll

Ay >

4 < FL
4 FEEL

Foel Fatch Number

F —_
T=04.7

I =

* Select * * " when no Feel Patch is to be assigned.

{Step 3] When the rhythm pattern is started, play will take place in accord with the settings made in
the Feel Patch. :

* The effect of the Feel Patch cannot be obtained in modes other than Pattern Play and
Song Play.
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3. Setling Parameters

5. Copying Feel Patches

[Step 1]

[Step 2]

[Step 3)

[Step 4]

[Step 5]

The settings of one Feel Patch can be copied to another.
This is convenient for when numerous similar Feel Patches are to be made,
since the copies can be revised in part to provide new Patches.

Press| FEEL |to get the Feel Edit mode.

Press Numeric Key [I]lo specify “PATCH", and select the Patch (0 to 7) that you want to
copy.-

Press to return to the Menu screen., Then press Numeric key @to specify “COPY™.

FEEL L«

=
FATCH 8 >3

1

+

—

Copy-destination Pat¢h number
Number of Patch to be copied

Select the number (0 to 7) of the Feel Patch that becomes the destination of the copy, using

[-1/OFF],[+1/0N.

* When you press [+1/0N | (or [-I/OFF ], the next higher {or loweer) numbered Feel Patch
will appear in the display.

Press| ENTER |.
“Completed” will appear, indicating the copy has been made.

* To cancel the operation, press{ EXIT |.
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Other Functions

Condition Function P.122
Utilities P.123
Initialization and Clearing P.125
Tape Interface P.130
Synchronizwd Play P.134
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1. Condition Function

1. Condition Function

Provides check of which screen is currently selected, and of the Pad Banks.

{Step 1] Press| CONDITION |,

The current mode and Pad Bank in effect will be displayed.

Current Main Modes : Current Modes :
SONG (Scng Mode) SOUND (Sound Edit Mode)
PATTERN (Pattern Mode) PERFORM (Performance Edit Mode)
MIDI (MID!I Mode) FEEL (Feel Edit Mode)
ASSIGN (Instrument Assign Mode) TEMPO (Tempo setting screen)
TAPE (Tape Mode) LEVEL. (Leve! setting screen)
UTILITY (Utility Mode) SHIFT (Shift Function screen)
F' FI T T E F‘ H F E E L. — #In the case of Main modes,
Fab BRHE: A ————- *is displayed

Pad Benk (A to E/M}

[Step 2} Press| CONDITION |again to return to the original screen.
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2. Utilities

1. All Song Clear

[Step 1]

[Step 2]

[Step 3]

[Step 4}

2. Utilities

In the Utility mode, there are three functions, as follows:
@Al Song Clear (erases all songs)
@All Pattern Clear (erases all programmable patterns)

@ Available Memory (for checking the amount of memory remaining for songs and rhythm
patterns)

Erases all songs contained in memory on the R-5.

Press| UTILITY |to get the Utility mode.

Press Numerical Key E]to specify “SNGCLR".

Press| ENTER |.

“Are you sure?” will be displayed.

Press| ENTER jonce again.

“Completed” will be displayed when all songs have been cleared.

* To cancel the procedure, press [EXIT |.
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2. Uulities

2. All Pattern Clear

[Step 1]

[Step 2]

[Step 3]

[Step 4]

Erases all programmable patterns contained in memory on the R-5.
Press[UTILITY |to get the Utility mode.

Press Numerical Key [2]to specify “PTNCLR”.

BlLL FTH CLEAE
Frez==z EHTER.
Press [ENTER.

“Are you sure?” will be displayed.

Press| ENTER [once again.

“Completed” will be displayed when all patterns have been cleared.

* To cancel the procedure, press| EXIT ],

3. Available Memory

[Step 1]

[Step 2]

{Step 3]

124

This function allows you to check the amount of memory still available for
songs or thythm patterns, as a percentage value. When remaining memory
reaches 0%, no more songs or rhythm patterns can be created.

Press| UTILITY |to get the Utility mode.

Press Numerical Key to specify “AVAIL”.

AURILAEBLE MEMOREY
S= HER F= I3k
] Remaining memory for rhythm pattsrng

Remaining memary for songs

The amount of memory still remaining for songs and rhythm pattemns is displayed.

Press| EXIT |return to the Menu screen.



3. [nitialization and Clearing

3. Initialization and Clearing

This procedure allows you to either restore all settings to their factory defaults,
or 1o return values to the value they had before setting was made. To restore to
the factory defaults is termed as “Initialization”, and returning values to what
they were before setting is “Clearing”.

1. Initializing the Sound Parameters

[Step 1]

[Step 2]

[Step 3]

[Step 4]

The following restores all Sound Parameters to their factory defaults (p.191).

Press[ SOUND |to get the Sound Edit mode.

Press Numerical Key @to specify “INIT™,

—_
it
g

MIT
MGELE HALL

W
I

=L
l

K]

Select the type of initialization.

@To initialize specific instruments:
Press Numerical Key E]to specify “SINGLE",

Instrument to be initislized

SHE IMITOEDREY_K1:
Fr-ez=s EHTER.

@®To initialize all instruments:
Press Numerical Key[2]to specify “ALL”.

If “ALL” has been selected, go to Step 5.

Press the Pad Key corresponding to the instrument you wish to initialize. If necessary,

press| PAD BANK [to change Pad Banks.

If you hold down | SHIFT | while pressing [+1/0N] (or [-I/OFF b, you can select the next

higher (or lower) numbered instrument.

Hold down | SHIFT |while pressing| SELECT | to listen to the selected instrument.
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3. Initialization and Clearing

[Step 5]

[Step 6]

Press [ENTER.

“Are you sure?”" will be displayed.
Press| ENTER |once again, and the initialization takes place.

* To cancel the procedure, press| EXIT |

2. Clearing the Performance Parameters

{Step 1]

[Step 2]

{Step 3]

[Step 4)

[Step 5]
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Sets the settings for the Performance Parameters for all Pad Keys to “0” (for
Pan, to OFF).

Press| PERFORM |to get the Performance Edit mode.

Press Numerical Key| 3 [to specify “CLEAR".

L L=

Fr

L

I

F.'

I

F ERR <
Ft EMTEE

-
a

1]

When you wish to clear the Performance Parameters for all Pad Banks, proceed to Step 4.

Press | PAD BANK | to select the Pad Bank for which you wish to clear the Performance
Parameters.
If you want to clear the Multi-Assign Pad Bani, press] MULTI |

Seloctelead Bank

FFM CLEAE <A
Fresz EMHTER.
Press| ENTER |

“Are you sure?” wil] be displayed.
Press{ ENTER |once again, and the Clear is performed.

* To cancel the procedure, press| EXIT |,



3. Initialization and Clearing

3. Initialization of Instrument Assignment

[Step 1}

[Step 2}

[Step 3}

[Step 4]

[Step 5]

This enables you to restore all Instrument Assignments to their factory default
settings. (see p. 189)

With play stopped, perform the following:
Press | INST ASSIGN [to get the instrument Assign mode.

Press Numerical Key @to specify “INIT”.

H

i
I bt

In G

LHLL

A

IMI
EMTE

I
iy

When you wish to initialize the settings for all Pad Banks, proceed to Step 4.

Press | PAD BANK |to select the Pad Bank for which you wish to initialize the Instrument
Assignment.
If you want to initfalize the Multi-Assign Pad Bank, press| MULTI |

Selected Pad Bank

FSSIGH IMITER>
Frezz EHMTEE.
Press| ENTER |,

“Are you sure?” will be displayed.
Press| ENTER |once again, and initialization takes place.

* To cancel the procedure, press | EXIT |
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3. Initialization and Clearing

4. Clearing Feel Patches

[Step 17

[Step 2]

(Step 3}

[Step 4]

{Step 5]

[Step 5]

This enables you to return the Feel Patch settings to the value they had before
setting was made.

Press| FEEL |to get the Feel Edit mode.
Press Numerical Key m to specify “PATCH”.
Select the number (0 to 7) of the Feel Patch you wish to clear.

Press | EXIT | to return to the Menu screen, then press Numerical Key to specify
“CLEAR”.

FEEL CLEAR <#9:>
Fress EHTEE.
Press[ENTER]

“Are you sure?” will be displayed.

Press| ENTER |once again, and the Clear takes place.

*# To cancel the procedure, press| EXIT |

5. Initializing the Feel Patches

[Step 1]

[Step 2]

[Step 3]

{Step d]

123

The following allows you to restore all Feel Patches to their factory presets.

Press| FEEL jto get the Feel Edit mode.

Press Numerical Key m specify “INIT™.

ALIZE

Press{ ENTER |

“Are you sure?” will be displayed.
Press| ENTER |once again, and the Feel Patches will be initialized.

* To cancel the procedure, press| EXIT |



3. Initializaticn and Clearing

6. Initialization of Note Numbers

[Step 1]

{Step 2]

[Step 3]

[Step 4]

[Step 5)

This allows you to restore the note number settings for all instruments to their
default settings. (see p. 194)

With play stopped, carry out the following:
Press[MIDI |to get the MIDI mode.
Press Numerical Key [I] to specify “IN_SEC”.

Press Numerical Key[4]to specify “NT# INIT”.

MHOTE# IMITIALIZE
Prezs EMTER.
Press [ENTER .

“Are you sure?” will be displayed.
Press| ENTER |once again, and initialization takes place.

* To cancel the procedure, press| EXIT |

7.Initialization of the R-5

[Step 1]

[Step 2]

[Step 31

[Step 4]

All settings on the R-5 can be restored to their factory defaults. At the same
lime, the demonstration song, and all settings for songs and rhythm patterns are
reset, and the Preset Patterns are copied into pattern numbers 00 to 31.

Turn off the power on the R-5.

Hold down both[ PAGE ]and [SELECT | while turning power back on again.

SYSTEM IHIT
Frez=s EMTEE.
Press[ENTER}

“Are you sure?” will be displayed.
Press| ENTER |once again, and initialization takes place,

* To cancel the procedure, press| EXIT |.
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4. Tape Interface

4. Tape Interface

1. Saving

[Step 1]

{Step 2]

130

The data contained in memory in the R-3 can be saved to audio-use recording
tape.

This allows data in the R-5’s memory to be stored (saved) on tape.

* Each time you save, be sura to follow up by performing Verify (p. 132), so you are
sure that the data has been cerrectly saved,

[Connections]
TAPE QUT LINE IN
r
R-5 Tape Recorder

* When saving R-5 data, do not apply any noise reduction or equalization. When due to
the design of the tape recorder you use, you must have the signal pass through neise
reduction, or the like, make sure that you use the same settings for playback {loading}
as you used when recording.

With play stopped, perform the following:

Press| TAPE |to get the Tape mode,

gLOAR HSRUE
BUERTIFY

SAUE

ATA
BHLL d=ER ESETUF




[Step 31

[Step 4)

Step 53

[Step 6]

[Step 7]

4. Tape Interface

Select the data to be saved by pressing a numerical key, from [I]to[z] :

1: ALL ----: All data in the R-§ (SEQ and SETUP)

2: SEQ:--- - Rhythm patterns and song data

3: SETUP - - -Instrument Assignments/Sound Parameters/Perfortnance Parameters/Feel
Patches/MIDI settings/Metronome settings/Sync mode settings.

Once the type of data has been selected, the following screen appears:

Selacted Data Type

}
SAVE <HLL

Fr-e Yo sure?

Start recording on the tape recorder,

Wait a few seconds, then press| ENTER |,

SHUE <HLL >

SAMINT. ..

* When you press{ ENTER |, the pilot signal (high-pitched tone) will be output for about 6
seconds. When using a tape recorder allowing adjustment of recording level, set the
recording level for the pilot signal in the range of from -10 to -3 VU.

* To cancel the procedure, press| EXIT |

After the save has been done, and “Completed” is displayed, stop recording on the tape
recorder,

For the saving operation to finish, it will take from 3 to 5§ minutes when you have selected

“ALL” or “SEQ", and about 20 seconds when it is “SETUP,”

Press | EXIT |to return to the original screen,
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4. Tape Interface

2. Verify

Allows you to check (verify} if the data has been correctly saved to tape.

[Connections]
LINE QUT TAPE IN
¥
Tape Recorder R-5

With play stopped, perform the following:
[Step 1] Rewind the tape onto which data was saved. Then in listening to the playback, find where
the steady tone changes into a warbling scund, then position the tape so it is stopped a little

before that point.

[Step 2] From the Tape mode’s Menu screen, press Numerical Keyto specify “VERIFY™.

DATAH MEEIFY
=z E k.

IF
Frezz EHTE

{Step 3] Press|{ ENTER |

“Are you sure?” will be displayed,

[Step 4] Start playback of the tape.

[Step 5] Press| ENTER |

* Press| ENTER |before the steady tone changes to a warble.
* To cancel the operation, press| EXIT |.

During the verification, “Verifying” is displayed, and the Tempo Indicator will light in

green.

When the data is confirmed as belng correctly saved, “Completed” is displayed. Press
to return to the original screen.

Should any errors be detected partway through, “Verify error” will be displayed and the
Verify procedure will stop. In such cases, press to return to the original screen,
then readjust the tape’s playback level and try again. When repeated attempts still resuit
in “Verify error”, change the recording level, and save the data over again.
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3. Load

[Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

4. Tape [nterface

Loads data saved on tape to the unit,

Connect up the tape recorder and R-5 the same way as for Verify. Then with
play stopped on the R-5, do the following:

Position the tape containing data so that it is stopped just before the steady tone changes

into the warble,

From the Tape mode’s menu screen, press Numerical Key mto specify “LOAD".

DATE LOWb
Firez=s EHTEE.
Press[ENTER |.

“Are you sure?” will be displayed.
Start playback on the tape recorder.

Press [EFTER]

* Press| ENTER |before the steady tone changes to a warble.
* To cancel the operation, press| EXIT |

While data is being loaded, “Loading” is displayed, and the Tempo Indicator will light in
green. When the data is properly loaded,“Comleted” is displayed. Pressto retum
to the original screen.

Sheuld any errors be detected partway through, “Load error” will be displayed and the
loading procedure will be cancelled. In such cases, press to return to the original
screen, then readjust the tape’s playback level and try again.

* You should be able to load data correctiy if no errors were found as a result of Verify
after the data was saved,
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5. Synchronized Play

5. Synchronized Play

The R-5 can be synchronized for play with any connected MIDI devices or
MTR (Multitrack Tape Recorder).

1. Settings for the Sync Mode

With play stopped in the Song or pattern mode, perform the following:

[Step 1] While holding down | SHIFT |, press Pad Key IEI

SHYHC MOGE
#INTERMAEL®

Current Sync Mods

{Step 2] Select the Sync mode using| -1/OFF || +1/ON |,
INTERNAL : -R-5 plays independently/External MIDI devices sync to tempo of R-5.

MIDE ------- The R-5 syncs to the clock signal from an externat MIDI device.
TAPE -+----- The R-5 syncs to the sync signal recorded on devices such as an MTR.

[Step 3] Press | EXIT {to return to the original screen,

* When the Sync mode is set to “MIDI” or “TAPE”, the Tempo Setting screen will appear
as shown below, and the tempo will no longer be controlfable on the R-5.

(With MID! Syne) (With Tape Syne)
TEHMFO ALJUST TEMFDZ ADJIUST
A=MII +=THFPE

Also, during synchronized play, the characters displayed will be in lowercase, such as

“midi” or “tape”.

* If you press [ START/STOP [ while an external sync signal has not yet been received, the
display for tempo normally appearing when in play will appear, but actual play will not
start until the sync signal arrives,
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2. MIDI Sync

5. 8ynchronized Play

Allows the R-5 to play while in sync with an external MIDI device.
@®When the R-5 is the master

When the tempo or Start/Stop controls on the R-5 are to be used to control an
external MIDI device, make connections as shown below:

Master Slave

MIDI QUT MIDI IN

\ 4

R-5 MIBI Device

Sync Mode : INTERNAL

When the slave device is capable of receiving Song Select/Song Position
Pointer, song and measure numbers specified on the R-5 are also selected on the
slave.

®When the R-5 is the slave

‘When the tempo or Start/Stop controls on an external MIDI device are to be
used to control the R-5, make connections as shown below:

Master Slave

MIDI OUT MIDI IN
MIDI Device > R-5

Sync Mods : MIDI
When the master device is capable of transmitting Song Select/Song Position

Pointer, song and measure numbers specified on the master device are also
selected on the R-5.
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5. Synchronized Play

3. Tape Sync

@®Recording Sync Signais

136

[Step 1]

[Step 2]

{Step 3]

[Step 4]

[Step 5]

The R-5 can be synchronized for play with the sync signal recorded on an
MTR.

This allows you to divide a performance on the R-5 into a number of portions
for recording to an MTR, or to synchronize another MIDI device which doesn’t
have Tape Sync capability to the MTR.

[Connections]

TAPE OUT LINE IN

MTR

* When recording sync signals do not use any noise reduction or equalization. When
due to the specifications of the MTR, you must pass the signal through noise
reduction, etc., make sure you use the same settings in playback as you did when
recording.

With play on the R-5 stopped, perform the following:

Set the R-5"s Sync mode to “INTERNAL”. (see p. 134)

Adjust the recording level on the MTR. (about -10 to -3 YU}

* When the R-5 is stopped, the pilot signal (a steady tone) is constantly output from the
TAPE QUT Jack.

Set the tempo at which the R.5 is to play.
Start recording on the MTR, and several seconds later, start the R-5.

When play has stopped, wait a few seconds, then stop recording on the MTR.



@Synchronized Play

[Step 1]

[Step 2]

[Step 3]

[Step 4]

5. Synchronized Play

You can play the R-5 while synchronized to the sync signal recorded on an
MTR.

[Connections]

LINE OUT TAPE IN
MTR > R-5

With play on the R-5 stopped, perform the following:

Rewind the tape, and then position it so it is stopped just before the steady tone changes
into a warble.

Set the Sync mode on the R-5 to “TAPE”, (see p. 134)

Start the MTR.
Have the track with the sync signal in play; the other tracks are put into record as needed.

Press| START/STOP |on the R-5.
* Press| START/STOP |before the steady tone changes to a warble.

When the sync signal changes to the warbling sound, play on the R-5 starts, in sync with the

signal.
* Synchronism cannot be achieved if the sync signal is started partway through.
* Should you fail te get play to occur in sync, readjust the cutput level of the MTR's sync

signal, and try again. If repeated attempts still fail, change the recording level and
record the sync signal again.
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1. Concerning MIDI

1. Concerning MIDI

140

External MIDI devices can be used to play the R-3, or alternately, the R-5’s
performance data can be used to play an external MIDI sound module. In
addition, through use of MIDI Exclusive messages, all internal data can be
transferred in bulk to an external MIDI device.

* Those using MIDI for the first time should read the separate booklet, “MIDI
Guidebook.”

Transmission and reception of MIDI messages is handled as follows on the R-5.

Channel Message

MIDI IN s Function Switch P | nstrument Section | MIDI OUT
(Transmit & Receive)

Performance

Section
- (Receive only) 3 4

On the R-5, MIDI is organized so as to form one Instrument Section and four
Performance Sections.

®Instrument Section (Transmission/Reception}

When the R-5 is to be used as a thythm module under the control of an external
MIDI device, it is set for the Instrument Section. In the Instrument Section,
each instrument is assigned a note number, and sounds are played when
performance data is received from an external MIDI device.

In addition, the R-5 is set for the Instrument Section when its performance data
is being used to play another MIDI sound module.

@®@Performance Section (Reception)

The R-5 is set for the Performance Section when it is to be played by a MIDI
keyboard, much like a synthesizer sound module would be.

In the Performance Secﬁon, one instrument is assigned to each of the 4 sections.
The parameters (Pitch/Decay/Nuance/Pan) of these instruments (Sections) can
then be controlled by the location of keys pressed, modulation lever, etc on the
keyboard.



2, Settings for the [nstrument Section

2. Settings for the Instrument Section

1. Receive Channel

[Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

The parameters below are set for the Instrument Section.

* When you use performance data from an external MIDI device to play the R-5s
instrument Sections, play will take place with the sound being in accord with settings
for the Sound Parameters. (see p. 94)

Sets the MIDI channel (Receive channel) upon which performance data from an
external MIDI device will be received.

When the R-5 is to be played using the Instrument Section, you need to have
the external MIDI device’s transmit channel set to the same channel as the
Instrument Section’s Receive channel.

* The Receive channels of the Instrument and Performance Sections should be set to
different channels. If set to the same channel, the Instrument Section takes pricrity.

* The Instrument Section’s Receive channel becomes the Basic channel on which
transmission/reception of Exclusive Messages is carried out.

Press[MIDI }to get the MIDI mode.
BIM_SEL EFF_EEC
EFHC S EDUFF

Press Numerical Key [I! and specify “IN_SEC".

IHST SECTIOH
OCHAMMEL BHOTE#-+

Press Numerical Key | L |and specify “CHANNEL”,

FECETUE CHANHEL

[ ]

Il
CHes

o

t
Receaive Channel

Set the Receive channel (1 - 16) for the (nstmment Section using| -1/OFF |,| +1/ON |.

Press | EXIT |to return to the original screen.
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2, Settings for the Instrument Section

2. Transmit Channel

{Step 1]
[Step 2]

[Step 3]

‘ [Step 4]

{Step 5)
[Step 6]

[Step 7]

142

The MIDI channel used to transmit the performance data (Note Messages) of
the R-5 is set for each instrument.

When the performance data of the R-5 is to be used to play an external MIDE
sound module, you need to set the instrument’s Transmit channel and the MIDI
sound module’s receive channel to the same channel.

* When the unit left the factory, the Transmit channal for all instruments was set to 10.
From the MIDI mode’s Menu screen, press Numterical Key [I], and specify “IN_SEC”,

Press Numerical Key[1]and specify “CHANNEL".

Press| PAGE | to get the screen for setting transmit channel.

FAMSHMIT CHAHHEL
DR _Ela= Jr.El £
t
Instrument Tranamit Channel

Press the Pad Key for the instrument for which you wish to set the transmit channel.

If necessary, press| PAD BANK |to change Pad Banks,

* If you hold down [ SHIFT |while pressing [ +1/ON | (or{ -1/OFF |}, you can select the next
higher (or lower) numbered instrument.

Hold down | SHIFT |while pressing| SELECT | to listen to the selected instrument.

Set the Transmit channel (1 to 16) using| -1/OFF || +1/ON |.

To make settings for other instruments, repeat Steps 4 and 5.

Press| EXIT |to return to the originat screen.



3. Note Numbers

[Step 1]

[Step 2]

[Step 31

[Step 4]

{Step 5]

[Step 6]

2. Sewtings for the Instrument Section

A Note Number is set for each instrument. Such Note Numbers determine
which instrument is to be sounded corresponding to which number, when note
messages are received on the Instrument Section’s Receive channel.

In addition, the note numbers set here are used when the R-5 transmits
performance data.

* For information on ths factory default settings for Note Numbers, refer to p. 184,

* Even after Note Numbers have been changed, they can at any time be restored to
their factory default settings by performing initialization {see p.129).

From the MIDI mode’s Menu screen, press Numerical Key mand specify “IN_SEC”,

Press Numerical Key E]and specify “NOTE#".

M
g

TE HUMEEE
B i

M_klx= B35

Press the Pad Key for the instrument for which you wish to set the Note Number.

If necessary, press| PAD BANK |to change Pad Banks.

* If you hold down while pressing [ +1/ON ](or[-l/OFF ), you can select the next
higher (or lower) numbered instrument,

Hold down while pressing| SELECT | to listen to the selected instrument.

Set the Note Number (0 to 127) using | -1/OFF || +1/ON |,

* Instruments for which Note Messages are not to be transmitted/received should be set
to “OFF."

To make settings for other instruments, repeat Steps 3 and 4.

Press | EXIT |to return to the Menu screen,
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2. Settings for the Instrument Section

4. Control Change

Reception of Control The timbre of instruments can be put under the control of Control Changes

Change received from an external MIDI device. With regard to the 9 types of Control
Changes (Modulation and General Purpose Controllers 1 to 8), you need to
make setting for both the instrument for which timbre is to be controlled, and
the parameters to be altered (Pitch/Decay/Nuance/Pan).

* With the Pan Switch (Function Switch , p. 149) set to “ON", any Pan set for Control
Changes becomes invalid.

Transmission of Control  Settings made for Control Changes are transmitted also when the R-5 is in play.
Change
Through making settings for Control Changes, along with playing the specified
instrument during play, the R-5 at the same time transmits a Control Change
(the value of a specified parameter).
After recording in real-time in a sequencer certain performance data, and then
using it to play the R-5, the changes in timbre for the instruments can be
reproduced faithfully. (p. 160)

[Step 1] From the MIDI mode’s Menu screen, press Numerical Key [Band specify “IN_SEC".

[Step 2] Press Numerical Keyand specify “CTRL”.

MTEOL CHAMHGE
CTRL=#FMODUL+ *
t

Types of Control Change

[Step 3] Select the type of Control Change using[-I/OFF |{+1/ON].

Control Change Control Change Number
MODUL 1

CTRL -1 16

CTRL-2 17

CTRL-3 : 18

CTRL-4 19

CTRL-5 80

CTRL-6 81

CTRL-7 82

CTRL-8 83
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[Step 4]

[Step 5]

[Step 6]

[Step 7]

[Step 8]

[Step 9]

2. Settings for the Instrument Section

Press| PAGE |to get the screen used to specify instruments.

Selactad Contrel Change

MOCULRTION
FIMST =CDRY_Kiie

1
Instrument ¢ be changed with Control Change

By pressing Pad Keys, select the instrument to be changed by Control Change.
If necessary, press | PAD BANK |to change Pad Banks.

* If you hold down [ SHIFT | while pressing | +L/ON |(or | -1/OFF ], you can select the next
higher (or lower) numbered instrument.

Hold down | SHIFT | while pressing| SELECT | to listen to the selected instrument,

Press| SELECT { to choose “PARAM”,

MODULAET I0H
$PORAM=#0FF+  +

Parameter to be changed

Select the parameter (PITCH/DECAY/NUANCE/PAN) that is to be changed by Control
Change using] -1/OFF || +1/ON |.

‘When Control Change is not to be used, it Is set to “OFF”.
* Pitch cannot be chosen for use with General Purpose Controllers 5 through 8.

When other Control Changes are to be set, press | PAGE | to switch screens, then repeat
Steps 3 through 7.

Press| EXIT [to return to the Menu screen.
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3, Settings for the Performance Section

3. Settings for the Performance Section

@®Receive Channel

@®hstruments

@®Parameters

@Center note Number

@Kayboard Follower

@®Modulation

146

The parameters below are set for the Performance Section,
* The basic timbre of the sound is set by means of the Sound Parameters (see p.94).

With regard to each Performance Section, a channel (Receive channel; 1 - 16)
on which performance data is to be received is set.

When the Performance Section is used for playing sounds, you need to have the
transmit channels on the external MID] device set to the same channels as the
receive channels in the Performance Section.

Any Receive channels in the Performance Section that are not being used
should be set to “OFF”

* The Receive channels of the Instrument and Performance Sections should be set to
different channels. If set to the same channel, the Instrument Section taKes priority.

For each Performance section, an instrument which is to be controlled is set.

For each specified instrument, one parameter which is to be changed using Note
Numbers is selected. (pitch/decay/nuance/pan)

Sets the Note Number (0 - 127} that becomes the base reference for changes in
parameters, When Center-Note-Number Note Messages are received, play

occurs in accord with Sound Parameter settings.

Sets the value of parameter change between two Note Numbers.

Parameter Variable Range
Pitch 0-990
Decay 0-9
Nuance 0-3
Pan 0-1

Using the Center Note Number as a reference, with each increase in note
number (or decrease), a value of change is added (or subtracted) to the Sound
Parameter.

Selects the parameter (Pitch/Decay/Nuance/Pan) which will be controlled as a
result of Modulation in Control Change.

When Modulation is set, you can do things such as change Pitch using the
keyboard while controlling Decay with the modulation lever.

* Modutation should be set to "OFF" when not being used.



[Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

[Step 6]

[Step 71

[Step 8]

3. Settings for the Performance Section

Press[MIDI Jto get the MIDI mode.

Press Numerical Key |Z] to specify “PF_SEC”.

QM SEC TIHH
T0M= 1

Performance Section 1 to 4

Select the Performance Section (1 to 4} which is to be set using{ -1/OFF |,[ +1/ON |

Press| PAGE |to get the parameter setting screen.

FEM SECTION 1+
¢ CH = OFF

Parameter Value

Select the parameter to be set by pressing | SELECT

$ RX CH (Receive Channel}

PARAMETER e | § INST (Instrument assigned to the section)
Z1/0FF  SELECT + 170N $ PARAM (Parameter to be changed by note
|L __” | numbers)
b $ CENTER (Center Note Number)
$ KEY FL (Keyboard Follower)

$ MODUL (Parameter to be changed by
v Modulation)

Set the parameters using | -1/OFF [, +1/ON |.

“$INST™ is specified using the Pad Keys.

* If you hold down [ SHIFT | while pressing [+1/ON | (or| -1/OFF ), you can select the next
higher (or lower) numbered instrument,
Hold down [SHIFT while pressing[SELECT | to listen to the selected instrument.

To set other parameters, repeat Steps 5 and 6.

Press| EXIT |to return to the Menu screen,
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4. Function Switches

4. Function Switches

How Function Switches
Work

148

Accept settings determining whether or not MIDI Channel Messages are
transmitted/received.

Individual settings can be made for: Note Off, Pan, Program Change, and
Exclusive.

Channel Message

Switch Note Off Switch
MIDI IN oo o >
Pan Switch

oo—
Pragram Change Switch

o

Note On

Y

A

>

Control Change (except for Pan)

Exclusive Switch

oo

* Sefttings for Funclion Switches relate to all Sectiens.

¥

@®Channel Message Switches
Accept settings determining whether Channel Messages (Note Messages,
Program Changes, Control Changes) are received/transmitted or not.

ONievrenrnes Channel Messages are received/transmitted
OFF:----c:- All Channel Messages are not received/transmitted regardless of the settings
for the Note Off, Pan, and Program Change Switches,

Ordinarily, they are set to “ON.”
@®Note Off Switch

Determines whether or not Note Off messages (or a note on Velocity of 0),
such as those produced when a key on a MIDI keyboard is released are

received.
10\ EREEREREER Starting at the moment a Note Off Is received, the instrument with the
corresponding Note Number is muted.
Level
“-
[ - .
4 T el
! i Time
Note On Note Off



4. Funciion Switches

OFF:-------- Even if Note Off is received, the instrument with the corresponding Note

Number continues sounding until it finishes.

Ordinarily it is set to “OFF” but if you wish to mute sounds having long decays,
set to “ON.”

* When using note data from an external MID) device to write in real-time, Note Off
cannot be used to gain a mute effect in a rhythm pattern.

®Pan Switch
Selects whether or not Pan data (Control number 10} is to be received from an
external MIDI device,

ONgrvrenrens When Pan is received, the pan orientation is put in effect for the instrument
(or all instruments when it is an Instrument Section) of the Section receiving
the messages, and remains that way until Pan is received again.

OFFzecreer-- Pan will not be received.

* When the Pan Switch is set to “ON”, ali other assignments for Pan made tor Control
Change Numbers (MODUL/CTRL 1 -8) become invalid. (p. 144,146)

®Program Change Switch
Selects whether or not Program Changes are received.

ON:-ovveennee Pattern and Feel Patch numbers are changed in accord with Program
Change numbers received on the Basic channel (Receive channel of the
Instrument Section),

Mode Receivable Range Operation

Changes to the Feel Patch that is one

number smaller than the receiving number.

Song Play Mode 1-8-128

#*"128" will cancel the assignment of the
Feel Patches.

Changes to the Rhythm Pattern that is
Pattern Play

1-100 one number smaller than the receiving
Mods
number.
OFF::--2vvx- No Program Changes are received.
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4. Function Switches

[Step 1]

[Step 2}

(Step 3]

[Step 4)

(Step 5]

[Step 6]

150

* Even with Program Change set to “ON", in modes other than Song Play and Pattern
Play, no Program Changes are received.

* If the Program Change Switch is set to “ON" at the time ot seng play, any Feel
Patches assigned to each rhythm pattern become invalid upen reception of Program
Changes.

From start of the song, until the time Program Changes are received, however, play
takes place using the Fe_el Patches assigned to each rhythm pattern.

@Exclusive Switch
Selects whether or not to receive MIDI Exclusive Messages.

ON:--omevien With play stopped, Exclusive Messages can be received at any time,
OFF:----- "+ -Exclusive Messages are not received.
To set the Function Switches, do as follows:

Press to get the MIDI mode.

Press Numerical Key to specify “FNC SW”,

FUMCTION SWITCH
$CH MESS  =#0H#
[

Value

Function Switch

Setect the Function Switch you wish to set by pressing| SELECT |.

—_—  PaRAMETER— | $CH MESS (Channel Message Switch)
- 1/0FF SELECT +§/ON % NOTE QFF (Note Off Switch)

| o, i || $PANPOT (Pan Switch)
b $ PROG CHG (Program Change Switch)

$ EXCLSY RX (Exclusive Switch)

Set ON or OFF using| -1/OFF [{ +1/ON |,

To set other Function Switches, repeat Steps 3 and 4.

Press| EXIT [to return to the Menu screen.



5. Data Transfer Using Exclusive

5. Data Transfer Using Exclusive

Through the use of MIDI Exclusive Messages, the data stored in the R-5 can be
transferred in bulk to another R-5, or any MIDI device capable of receiving
Exclusive Messages.

1. Transmission (Bulk Dump)

[Step 1)

[Step 2]

[Step 3]

Transmits the data stored in the R-5,

[Connections]
MIDE OUT MID! IN
R-5 MIDI Device
Transmitter Receiver

Set both the R-5's Basic channel (Instrument Section’s Receive channel) and the Basic
channel on the MIDI device at the receiving end to the same channe). (see p. 141)

From the MIDI meode’s Menu screen, press Numerical Key Eand specify “DUMP”,

Next screen
BULE DUMP BLULE LUMP
BALL BZED +| [ESETUF Bl FTH +

Press a Numerical Key,mto EI. to select the data to be transferred:

1: ALL -+ All data in the R-5 (SEQ and SETUP)

2: SEQ----- Rhythm patterns and Song data

3: SETUP - - -Instrument Assignments/Sound Parameters/Performance parameters/Feel
Patches/MIDI settings/Metronome settings/Sync mode settings.

4: 1 PTN - -- -The data in one rhythm pattern (programmable patterns only)

Once the type of data has been specified, the following display appears:

Solect:d Data Type

BLULE DUMP<HELL >
Fre=z= EHNTEE.
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5. Data Transfer Using Exclusive

[Step 4]

[Step 5)

When “1 PYN” has been selected, use| -1/OFF |} +1/ON [to select the number of the pattern
to be transferred.

Pattern Number

BULE DUMP<FAL
Fres=z EHTER.

Press| ENTER |

“Are you sure?” will be displayed.

* To cancel the procedure, press{ EXIT |

Press| ENTER |once again, and the data transfer begins.

When the transfer has completed, “Completed” is displayed.

@ Transfer of Sound Parameters

[Step 1]

[Step 2]

[Step 3]

(Step 4]

[Step 5]
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Exclusive Messages can be used to transfer the Sound Parameters of specific

instruments.

Set both the R-5’s Basic channel (Instrument Section’s Receive channel) and the Basic

- channel on the MIDI device at the receiving end to the same channel. (see p. 141)

From the Sound Edit mode’s Menu screen, press Numerical keymto specifly “EDIT™,

Press the Pad Key for the instrument having the Sound Parameters you wish to transfer.

When necessary, change Pad Banks by pressing| PAD BANK |

* If you hold down [SHIFT | while pressing[ +1/ON | (or [-IJOFF J), you can select the next
higher (or lower} numbered instrument.

Hold down | SHIFT |while pressing| SELECT | to listen to the selected instrument.

When | ENTER [is pressed, the currently set Sound Parameters will be transferred.

Pressi EXIT |to return to the Menu screen.



5. Data Transfer Using Exclusive

2. Reception
Exclusive Messages from another R-5, or an external MIDI device can be
received by the R-5.
[Connections]
MIDL OUT-[ l MID! IN
MID! Device R-5
Transmitter Receiver
[Step 1] Set‘ both the R-5’s Basic channel (Instrument Section’s Receive channel) and the Basic
channel on the MIDI device at the transmitting end to the same chanmel, (see p. 141}
[Step 21 Set the Exclusive Function Switch to “ON”. (see p. 150)

Whenever play is stopped on the R-5, it is continually ready for reception of
Exclusive Messages.

During reception of Exclusive Messages, the display will appear as shown
below:

BULE LORADR
el VinT. <.

r, ]

* Whenever rhythm pattern-use memory becomes full during reception of Exclusive
Messages, “Ptn mem fuli” is displayed and the reception is terminated.
in such cases, either reduce the volume of data being transferred, or clear unneeded
rhythm patterns, and then try the operation again.
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Getting the Most out of The R-5

In this chapter, a number of actual examples will be used in explaining applications you

may want to try with the R-5.

1. Connection with an external MIDI device ------ 156
'I‘he R_S becomes aMIDIdevice r- -+ reecnin ittt sntaesran 156
Using an external MIDI sound module to accompany play on the R-5 - - 157
Using a sequencer to organize the R-5’s performance data » - -+« - 158

2, Creation of Rhythm Patterns -----------.......... 162
Using open hi-hat for input of hi-hat -+ -+ --r ovvrrreeennaenn.. 162
Using Roll during input of hi-hat - <+ oo veviieniiiiiiia, 162
Inputting BT ey} I R L L R R I I S R N R I P ISP 162
Making a new rhythm pattern using the editing functions -+« -+« + -+ 162
Playing chords with one instrument -+ oveeevvei i 164

3. Creation of Songs .- 165
Fade-in and fade-out: « <« o ccrrrrmietrimreia ittt 165

4, Adding Effects - oo 166
Using REST fOrmutes - -« vvrrrrereemessentoneianissnannanns 166
Getting a stereo reverb for the snare -+« vv-vvvvvrevininnnn 167
Effects with the crash cymbal «+---vvevnviiiiiiiiin e 167

5 FeelPatches - - oo 168
Changing at random the hitting position for the ride cymbal < + -+« -+ 168
Creating a Feel Patch fora 16 beathi-hat «+» -+« v vvvvennvocoann, 168
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1.Cennection with an external MID] devic

1.Connection with an external MIDI device

The R-5 becomes a MIDI sound module

The R-5 can be controlled by means of external sequencers, MIDI keyboards,
MIDI drum pads, and the like.
Connect up as shown below:

MIDI OUT I ¢ MIDI IN

MID! Device R-5

@To use the R-5 as a rhythm module

Using the Instrument Section, the R-5 can be played by an external MIDI

device.
[Step 1] Set the Channel Message Switch to “ON” (p. 148).
[Step 2] Match the Transmit channel on the external MIDI device with the Receive channel for the

Instrument Section (p. 141)
(Step 3] When necessary, change the instrument’s Note Number (p. 143).
[Step 4] When you play the external MIDI device, the R-5 is played.

If you are set to Real-time Write, everything played can be input to a rhythm
pattern.

Control Changes sent from an external MIDI device can be used to change the
timbre of instruments {p.144). At such times, the timbre produced by the R-5
corresponds to the most recently received Control Change Message. Therefore,
in cases where you want to make timbre changes for each note, each time you
need to have a Control Change sent immediately before each Note Message.

@Using the R-5 as a sound module with a MIDI keyboard

If you assign a bass or agogo sound to the R-5’s Performance Section, a melody
can be played using a MIDI keyboard.

{Step 1] Set the Channel Message Switch to “ON” (p. 148).
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[Step 2]

[Step 3]

[Step 4]

1.Connection with an external MIDI devic

Match the Transmit channel on the external MIDI device with the Receive channel for the
Performance Section (p. 146)

[1] Assign the Instrument to be used at “INST” in the Performance Section.
121 Set “PARAM? at PITCH, and “KEY FL” at 100.
Any other parameters should be set as needed. (p. 146)

When the MIDI keyboard is played, the R-5 will play.

If you are set to Real-time Write, everything played on the MIDi keyboard can
be input to a rhythm pattern.

Using an external MIDI sound module to accompany play on the R-5

Creation of performance

data

Settings at the time of

performance

[Step 1]

[Step 2]

[Step 3]

[Step 4]

A MIDI sound module can be played along with the R-5. For example, part of
a rhythm pattern created on the R-5, such as a snare pattern, can be played using
a sampler’s sound,

The performance data is created using the procedures ordinarily used for Pattern
and Song Writing. For sounds to be played by the external module, input
should be made using instrument number 68 (REST), or an instrument that
won't be used onboard. When you are going to use multiple sound modules, or
multiple sounds in a module, use an equivalent number of separate instruments
for input.

Connections are made as follows:

MID! QUT | ¢ MIDI IN

R-5 MIDI Sound Module

Match the transmit channel (p. 142) for the instrument input for use by the module with
the Receive channel on the external sound module.

Match the Note Number of the instrument input for use by the module, and t.he sound on
the external module you wish to have played. (p. 143)

Set the R-5 Channel Message Switch (p. 148) to “ON”,

Set the level of the instrument input in the pattern to be used by the external module to “0”.
This way, unneeded sounds will not be output from Stereo Qut (p.106).

* it you have used REST for input, the above will not be necessary.
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1.Connection with an external MIDI devic

{Step 5) When you now start play on the R-5, the external sound meodule will play in accord with the
pattern input.

* Should you be using a sampler or synthesizer, certain portions may not play, or scme
sounds might be broken off.

Using a sequencer to organize the R-5’s performance data

It may be convenient for you to use a sequencer’s disks for storing, along with
synthesizer or sampler data, the performance data for the R-5. This can be done
after it has been bulk dumped to the sequencer.

If your sequencer is equipped with a function for handling data in bulk, you can
transfer the R-5’s data to the sequencer using the procedure explained on page
151, “5. Data Transfer Using Exclusive”.

* Depending on the sequencer, the operations explained in this manual may not
proceed in the same way. Refer to the manual for your sequencer for further

information.

Make connections as shown below:

MIDI IN MIDI QUT
i3 MIDI QUT { MIDI IN
R-& Sequencer

@ When the sequencer cannot handle bulk data

Recording Bulk Dump The following transfers the R-5’s performance data to the sequencer.
data

{Step 1] Set the R-5’s Sync mode to “MIDI” {p, 134).
[Step 2] Make settings so that Real-time Messages are not output from the sequencer.

* In cases where the sequencer used does not permit the setting in Step 2, disconnect the
connectors at MIDI OUT on the sequencer, and MIDI IN on the R-5,

{Step 31 Set the sequencer so that it is ready to record.
Also make sure that it is set so that any other performance data that has been recorded in
the sequencer will not be played back,
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[Step 4]

[Step 5]

Load and play of
performance data

[Step 1]

[Step 2]

[Step 31

[Step 4]

[Step 5]

[Step 6]

1.Connection with an extenal MIDI1 devic

Perform the Bulk Dump, using “ALL" (p. 151).

Once “Completed” has appeared in the display, stop the sequencer.

After the data in the sequencer memory has been loaded, it can be played on the
R-5 while synchronized with the sequencer.

Have the Song Play screen showing on the R-5.

Set the sequencer so that no Real-time Messages are output.

* When the sequencer does not permit the setting in Step 2, set the Sync mode on the R-5
to “INTERNAL?” (p. 134).

Set the Exclusive Switch on the R-5 to “ON” (p. 150).

Play the song or track on the sequencer, for which the bulk data dump was done, and load
the performance data to the R-5.

The Sync mode of the R-5 will automatically tum to “MIDI",
Set so Real-time Messages can be output from the sequencer,

When the song or track on the sequencer, in which is contained the performance data for

use by an external MIDI sound module, is played, the R-5 will start play in sync with it.
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|.Connection with an extemnal MIDI devic

@Recording into a sequencer in real-time the performance data of the R-5.

Recording setup data

[Step 1]

[Step 2]

{Step 3]

[Step 4]

[Step 5]

The MIDI data transmitted by the R-5 during play can be recorded in reai-time
to a sequencer, and that performance data can then be organized and stored by
the sequencer. The advantage to this is that unlike a Bulk Dump, the data can
afterwards be edited on the sequencer. In addition, if you use Control Changes,
the sound changes during performance can also be recorded.

{n order to get a faithful reproduction of the original performance, record the
setup data (Sound Parameters, Note Numbers, and settings for Control Change)
onto the sequencer as well, by doing a Bulk Dump of the “SETUP”.

Set the R-5’s Sync mode (p. 134) to “INTERNAL”, and the Channel Message Switch (p.
148) to “ON”,

Set the Note Numbers for all instruments used in the song to be recorded. (p. 143) Each

instrument should be set to a different number.

Set the Transmit channels for all instruments used in the song to be recorded (p. 142} so

that they match the Receive channel of the Instrument Section. (p. 141)

When you wish te record as well the sound changes of the Sequence Parameters, make

setting for the Instrument Section’s Control Change. (p. 144}

Using the same procedure as in [Recording Bulk Dump data], page 158, the Bulk Dump
data is recorded. For the data to be transferred, specify “SETUP”.

When you already have sampler- or synthesizer-use data recorded in the
sequencer, record the setup data as follows:

[i] In order to record the setup data, you need to Insert a number of measures that have
no performance data at the beginning of each track.
It takes about 5 seconds to transfer the setup data. You should allow some leeway in

terms of time when choosing the number of measures to insert.

[2] Record the setup data inte the beginning portion of the tracks in which the R-5’s

performance data is to be recorded.



1.Connection with an extemnal MIDI devic

Recording performance
data
[Step 1] Set the R-5"s Sync mode to “INTERNAL”, and the sequencer to “MIDI™. (p. 134)

[Step 21 Have the sequencer readied so that it will start recording from the measure coming after

those where the setup data has been stored.

{Step 3] On the R-5 select the song to be recorded. Then, hold down | SHIFT | while pressing
START/STOP |, and the performance data can be recorded onto the sequencer.

Play using a sequencer

[Step 1] Set the R-5"s Sync mode to “INTERNAL”; and the sequencer should also be set to an
internal mode. (p. 134)

[Step 2] Set the Exclusive Switch on the R-S to “ON” (see p.150)

[Step 3] When the sequencer is started, and the setup data is loaded, the MIDI data from the
sequencer starts piay of the R-5.
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2. Creation of Rhythm Patterns

2. Creation of Rhythm Patterns

Using open hi-hat for input of hi-hat

Instead of the closed hi-hat, the open hi-hat can be used first for input to express
sounds such as a half-open hi-hat. After input to the rhythm pattern has been
made, the Decay of each note can then be edited using the Sequence Parameters
{see p. 58) to reach a precise range of expression covering various hi-hat
playing techniques.

Using Roll during input of hi-hat

When using Real-time Write, and inputting hi-hat for a 16 time signature
thythm, rather than hitting the Pad Key 16 times, you can do it more easily by
using Roll.

After matching both the Interval for Roll and the setting for Quantize, hold
down[ROLL] while pressing the hi-hat Pad Key. You can adjust the strength of
the accent by changing the pressure you use in pressing the Pad Key.

Inputting accents

How accents are handled often is the key to making rhythm patterns that are full
of expressive energy. What is first obvious in creating accents is to hit the Pad
Key harder on certain time signatures during input. But you might try going
further, and at the timing of the accents, raise the Pitch by 10 to 20 cents. The
performance should then sound more realistic.

Making a new rhythm pattern using the editing functions

Through combined use of the rhythm pattern editing functions, a new rhythm
pattern can be created based on one made previously, or on one of the Preset
Patterns.

Here explained are the methods used in creating one rhythm pattern after taking

a pattern each, the Kick, snare, and hi-hat, from the three example patterns
shown below.
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{Step 1]

[Step 2]

[Step 3]

[Step 4]

[Step 5]

[Step 6]

2. Creation of Rhythm Pauerns

Rhythm Pattern A

kb bbb i)

i
1

s
o

[ 3 [
LY [ J LY 5 A [
T 1 & 1 & (7
Hihat
Rhythm Pattern B

JA_J( ‘J( )El K . Rhythm Pattern E

Snara

:T g r 3 \)Lﬂ: L bl el
T ¢

Rhythm Pattern C

7@;@ v [

Kick

i

Use Pattern Copy to copy portions of the 2nd measure In rhythm pattern A to rhythm
pattern D (using an empty pattern number), (p. 54)

Use Pattern Extract to extract the hi-hat pattern from rhythm pattern D to rhythm pattern
E. (p. 50) '

Use Pattern Extract to extract the snare pattern in rhythm pattern B to rhythm pattern D.

Using Pattern Merge, the snare pattern extracted to rhythm pattern D is merged into
rhythm pattern E, {(p. 52}

Extract the kick pattern in rhythm pattern C to rhythem pattern D.

The kick pattern extracted to D is then merged into rhythm pattern E, using Pattern
Merge.

The desired rhythm pattern has thus been created in rhythm pattern E,
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2. Creation of Rhythim Patterns

Playing chords with one instrument

[Step 1]

[Step 2]

{Step 31

By employing Copy Instruments, instruments such as agogo, that are pitched,
can be played in chords,

Starting with a desired instrument, register as Copy Instruments enough copies of the
instrument to fulfill the number of sounds needed for the chords. (p. 100)

The Copy instruments that have been registered are assigned to the Pad Keys. (p. 88).
Then their pitch Is adjusted by editing the Performance Parameters (p. 102). Also, the
Assign Type should be set to “POLY". (p. 96)

Using Pattern Write the instruments, for which pitch has been set, are input in order to

form chords.

There are only two sticks
In vsing a drum machine it is often easy to forget that a live drummer only uses two sticks. Thus, other

than the kick drum and pedaled hi-hat, there are only two sounds that would be played simultaneously.
So, for example, when a 16 beat rhythm is being played with both hands on the hi-hat, and a snare is
played along with it, in order to get a more natural sounding performance, the hi-hat should not be

input at the same timing as the snare.
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3, Creation of Songs

3. Creation of Songs

Fade-in and fade-out

Through use of a combination of Repeat (p.70) and Level Change (p.72} with
song data, fade-in and fade-out can be obtained.

@®Fade-in Input data as shown below at the beginning of the song, and set the Initial Level
to 0 (p.79).
Leval
et | range | b Patm | Repes
3 | *s 2t =

The rhythm pattern enclosed by Repeats will repeat while gradually increasing

in volume.
@Fade-out At the end of the song, input the data as shown below:
Lavel
Repeat Rhyer\r:dir!:;;tern Change Repeat
K =5 |3 xs

The rhythm pattern enclosed by Repeats will repeat while gradually reducing in
volume.
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4, Adding Effects

4. Adding Eﬂects

Using REST for mutes

Since the instrument called REST (Instrument #68) has no sound data, when it
is assigned to a Pad Key nothing will be heard there. Using this feature, you
can create rhythm patterns employing a choke technique, or gated drums.

@Muting the decay of the cymbal

@ Gated drum
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Set the Assign Type (p. 96) of the cymbal and REST to the saime EXC number, Then if
yOu press after the cymbal plays, you can mute the cymbai’s decay.

Crash Cymbal (EXC8)

Level / ,. REST (EXC8)
4
beer N
e S

Such effects obtained by using REST to mute sounds can be written into a
thythm pattern, and can be used in performance to provide a mute at a timing
that corresponds to a certain tempo.

In such cases, if you repeatedly play the cymbal, each time it is played the
previous sound will be muted. Therefore, you should make a Copy Instrument
of the cymbal with Assign Type at POLY beforehand, and then use the two
types of cymbal as needed.

If you set the Assign Type of the RVB_S snare (instrument #18) and REST to
the same EXC number, and then press REST after the snare has played, you can
get the same effect as you would if the reverb on the snare were gated.



4, Adding Effects

Getting a stereo reverb for the snare

The “RVB_S” snare (Instrument#18) contains a large amount of reverb. Thus,
as shown below, sounds having little velocity can be shifted at short intervals to
left and right, using Scope Steps units (Scope Steps 2 and 3) to obtain a stereo
effect.

=851 FlL= 127 +
ee¥-——— CRUB.S
® L L

$VL 127 60 60
$PT 0 ~4000-4000
$PN C R3 L3

As shown, when the Pitch of Scope Steps 2 and 3 is lowered, the reverb
becomes more like a reverb. In addition to pitch, if you edit Decay or Nuance
the reverbed sounds can be adjusted.

Settings for the timing sounds play and the Sequence Parameters can be carried
out using the Scope function in Step Write. (p. 62)

* Set the Assign Type for “RVB_S" at “POLY" (p.96).

Effects with the crash cymbal

If you set the Roll Resolution to “HIGH” (p. 34) and then after using Roll to
input the crash cymbal, you make continuous changes in the Pitch of the
Sequence Parameters, from -4800 to +4800, you can obtain special effects. The
Pitch is set using the Sequence Parameters Real-time Editing, and is done using
the VALUE slider. (p. 60)
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5. Peel Patches

5. Feel Patches
Changing at random the hitting position for the ride cymbal

[Step 1]

[Step 2]

(Step 3]

[Step 4]

[Step 5]

If you change the Nuance of the ride cymbal with the Feel Patch’s Random
Factor, you can express subtle differences in the striking position, and the
resulting natural changes in the timbre,

Using the Instrument Select setting for the Patch, select the ride cymbal. (p. 111)

Set the Random Factor Switch for Nuance to “ON” (p. 111).

Set the Probability and Random Depth for Nuance at appropriate values. (p. 113)

Using the Instrument Switch for Nuance, set the ride cymbal at “ON” (p. k12).

Assign (p. 118) the set Feel Patch to the rhythm pattern that uses the ride cymbal, and the
timbre of the ride cymbal will vary subtly with each note.

Creating a Feel patch for a 16 time signature hi-hat
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Here we introduce one example of creating a Feel Patch for a 16 time signature
hi-hat. Set the Groove as follows using Groove Select.

>

Groove Type: 4
Groove Step: 1716

R L RL

Using Groove, you can simulate a performance on hi-hat by a right-handed
drummer, playing alternately with both hands.

1  For the place getting an accent, the Velacity is set to +99, and the Pitch is raised by +1
to +2 (10 to 20 cents). For the remaining three times, the Velocity is set lower, For the
times the right hand is used though, values should be set higher, but not as high as the

accents,

2 The Decay at places other than accents shouid be at about -1 to -2. To try for more
reafism, it might be better to have -1 for the right hand, and -2 for the left.

3 The Nuance should be set negatively for the accents (ntearer to edge), and for the left
hand, a positive value is good (near the cup). The performance will be more natural if

you don’t go to extremes.



5. Feel Patches

Reference

169



1. Ervor Messages

1. Error Messages

Whenever certain problems occur during operation, an error message will be
displayed. In such cases look for the item among the error messages below, and

follow the explained course of action.

Hboried.
@Displayed whenever operation has been stopped partway through, or an operation cannot

be completed.

Pt mem full!l
@No more rhythm patterns can be stored. {Press| EXIT [to return to the original screen.)

= If you wish to continue with pattern writing, first clear unneeded rhythm patterns. (a

total of 2,600 notes can be used for 100 programmable patterns)
== Should this messages be displayed during reception of Exclusive Messages, you will need
to either reduce the volume of data being transferred, or clear unneeded rhythm

patterns.

Mo ares.

@There is not enough memory to perform the editing of the rhythm pattern.

= Erase unneeded rhythms patterns first, then try again.

Eard owverftlow,

@®The number of measures for the pattern would exceed 99 as a result of Pattern Append.

<r Change settings so that the number of measures will be less than 99.

Empty Fatiern.
@There is no data in the rhythm pattern that is to be the originai, with Pattern Copy or

Pattern Merge.

= Change the rhythm pattern becoming the original.
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1. Ervor Messages

Memor= full.

@No more songs can be stored,

< If you wish to continue Song Writing or Editing, erase unneeded songs.

Emptia zornd.

@There is no data in the song targeted for Search Label, Part Delete, Part Copy, ete.

o Use such functions only with songs having performance data.

Fart owerlar.

@ With Part Copy, the specified range of Parts and their destination will overlap.

«r Reset settings so they are correct.

Mo part.

@There is no performance data in the Part specified for Part Copy or Part Delete,

e Reset settings so they are correct,

Fartd overtlow.

@If the Part Insert or Part Copy is carried out, the number of Parts in the song will exceed
999.

= Redo settings so that the number of Parts will be less than 999.

Werifa @rror !

@The R-5 data has not been correctly saved onto tape. (Press | EXIT |to retum to the
original screen.)

o Try the operation again after changing the level for playback. If again the error
message appears, the Save procedure should be performed again.
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1. Error Messages

Load srror

@The data recorded on tape could not be loaded correctly. (Press | EXIT |to return to the

original screen.)

= Try loading again after changing the level for playback.

Check =zum erropr!

@The Exclusive Messages could not be received correctly. (Press [ EXIT |to return to the

original screen.)

= Try doing the operation over again.

MIDI buf fulll

@An amount of MIDI data in excess of what could be processed was received (or
transmitted) at one time. (Press|{ EXIT [to return to the original screen.)

=r if displayed during reception, reduce the amount of MIDI data on the transmitting end.
or To avoid recelving unnecessary MIDI data, change the settings for the Function

Switches.

MIDI Errort

@MIDI data is not being received correctly. (Press| EXIT to return to the original screen.)

=r Check connections made with the external MIDI device (the device connected to the

R-5"s MIDI IN),
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2. Troubleshooting

2. Troubleshooting

[Instruments]

No sound produced

The level is set to 0.
er Set level to an appropriate vatue, (p. 106)

Qutput Assignment is set to “MULTI 1 - 47,
= When the Multi Output jacks are specified, no sound is output from the Stereo Qutput
Jjacks, (p.96)

REST is assigned to a Pad Key.
o There is no sound data in instrument ¥68, REST. (p. 166)

Sound is too low

The level setting is low.
o= Raise the level to an appropriate value. (p. 106}

The top of the Pad Keys are being pressed.
er The Pad Keys should be pressed nearer to the bottom.

The Sensitivity Curve setting is inappropriate.
& Change the Sensitivity Curve. (p. 97)

Sound is strange

The Sound Parameter settings are inappropriate.
== Change the Sound Parameters (p. 94), or initialize the Sound Parameters. (p. 125)

The Performance Parameter settings are inappropriate.

wr Change the Performance Parameters (p. 102), or clear the Performance Parameters. (p.
126)

Sound volume does not change when the strength the Pad Keys are hit is
changed.

The Sensitivity Curve in the Sound Parameters is set to 7 or 8.
= Change the Sensitivity Curve. (p. 97)
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2. Troubleshooting

[Rhythm Patterns]

174

Sound does not change even though the Sound or Performance Parameters
are changed.

= When the total value of the settings for the Sound Parameters and Performance
Parameters combined exceeds the allowable range, no change can be obtained with
higher values. Also, even though values are within the allowable range, with certain
types of instruments or parameters no change can be obtained.

After using Output Assignment in the Sound Parameters to change pan,
there is still no change in the orientation.

When Pan has been set for the Performance Parameters or Sequence parameters,
the settings for the Sound Parameters are ignored.

= Set Pan using the Sequence Parameters (p. 58) for play of a rhythm pattern, and using
the Performance Parameters (p. 102) when tapping the Pad Keys to play.

The same instrument sounds no matter which Pad Key is pressed.

It has been set to Multi Assign.
=r Press{ MULTI |to release Multi-Assign.

Pad Banks cannot be changed.

It has been set to Multi Assign.

= Press| MULTI [to release Multi-Assign,

Play doesn’t start when is pressed.

The Sync mode is set to either “TAPE” or “MIDI",
= Set the Sync mode to “INTERNAL”. {p. 134}

The sound of an instrument in a previously created rhythm pattern has
changed.

The Sound Parameters have been changed.
=r When changes are made in the Sound Parameters it affects the instruments in all other
rhythm patterns.



2. Troubleshooting

The Swing effect is not obtained.

Swing Delay is set to 0.
o Set Swing Delay to an appropriate value. (p. 56)

The setting for Swing Point is inappropriate.
o Reset the Swing Point. (p. 56)

The unit is set to the Real-time Write or Step Write modes.
o The Swing effect cannot be obtained while writing patterns.

Real-time Write cannot be performed.

You have the Real-time Edit screen.
= Press| PAGE |to get the Real-time Write sereen.

[Feel Patches] No change in sound when Fee! Patch is assigned.

The Groove and Random Factor Switches are set to “OFF”,
or Set the Groove and Random Factor Switches to “ON”. (p. 111)

The instrument selected with Instrument Select is not used in the rhythm
patiern.
= Make change in Instrument Select. (p. 111)

The Instrument Switch is at “OFF”,
or Set the Instrument Switch to “ON”. (p. 112}

The unit is set to the Real-time Write or Step Write modes.
=r The effect of a Feel Patch cannot be obtained while writing patterns.

In the Song Play mode, the Program Change Switch (Function Switch) is at

“ON”,
er Set the Program Change Switch to “OFF™, (p. 149)

Even when the Instrument Switch is set to “OFF”, the corresponding
instrument’s sound still changes.

= Check to make sure that you have not specified the same instrument a number of times
using Instrument Select. (p.111)
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2. Troubleshooting

[Songs] Play doesn’t start when is pressed.

There is no data in the song currently selected.
= Select a song containing data, or perform Song Write.

The Initial Level is set to 0.
= Increase Initiai Level to an appropriate value. (p. 79}

The Sync mode is set to either “TAPE” or “MiDI”.
 Set the Sync mode to “INTERNAL”. (p. 134)

When a song finishes, another one starts playing automatically.

Setting has been made for Song Chain.
= Remove the Song Chain. (p. 77)

When play of a song is started, the tempo changes.

A setting for Initial Tempo has been made for the song.
e Set Initial Tempo to “OFF”. (p. 7%

When play of a song is started, the level changes.

A setting for Initial Level has been made for the song.
= Change the setting for Initial Level, (p. 7%

[MIDi] {When the R-5 is the slave)
No sound is produced.

The MIDI channels do not match.
= Set the channels so they match, (p. 141,146)

Note Numbers for instruments have not been set properly.
=r Change the Note Numbers. (p. 143}

The Channel Message Switch is set to “OFF™.
== Set the Channel Message Switch to “ON”, (p. 148)
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2. Troubleshooting

No sound is produced by the Performance Section.

The Receive channel of the Performance Section is set to the same channel as

the Instrument Section.

o> Set different numbers for the Receive channel of the Performance Section and the
Instrument Section. {p. 141,146)

Only one instrument can be sounded.

The MIDI data is being received on the Receive channel for the Performance
Section.
r Set to the Instrument Section’s Receive channel. (p. 141}

Sounds mute partway through.

The Note Off Switch is set to “ON”.
1 Set the Note OfF Switch to “OFF”, (p. 141)

The orientation does not change.

The Pan Switch is set to “OFF”.

=r Set the Pan Switch to “ON”. (p. 149)
When the Pan Switch is set to “ON”, any Pan assigned to other Contrel Changes is
disabled.

‘While using a sequencer’s performance data to play the R-5, an R-5 song
starts together with it.

The Sync mode is set to MIDI”.
=r Set the Sync mode to “INTERNAL”. (p. 134)

Exclusive Messages are not received.
The Basic channels do not match.
= Set the Basic channels so they match, On the R-5, the Basic channel is the Instrument

Section’s Receive channel. (p. 141)

The Exclusive Switch is set to “OFF”.
o Set the Exclusive Switch to “ON”. (p.-150)
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2. Troubleshooling

[Others]

178

{(When the R-§ is the master)
No sounds play.

The MIDI channels do not match.
o Match the MIDI channels. (p. 142)

Note Numbers for instruments have not been set properly.
=r Change the Note Numbers. (p. 143}

The Channel Message switch is set to “OFF”,
= Set the Channel Message switch to “ON™, (p. 148)

The metronome does not sound.

The metronome level is set to 0.
= Raise the level of the metronome. {p. 33)

The metronome mode is set to “OFF”.

=r Set the mode to “REC ON”. {p, 33)

The Output for the metronome is set to Multi Output.
= Set the Output to Stereo Output. (p. 33)

The metronome stops partway through.

The Metronome Mode is set to “EMPTY”.

=r Set the mode to “REC ON". (p. 33)

The flamn effect is not obtained.

The Flam Interval is set to 0.
= Set the Flam Interval to an appropriate value, (p. 34)

The setting for Flam Ratio is inappropriate.
= Change the Flam Ratlo. (p. 34)
Roll cannot be used in play.

The Sync mode is set to either “MIDI” or “TAPE”.
=r Set the Sync mode to “INTERNAL”, (p. 134)



3. Blank Chart

[Sound Parameters and Note Numbers]

3. Blank Chart

INST # INSTRUMENT NAME PITCH DECAY  |NUANCE i‘;;:’é‘: A:jEEN SEP;?J;C,;TY NOTE #
1 DRY KICK 1
2 DRY KICK 2
3 WOOD KICK
4 DOUBLE HEAD KICK 1
5 DOUBLE HEAD KICK 2
6 SOLID KICK
7 ROOM AMBIENT KICK 1
8 ROOM AMBIENT KICK 2
9 MONDO KICK
10 ELECTRONIC KICK
1 WOOD SNARE
12 OPEN SNARE
13 TIGHT SNARE
14 FAT SNARE
18 IMPACT SNARE
16 JAZZ SNARE
17 OUCH | SNARE
18 REVERB SNARE
19 RiM SHOT SNARE 1
20 RIM SHOT SNARE 2
21 RiM SHOT SNARE 3
22 ELECTRONIC SNARE
23 BRUSH HIT SNARE
24 BRUSH ROLL SNARE
25 SIDE STICK
26 DRY TOM 1
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3. Blank Chart

TPUT | ASSIGN | SENSITIVITY

INST # INSTRUMENT NAME PITCH DECAY  |NUANCE c:'é& :N TSY o SE Cﬁ'RVE NOTE #

27 | DRY TOM 2

28 | DRY TOM 3

29 | ROOM AMBIENT TOM 1

30 | ROOM AMBIENT TOM 2

3 ROOM AMBIENT TOM 3

32 | ELECTRONIC TOM 1

33 | ELECTRONIC TOM 2

34 | ELECTRONIC TOM 3

35 | JAZZ TOM 1

36 | JAZZ TOM 2

37 | JAZZ TOM 3

38 | FX TOM

39 | CLOSED HI-HAT

40 | OPEN HI-HAT

41 PEDAL CLOSED HIHAT

42 | CRASH CYMBAL

43 | MALLET CRASH CYMBAL

44 | RIDE CYMBAL

45 | RIDE BELL CYMBAL

48 | RIDE CYMBAL BELL

47 | 808 HAND CLAP

48 | TIMBALE

49 | CLAVES

S0 | CABASA

51 | COWBELL

52 | TAMBOURINE
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3. Blank Chart

INST # INSTRUMENT NAME PITCH DECAY  |NUANCE ?AUSTS[;;JJ A:s:iN SE[;?J;CIEITY NOTE #
53 SHAKER
54 MUTE HIGH CONGA
55 SLAP HIGH CONGA
56 OPEN LOW CONGA
57 AGOGO
58 WHISTLE
59 BONGO
60 CAN
61 SURDO
62 BLAST
63 BACK SNARE
64 BACK CYMBAL
65 FINGER BASS
66 SLAP BASS
67 ACOUSTIC BASS
68 REST
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3. Blank Chant

COPY
INST #

SOURCE INSTRUMENT

INST # NAME

PITCH

DECAY

NUANCE

QUTPUT
ASSIGN

ASSIGN
TYPE

SENSITIVITY
CURVE

NOTE #

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26
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[Instrument Assignment and Performance Parameters]

Instrument Assign

1

2

PAD BANK:
3

3. Blank Chart

10

11

12

13

14

15

16

Performance Parameter

Pad Key #

Pitch

Decay

Nuance

Pan

1

2

3

10

11

12

13

14

15

16
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3. Blank Chart

[Song Data]

Part #

Data

Part #

Data

Part #

Data

Part #

Data
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4. Instrument List

4. Instrument List

INST # DISPLAY INSTRUMENT NAME COMMENT
* 1 DRY__K1 DRY KICK 1 Close miking sound
%2 | DRY_K2 DRY KICK 2 Close miking sound
%3 | WOOD_K WOOD KICK Close miking sound
*4 | DBL_K1 DOUBLE HEAD KICK 1
*5 | DBL_X2 DOUBLE HEAD KICK 2
* 8 | SCLID SOLID KICK
%7 | ROOMKI1 ROOM AMBIENT KICK 1 | With large room ambience
*8 | ROOMK2 ROOM AMBIENT KICK 2 | With large room ambience
*9 | MONDO MONDQ KICK
* 10 [ ELE_K ELECTRONIC KICK
* 11 WOOD_S WOOD SNARE Close miking sound (8 inch snare)
* 12 | OPEN_S OPEN SNARE Close miking sound
*13 | TIGHT TIGHT SNARE Close miking sound (5 inch snare)
*14 | FAT_S FAT SNARE
*15 | IMPC_S IMPACT SNARE With ambience
*16 | JAZZ_S JAZZ SNARE
*17 | OUCH_S OUCH ! SNARE With Reverb effect
*18 | RVB_S REVERB SNARE With Reverb effect
* 19 | RiM_S1 RIM SHOT SNARE 1 Close miking sound
* 20 [ RIM_S2 RIM SHOT SNARE 2 With ambience
# 21 RIM__S3 RIM SHOT SNARE 3
%22 | ELE_S ELECTRONIC SNARE
%23 .| BR_HIT BRUSH HIT SNARE
24 | BR_ROL BRUSH ROLL SNARE
25 | SIDSTK SIDE STICK
*26 | DRY__T1 DRY TOM 1 Close miking sound
* 27 | DRY_T2 ORY TOM 2 Close miking sound
* 28 | DRY_T3 DRY TOM 3 Close miking sound
*29 | ROOMT1 ROOM AMBIENT TOM 1 { With large room ambience
#* 30 | ROOMT2 ROOM AMBIENT TOM 2 | With large room ambience
* 31 | ROOMT3 ROOM AMBIENT TOM 3 | With large room ambience
*32 | ELE_T1 ELECTRONIC TOM 1
* 33 | ELE_T2 ELECTRONIC TOM 2
* 34 | ELE_T3 ELECTRONIC TOM 3
*35 | JAZZT1 JAZZ TOM 1
* 38 | JAZZTZ2 JAZZ TOM 2
#*37 | JAZZT3 JAZZ TOM 3
*38 | FX_T FX TOM
* %38 | CLSD_H CLOSED HI-HAT
*% 40 | OPEN_H OPEN HI-HAT
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4. Instrument List

INST # DISPLAY INSTRUMENT NAME COMMENT
41 PDAL__H PEDAL CLOSED HIHAT
42 | CRSH_C CRASH CYMBAL
“Hexd3 | MLLT__C MALLET CRASH CYMBAL | Can be used for rolling with mallet
*%44 | RIDE_C RIDE CYMBAL
%45 | RDBL_C RIDE BELL CYMBAL
46 | BELL_C RIDE CYMBAL BELL
47 | 8CBCLP 808 HAND CLAP Handclap of the TR-808
48 | TIMBAL TIMBALE
49 | CLAVES CLAVES
50 | CABASA CABASA
51 | COWBEL COWBELL
52 { TAMBRN TAMBOURINE
53 | SHAKER SHAKER
54 | MUT_CG MUTE HIGH CONGA
656 | SLP_CG SLAP HIGH CONGA
56 | OPN_CG OPEN LOW CONGA
57 | AGOGO AGOGO
58 | WHISTL WHISTLE
59 1 BONGO BONGO
%k 60 | CAN CAN
* 61 | SURDO SURDOC
*% 62 | BLAST BLAST
*% B3 | BACK_S BACK SNARE Reverse of RVB_S (INST # 18)
64 | BACK_C BACK CYMBAL Reverse of CRSH_S (INST # 42)
* 65 | FING_B FINGER BASS
* 66 | SLAP_B SLAP BASS
* 87 | ACO_B ACOUSTIC BASS
68 | REST REST No sound (for mute or chokae)
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4. Instrument List

[Copy Instruments: Default Settings}

COPY INST # SOURCE INSTRUMENT COMMENT
INST # NAME
*1 28 DRY TOM 3
* 2 k]l ROOM AMBIENT TOM 3
*3 34 ELECTRONIC TOM 3
*4 37 JAZZ TOM 3
*5 38 FX TOM
* 6 38 FX TOM
* k7 39 CLOSED HI-HAT Harder than CLOSED HI-HAT
* & 8 39 CLOSED HHHAT Similar to CLOSED HI-HAT, but hit at a position Closer to the edge
*%9 40 OPEN HI-HAT Can be used as halfopen
* %k 10 40 OPEN HI-HAT Open sound similar to bell
11 42 CRASH CYMBAL
12 42 CRASH CYMBAL Muted with a hand immediately after hit
13 42 CRASH CYMBAL Splash Cymbal
14 47 808 HAND CLAP
15 48 TIMBALE
16 50 CABASA
17 51 COWBELL
18 56 OPEN LOW CONGA
19 57 AGOGO
20 59 BONGO
* 3% 21 40 OPEN HI-HAT
22 58 WHISTLE
23 49 CLAVES Wood Block
24 47 808 HAND CLAP Gun Shot
25 53 SHAKER
* 26 66 SLAP BASS
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5. Preset Pattemns

5. Preset Patterns

PATTERN # dlSPLAY PATTERN NAME COMMENT
0o 8BEATI1 8BEAT1 Rhythm Pattern with no accent
01 8BEATZ2 BBEAT2 Rhythm Pattern with no accent
02 BBEAT3 BBEAT3
03 BBEAT4 BBEAT4
04 16BEAT1 16BEAT1 Rhythm Pattern with no accent
05 16BEAT2 16BEAT2 Rhythm Pattern with no accent
06 DISCO1 DISCO1
07 Discoz DISCO2
Q8 SLOWROCK SLOW ROCK Appropriate tempo is about J =88
08 SHUFFLE1 SHUFFLE] Rhythm Pattern with no accent
10 SHUFFLE2 SHUFFLEZ Rhythm Pattern with no accent
11 FUNKY1 FUNKY1
12 FUNKY2 FUNKY2
13 FUNKY3 FUNKY3
14 OLDIEST QOLDIEST Appropriate tempo is about J =90
15 OLDIES2 OLDIES2 Appropriste tempe is about J =180
16 OLDIES3 OLDIES3
17 METAL1 METAL1
18 METALZ2 METAL2
19 SWING1 SWING1 Rhythm Pattern with ne accent
20 SWING2 SWING2
21 SWING3 SWING3
22 BOSANOVA BOSSA NOVA
23 MAMBO MAMBO
24 MERENGUE MERENGUE
25 RHUMBA RHUMBA
26 BEGUINE BEGUINE
27 SAMBA SAMBA
28 SALSA SALSA
29 TANGO TANGO
30 REGGAE REGGAE
3 COUNT COUNT
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6. Pad Banks: Default Settings

6. Pad Banks: Default Settings

Pad Bank A ) =INST#

2 79 (46) (44)

CRASH CYMBAL COPY11 RIDE CYMBAL BELL RIDE CYMBAL
(26) @n 28) (69)

DRY TOM 1 DRY TOM 2 DRY TOM 3 COPYO1

25 1) et} 40

SIDE STICK RIM SHOT SNARE 1t CLOSED HIHAT OPEN HI-HAT
1 14) 41 «“n

DRY KICK 1 FAT SNARE PEDAL CLOSED HI-HAT 808 HAND CLAP
Pad Bank B

42> ‘ (79) (46) (44)

CRASH CYMBAL COoPY11 RIDE CYMBAL BELL RIDE CYMBAL
(29) 30 (3] (70)

ROOM AMBIENT TOM 1 | ROOM AMBIENT TOM 2 | ROOM AMBIENT TOM 3 | COPYO02

63 Qarn (76) amn

BACK SNARE QUCH | SNARE COPY(8 COPYQ9

on a8 4n 51)

ROOM AMBIENT KICK 1 | REVERB SNARE PEDAL CLOSED HI-HAT COWBELL
Pad Bank €

42) (79 (46) (44

CRASH CYMBAL 1 COPY11 RIDE CYMBAL BELL RIDE CYMBAL
@2 (33) (34) (71)
ELECTRONIC TOM 1 ELECTRONIC TOM 2 ELECTRONIC TOM 3 COPY(Q3

64) (62) 3 4m

BACK CYMBAL BLAST CLOSED HIFHAT OPEN HI-HAT
ao @2) “1) 82
ELECTRONIC KICK ELECTRONIC SNARE PEDAL CLOSED HI-HAT COPY14
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6. Pad Banks: Default Settings

Pad Bank D

(42) (79) (46) (44)

CRASH CYMBAL COPY11 RIDE CYMBAL BELL RIDE CYMBAL

(35) (36} 37N (72)

JAZZ TOM 1 JAZZ TOM 2 JAZZ TOM 3 COPY(Q4

(25) 23 (39) (40}

SIDE STICK BRUSH HIT SNARE CLOSED HEHAT OPEN HI-HAT

03 (16) 413 (24)

WOOD KICK JAZZ SNARE PEDAL CLOSED HI-HAT BRUSH ROLL SNARE
Pad Bank E

83 (48) (87) 87

COPY15 TIMBALE AGOGO COPY19

(56} (86 (55) (545

OPEN LOW CONGA COPY18 SLAP HIGH CONGA MUTE HIGH CONGA
52) (58) (88) (59

TAMBOQURINE WHISTLE COPY20 BONGO

9N (49 &0 (53

COPYZ23 CLAVES CABASA SHAKER
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7. Sound Parameters: Default Settings

7. Sound Parameters: Default Settings

TPUT { ASSIGN | SENSITIMITY
IN:T DISPLAY INSTRUMENT NAME PITCH | DECAY |NUANCE ?\l;SlGN 33:5 S CURVE
1 DRY_K1 DRY KICK 1 o) 4:18 8 CENTER | POLY 2
- DRY_K2 DRY KICK 2 ¢ 20:12 8 CENTER| POLY 2
3 jWO0D_K WOOD KICK o 16:14 8 CENTER | POLY 2
4 DBL_K1 DOUBLE HEAD KICK 1 ¢ 19:13 8 CENTER| POLY 2
5 DBL. K2 POUBLE HEAD KICK 2 0 25:12 8 CENTER{ POLY 2
6 SOLID SOLID KicK 0 n1 8 CENTER | POLY 2
7 ROOMKI1 ROOM AMBIENT KICK 1 t) 24:20 8 CENTER [ POLY 2
8 ROOMK2 ROOM AMBIENT KICK 2 0 24:24 8 CENTER | POLY 2
9 MONDO MONDO KICK 0 20:23 8 CENTER| POLY 2
10 |ELE_K ELECTRONIC KICK 0 8:18 8 CENTER | POLY 2
11 [WOOD_S WOOD SNARE 0 18:14 8 CENTER | POLY 2
12 |OPEN_S COPEN SNARE 0 27:14 8 CENTER | POLY 2
13 | TIGHT TIGHT SNARE 0 19:14 8 CENTER | POLY 2
14 |FAT_S FAT SNARE 0 22:15 8 CENTER | POLY 2
15 |IMPC_S IMPACT SNARE 0 23:16 8 CENTER | POLY 2
16 |JAZZ_S JAZZ SNARE 0 18:19 8 CENTER| POLY 2
17 {OUCH_S OUCH ! SNARE 0 20:16 8 CENTER | POLY 2
18 jRVB_S REVERB SNARE 0 35:33 8 CENTER | POLY 2
19 |RIM_$1 RIM SHOT SNARE 1 0 16:13 8 CENTER | POLY 2
20 |RiM__S2 RIM SHOT SNARE 2 o 21:17 8 CENTER | POLY 2
21 |RIM_S3 RIM SHOT SNARE 3 ¢ 16:15 8 CENTER | POLY 2
22 |ELE_S ELECTRONIC SNARE 0 20:18 8 CENTER| POLY 2
23 | BR_HIT BRUSH HIT SNARE 0 20:20 8 CENTER | POLY 2
24 |BR_ROL BRUSH ROLL SNARE 0 40:-- —— |JCENTER| POLY 2
25 |[SIDSTK SIDE STICK 0 10:-- —— |{GENTER| POLY 2
26 |DRY_T1 DRY TOM 1 0 30:35 8 RIGHT3 | POLY 2
27 {DRY_T2 DRY TOM 2 0 29:33 8 RIGHT1 | POLY 2
28 |PRY_T3 DRY TOM 3 0 28:30 8 LEFT 1| POLY 2
20 | ROOMT1 ROOM AMBIENT TOM 1 0 34:33 8 RIGHT3 | POLY 2
30 | ROOMTZ2 ROOM AMBIENT TOM 2 0 33 8 RIGHT1 | POLY 2
31 [ROOMT3 ROOM AMBIENT TOM 3 0 32:29 8 LEFT 1| POLY 2
32 |ELE_T1 ELECTRONIC TOM 1 0 22:30 8 RIGHT3 | POLY 2
33 |[ELE_T2 ELECTRONIC TOM 2 o] 22:30 8 RIGHT1 | POLY 2
34 |(ELE_T3 ELECTRONIC TOM 3 0 22:3 8 LEFT 1| POLY 2
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7. Sound Parameters: Default Seutings

INST QUTPUT | ASSIGN | SENSITIVITY
4 DISPLAY INSTRUMENT NAME PITCH | DECAY NUANCE ASSIGN | TYPE S CfJRVE
35 | JAZITI JAZZ TOM 1 0 33:33 8 RIGHT3 | POLY 2
36 | JAZITZ JAZZ TOM 2 0 32:31 8 RIGHT1 | POLY 2
37 | JAZZIT3 JAZZ TOM 3 0 31:29 8 LEFT 1| POLY 2
38 [FX_T X TOM 0 22:30 8 RIGHT3 | POLY 2
39 (CLSD_H CLOSED HIHAT 0 12:12 8 LEFT 1| EXC1 2
40 [OPEN_H OPEN HIHAT 0 35:40 8 LEFT 1| EXC1 2
41 |PDAL_H PEDAL CLOSED HIHAT 0 15:-- -- LEFT 1| EXC1 2
42 [CRSH_H CRASH CYMBAL 0 55:=- -- LEFT 2| POLY 2
43 [MLLT_C MALLET CRASH CYMBAL 0 60:60 LEFT 1| POLY 2
44 |RIDE__C RIDE CYMBAL 0 50:50 8 RIGHT2 | POLY 2
45 {RDBL_C RIDE BELL CYMBAL o 50:50 8 RIGHTZ | POLY 2
46 |BELL_C RIDE CYMBAL BELL 0 50:-- -- RIGHTZ | POLY 2
47 | 808CLP 808 HAND CLAP 0 23:-- -- RIGHT1 | POLY 2
48 | TIMBAL TIMBALE ¢ 24:-- —— | CENTER| POLY 2
49 [CLAVES CLAVES 0 9;-- == | CENTER | MONO 2
50 |CABASA CABASA 0 8:-- -= RIGHTZ { POLY 2
51 |COWBEL COWBELL 0 12:-- - LEFT 2] MONO 2
52 | TAMBRN TAMBOURINE 0 21:-- -- LEFT 1| POLY 2
53 |SHAKER SHAKER 0 12:-- - LEFT 2 | MONO 2
54 IMUT_CG MUTE HIGH CONGA ¢ 10:-- -- RIGHT1 { POLY 2
55 |SLP_CG SLAP HIGH CONGA ¢ 20:-- -- RIGHT1 | POLY 2
56 [OPN_CG OPEN LOW CONGA 0 29:-- —— | CENTER | POLY 2
57 | AGOGO AGOGO 0 20:-- -= RIGHTZ [ POLY 2
58 |WHISTL WHISTLE 0 7= -— LEFT 2 | EXC2 2
59 | BONGO BONGO 0 14:-- -= LEFT 1| MONQ 2
60 [CAN CAN 0 20:30 8 RIGHT3 | POLY 2
61 | SURDO SURDO 0 33:28 8 RIGHT3 [ POLY 2
62 |BLAST 8LAST o] 20:35 8 LEFT 1| POLY 2
63 (BACK_S BACK SNARE 0 0: 0 8 LEFT 1| POLY 2
64 |BACK_C BACK CYMBAL 0 0:-- -= RIGHT1 | POLY 2
65 |FING_B FINGER BASS 0 3:40 8 CENTER| EXC8 2
66 |SLAP_B SLAP BASS 0 8:40 CENTER | EXC8 2
67 [ACO_B ACQUSTIC BASS 0 3:40 CENTER | EXC8 2
68 |REST REST 0 0:-- —= |CENTER| EXC8 2
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7. Sound Parameters: Default Settings

warg marg | Pron | oeea | womee | Sy | e | oume
1 28 + 300 27:27 8 LEFT 3 POLY 2
2 3 + 400 3n:27 8 LEFT 3 POLY 2
3 34 + 700 22:30 8 LEFT 3 POLY 2
4 37 + 500 30:27 8 LEFT 3 POLY 2
5 38 + 500 22:30 8 RIGHT1 POLY 2
6 38 + 1000 20:30 8 LEFT 1 POLY 2
7 39 0 10:12 15 LEFT 1 EXC1 2
8 39 0 20:20 0 LEFT 1 X1 2
9 40 0 20:20 0 LEFT 1 EXCi 2
10 40 0 45:40 15 LEFT 1 EXC1 2
11 42 +110 5§5:-- -- RIGHT2 POLY 2
12 42 0 14:-- -- LEFT 2 POLY 2
13 42 + 600 22:-- -- RIGHT1 POLY 2
14 47 - 200 12:-- -- RIGHT1 POLY 2
15 48 =700 26:-- -- LEFT 1 POLY .2
18 50 + 800 8= -— RIGHT3 POLY 2
17 51 -500 16:-~ -- LEFT 3 MONO 2
18 56 + 660 29:-- -- RIGHT1 POLY 2
19 57 + 700 20:-- -- RIGHT3 POLY 2
20 59 - 360 12:-- - LEFT 2 MONQ 2
21 40 - 1200 50:10 15 LEFT 3 POLY 2
22 58 = 2200 19:-- -- RIGHT2 POLY 2
23 49 — 1500 8:-- -- LEFT 2 MONO 2
24 47 - 1850 60:-- -- CENTER POLY 2
25 53 - 3600 T0:-- -— CENTER POLY 2
26 66 0 8:40 8 CENTER POLY 2
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8. Note Numbers: Default Settings

8. Note Numbers: Default Settings

INSTRUMENT NAME (INST #) NOTE

' OFF 1 97

ELE T2 (33)
WOooD S (11) i 88

BH_ROL_(24) A

_______ BR HIT (23) ___ ___
CLAVES (49) :

TIMBAL (48)
_____ OPN CG (56) 64
T TCoPYiET@BEy " -7 TBan

OPEN H (40)
ORY T3 @8 — """~
POAL H @Iy~ "~~~ :

DRY K1 (01 35
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Roland Exclusive Messages
uData Format for Exclusive Messages|

Roland’s MIDI implementation uses the following data tormat
for all exclusive messages {type 1V):

Byta Descripticn

FOH Exclusive status

41H Manutacturer 10 (Roland)
OV Device 1D

MOL Moadel 1D

CMD Command 1D

[BOLY) Main data

F7H End of exclusive

#MIDI status : FOH, FTH
An exclusive message must be flanked by a pair of status
codes, starting with a Manufacturer - ID immediately after FOH
(MIDI versionl.0).

#Manufacturer - 1D :* 41H
The Manufacturer - I[} identifies the manufacturer of a MIDL
instrument that triggers an exclusive message. Valve 41H
represents Roland's Manufagturer — 1.

% Device - ID: DEV
The Device -~ ID contains a unique value ihat identifies the
individual device in_the multiple implementation of MIDI
instruments. It is usually set to 00H - OFH, a value smaller
by one than that of a basic channel, but value 0OH - IFH
may be used for a device with multiple basic channels

#Model -1D: MDL
The Model - 1D contains a value that uniquely identifies one
model from another. Different models, however, may share an
identical Model - ID if they handle similar data. :

The Moedel - ID format may contain 0OH in one or more places
1o provide an exiended data field. The following are examples
of valid Model ~ IDs, each representing a unique model:

0lH

02H

03H

O0H, 01H
00H, 02H
00H, O0H, O1H

# Command - ID; CMD
The Cemmand - ID indicates the function of an exclusive
message. The Command - ID fermat may contain 00H in one
or mere  places to provide an extended data field. The
following are examples of valid Command - IDs, each
representing a wvnique funclion :

O01H

02H

03H

OOH, ¢1H

OQH, 02H
OOH, 0CH, 01H

#Main data: BODY
This field contains a message to be cxchanged across an
interface. The exact data size and contents will vary with the
Model - 1} and Command - ID.

Addrass - mapped Data Transfer]

Address mapping is a technique for transferting messages
conforming to the data format given in Section L. It assigns
a series of memory - resident records - - waveform and tone
data, swilch status, and parameters, for example - - to specific
locations in 2 machine - dependent address space. thereby
allowing access to dala residing at the address a message
specifies,

Address ~ mapped data iransfer is {herefore independent of
models and data categories. This technique allows uvse of two
different transfer procedures @ one - way transfer and
hanrdshake (ransfer.

# One - way transfer procedure (See Section 3 for details)
This procedure is svited for whe ransfer of a small amount of
data. 1t sends oul an exclusive message completely independent
of a receiving device status.

Connection Disgram

Davice (A) Cevico (8)
1
MO OUT o] ML W
Wl N L':“"" o QuT

Connection at point 2 is essential for “Request data”™
procedures. {See Section 3.)

# Handshake -~ transfer procedure (See Section 4 for details)
This procedure initiales a predetermined transfer sequence
{handshaking) across {he interface before datz transfer takes
place. Handshaking ensures that refiability and transfer specd
are high enough (o hardic a large amount ¢f data.

Connection Diagram

Device (A) Device (B}
ML OUT L L B
MO ] W01 00T

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 cannot exchange data unless they use the
same transfer procedure, share identical Device - ID and
Model 1D, and are ncady for communication.

One - way Transfer Procedure|

This procedure sends out data all the way until it stops and
is used when the messages are so short that answerbacks need
not be checked.

For long messages, however, the receiving device must acquire
each message in time with the transfer sequence, which inserts
intervals of at least 20 milliscoonds in between.

Types of Messages Message Command 1D

Raquest data 1 | RG1 (118)

Data sot 1 OT1 12R)

#Request data #1: RQ1 (11H)
‘This message is sent out when there is a need to acquire data
from a device at the olher end of the interface. It conlains data
for the address and size that spetily designation and length,
respectively, of dala required.
On receiving an RQ1 message, the remole device checks its
memory for the data address and size thal satisfy the request

If it finds them and is ready for communication, the device will
transrhit 2 "Data set 1 (DT} message, which contains the
requested data, Otherwise, the device will send out nothing.

Byte Description
FCOH Exclusive status
41H Manutacturer 10 (Roland)
DEV Davice 1D
MOL Modet 1D
11H - Command 1D
aaH Address M58

) L8
$3H Size MSB

LsB

sum Chack sum
FTH End of exclusive
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=Data set 1.

*The size of the requested data does not indicate the number
of bytes that will make up a DT1 message, but represents
the address fields where the requesied data resides

*Some models are subject to limitations in data formal used
for a single transaction. Requested data, for example, may
have a limit in length or must be divided inte predetermined
address fields before it is exchanged across the interface.

*The same number of bytes comprises address and size data,
which, however, vary with the Model - ID.

*The error checkihg process uses 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.

DT1 dz2h

This message corresponds t¢ the actual data transfer process.
Becauvse every byle in the data is assigned a unique acddress,
a DTl message can convey the starting address of one or
more data as welf as a series of data formnatted in an address
- dependent order,

The MIDE standards inhibit non - real time messages from
interrupting an exclusive one. This fact is inconvenient for the
devices that support a “soft - through”™ mechanism. To
maintain compatibility with such devices. Roland has limited the
DT to 236 bytes so that an excessively long message is sent
out in separate segments.

Byts Dascription
FOH Exclusive
41H Manufacturer ID (Rotand)
DEV Device ID
MOL Modal ID
124 Command 1D
aa.H Address N_ISB

) Lss
deH Oa_ta
!Ijﬂ'l Ch;:k sum
FIH End of exclusive

*A DT1 message is capable of providing only the valid data
among these specified by an RQ1 message.

*Some models are subject to limitalions in data format used
for a single transaction. Requested data, for example, may
have a limit in length or must be divided into predetermined
address fields before it is exchanged across the interface.

*The number of byies comprising address data varies from
one Model - 1D to another.

*The ervor checking process uses a checksum that provides
a bit pattern where the least significant 7 bits are zero when
values for an address, size, and that checksum are summed.

=Example of Message Transactions

196

®Device A sending data to Device B
Transfer of a DT1 message is all that 1akes place.

(Data sot 1] ———— e
* More than 20m sec time internal.

{Data 56t 1] r———e—

(Data set 1} ---——-—-—;-

@ Device B requesting data from Device A
Device B sends an RQLl message to Device A. Checking the
message, Device A sends a DT1 message back 16 Device B.

e 5] |
(Data set 1] —M——————————{Requast data)

[Cata sot 1] —————————
* More than 20m sec time internal,

[Osta 36t 1] —m————————

[Coata set ¥] —————————

EW Handshake - Transfer Procedure]

Types of Messages [ massage Command 10
Want 10 send data WSD (40H)
Reguest data RQD (41H}
Data set DAT (d2H)
Acknowladge ACK {43H}
£nd of data EQD (458)
Communication ercar { ERR {4EH)
Aejaction RJC (4FH)

Handshaking is an interactive process where lwo devices
exchange error checking signals before a message transaction
takes place, thereby increasing dzla reliabilily. Unlike onc - way
transfer that inserts a pause between message transactions,
handshake transfer atiows much speedier transactions because

_data transfer starts once the receiving device retums a ready

signal.

When it comes to handling large amounts of data - - sampler
waveforms and synthesizer tones over the eatire range, for
example - - acrass a MID] interface, handshaking transfer is
more efficient than one — way transfer,

zWant to send data: WSD (40H;

This message is sent out when data must be sent to a device
at Lhe other end of the interface. [l comtains data for the
acdress and size that specify desigration and lengih,
respectively, of the data to be sent

On receiving a WSD message, the remote device checks iis
memory for the specified data address and size which will
satisfy the nequest, If it finds them and is ready for
communication, the device will retemn an " Ackrowledge
{ACK)" message,

Otherwise, it will retum a "Rejection (RIC)™ message,

Byte Oescription
FoH Exclusive status
41H Manufacturer 10 (Roland)
DEV Device ID
MOL Model 1D
40H Command 1D
aaH Address MS8
. .
LS8
ssH Size M358
LsB
sum Check sum
FIH End of exclusive

*The size of the data 1o be sent does not indiczle the number
of bytes that make up a “Data set (DATI" message, but
represenits the address fields where the data should reside.

*Seme models are subject to limitations in data format used
for a single transaciion. Requested data, for exampie, may
have a limit in fength or must be divided into predetermined
address fields before it is exchanged across the inlerface

*The same number of byles comprises address and size data,
which, however, vary with the Model - [D.

*The eror checking process uses a checksum that provides
a bit pattern where the Jeast significant 7 bits are zero when
values for an address, size, and that checksum are summed.



zRequest data: RQD 41H)

This message is sent out when therc is a need to acquire data
from a device at the other end of the interface. It contains data
for the address and size \hat specify designation and  lengih,
respectivedy, of data required.

On receiving an RQD message, the remote device checks its
memory for the data addmess and size which satisfy the request.
If it finds them and is ready for communication, the device will
tansmit a “Data set (DAT)"™ message, which contains the
requested data. Otherwise, it will return a “Rejection  (RIC)™
Message-

Byta Description
FOH Exclusive status
41K Manufacturer 1D (Roland)
DEV Device 1D
MDL Modat 1D
414 Command 1D
aalH Address N.!SB

: LB
ssh Size M‘SB

’ L8
summ Chock sum
F7H Eng of exclusive

*The sizc of the requested data does not indicate the number
of bytes that make up a “Data set (DAT)” message, but
represents the address fields where the requesied data
resides.

*Some models are subject to limitaticns in data formal used
for & single transaction. R d data, for fe, may
have a limit in length or must be divided into predetermined
address ficlds before it is exchanged across the interface.

*The same number of bytes comprises address and size data,
which, however, vary with the Modet - 1D

*The error checking process uses a checkswm that provides
a bit pattern where the least significant 7 bils are zero whea
values for an address, size, and that chicksum are summed.

= Data set. DAT @42H;

This message corresponds to the aclual data transfer process.
Because every byte in the Gata is assigned a unique address,
ihe message can convey the starting address of one or more
data as well as 2 scrics of data formatted in an address -
dependent order.

Although the MIDI standards inhibit non - real time messages
from interrupling an exclusive one, seme devices support a
“soft — through” mechanism for such interrupts. To maintain
compatibility with such devices, Roland has limited the DAT to
256 bytes so that an excessively [ong message is sent out in
separate segments.

Byte Description

FOH Exclusive status

418 Manufacturer ID (Reland)

DeV Device ID

MOL Model ID

42H Command 10

EL Address MSB
LSE

dgH Cata

sum Chegk sum

F7H End of exclusive

= Acknowledge :

*A DAT message is capable of providing only the valid data
among those specified by an RQD or WSD message.

*Some models are subject Lo limitations in dala format used
for a single tr ion. R ed dala, for ple. may
have a limit in length or must be divided into predetermined
address fields before it is exchanged across the interface.

*The number of bytes comprising address data varies from
cne model 1D to another.

*The errer checking process uses a chocksum that provides
a bit pattern where the feast signiticant 7 bits are zero when
values for an address, size, and that checksum are summed.

ACK 43H)

This message is senl oul when no error was detected on
reception of a WSD. DAT. "End of data (EOD)Y", or some othes
message and a requesled setup of action is complete. Unless
it receives an ACK message, the device at the other end will
not proceed o the next operation.

Byte Dascription

FOH Exclusive status

41H Manufacturer 1D {Roland)
DEV Device 10

MOCL Model ID

43H Command 1D

FTH Eng of exclusive

2End of data: EOD (45H;

This message is sent out to inform a remote device of (he end
of a message. Communication, however, will nol come 1o an
end unless the remote device returns an ACK message cven
though an EOD message was transmitted.

Byte Cescription

FOH Exclusive status

41H Manmufacturer 1D (Roland)
DEV Device IT

MBL Model ID

45H Command 1D

F7H £nd of exclusive

zCommunications error : ERR 4EH)

This message warns the remote device of a communicalions
fault ered during iransmission due. for
example, 1o a checksum crvor. An ERR message may ¢
replaced with @ "Rejection (RIC)™ one, which terminates the
currenl message transaction in midstream.

When it receives an ERR message. e sending device may
either attempt o send out the last message a second time or
terminate communication by sending cut an RIC message.

Byts Description

FOH Exclusive status

41H Manufacturer 15 (Reland)
CEV Device 1D

MDL Model ID

4EH Command 10

FTH £nd of exclusive -
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# Rejection : RJC (4FH)

This message is sent out when there is a need to terminate
communication by overriding the cument message. An RIC
message will be triggered when:

* a WSD or RQD message has specified an illegal data address
or size.

- the device is not ready for communication

- an illegal number of addresses or data has been detected

» data fer has been termi 1 by an operator.

-a communications error has occurred.

* An ERR message may be sent out by a device on either side

of the interface. Communication must be terminated
immediately when either side triggers an ERR message.

Byte Osscription

FOH Exclusive status

41H Manufacturer 10 (Roland)
CEV Lavice 1D

MDL Model ID

4FH Command ID

FTH £nd of exclusive

# Example of Message Transactions

198

@Data transfer from device (A} 1o device (B).

oo ®

[Want to send dats) ————————————im=-
—af——————————— [Acknowledge)

{Data set} _——
~atfp——————————— [Acknuwladga)

[Cata sat]

{Acknowtedge)

[End of data}l
- [Acknowladga]

@ Cavice (A) requests and receives data from device (B).

®

[Requast dats] =sma oo
e [Data sat)
[Acknowledge) ————————
B ————— L L
[Acknowledge) -

[}

—p——————————— (End of data)
[Acknowledge] —————————————=-

@Error oacurs while devics (A) is receiving data from
davics {B).

1) Data teansfer from device (A) to devica (B).

—————— [Data set]
(& ge] -
(Error) % e [Data set]
[Communication error] ———————fi=

il ereerrm (D18 $61])
(the same data
[Acknowledge] ————————#= a3 above)

2) Device {B) rejects the data re — transmitied, and
qQuits data transfer.

-1.— (Data set)
[Acknowledge)] ——————————————oifie
(Error) X el rrerereeree—e————  (Data 38t]
{Communication error) —————————fn
(Quit) = [Rojnction]

3) Device (A) immediatsly quits data transfer.

-i——-—-- {Daza set)

(Acknowdedge) .

(Error) % - [Data set]
(Rajection] ———— - {Quit)



HUMAN RHYTHM COMPOSER
Model R—5

[1. TRANSMITTED DATA|

H Chanhel Veolcs Massage

® Note off

Statug Second Thirg

9nH KkH Q0H

Kk = Note number 00H - 7FH (0 - 127}
n = MIDI Channel OH=- FH (1- 16)
@ Note on

Slatug Second Third

and kkH vvH

kk = Note number OH - 7PFH (0 - 127)
vy = Velity QIH - 7FH (1 - 127 )
n = MIDI Channel OH- FH {1- 1§}

Note number (0 — 127 or OFF), and transmitting channet (1-16) ¢an be sel for each
instrument. An instrument whose note number is set at OFF cannot send any Nole
event.

‘I‘he'period between a Note On and the subsequent Note Off is in the range of 25ms
and S0ms. If, however, another note is made oa the same instrument before the Note
Off for the previous note is issued, 2 Note Off for the previous note precedes the new
Note On.

The R-5 does not transmit a note event if the Function switch is set at CH MESS
= QFF.

@ Control chsnge

O Modulation Depth

§$tatus Second Third
BnH OiH vwH
BnH 21H vvH
O Genersl purposs Controller — 1
Status Second Thir¢
EnH 10H yvH
BnH 80H vvH

O General purposa Controllar - 2

Status $Second Third
EnH 11H vvH
BnH 81H vvH

© General purposs Controlier = 3
Statug Second Third
BaH 12H vvH
BnaH 32H vvH

© General purposs Controlier — 4
Status Second Thind
BnH 13H vwH
BnH 33H vvH

& General purpose Controfler - &

Status Second Thicd
BoH S0H vvH

O General purpose Controllsr — 6

Statug Secong Third
BnH StH vvH

O General purposs Controlier - 7

$talus Second Third
BnH 62H vvH

Date : Mar. 25 1989

MIDI Implementation Version : 1.00

O Genersl purpcss Controller — 8

Status Second Third
BnH 53H ¥vH

vv = Performance parameter value O0H - TFH ( 0 - 127 *xi-1
n = MIDI Channel OH- FH (1- 16}

Insiruments and Performance parameters can be assigned to each of 9 controls
(Medulation Depth a2nd General purpose controllers (1 - 8)).

These 9 conlrols may be set to have no Performance parameter.

It an instrument has an assigned control number, it is sent with the current
performance parameter value which is sent through the Control Change just before
the Note On is seal

Table * 1 -1 relates Performance Parameter values to those actually transmitted by
a Control Change. Since a Performarce Pitch value requires 2 bytes for being
transmitted, Control Number 21H, 30H, 31H, 32H or 33H is used a8 the lower byle. The
Performance value of Decay, Nuance or Pan can be expressed in 1 byte and does not
need such Contrel Number.

General purpese controliers. 65— 8 have no Conteol Number usable as lower byte and
are not used i transmilting Perfomance Pitch.

No Coatrol Change is transmitted when the Function switch is set at CH MESS =
OFF.

%*1~1 Control Change Value

} parameter | transaltied 1 recejved i
R e LI T 1
| | = 4800 => 04004 | GOOOR-040IH -> - 4800 ¢
| | - 4790 ~> 0410H | 0408K-0417H <> - 4790 1
| | = §180 -> 0420H | O418H-04278 -> - 478D !
| | : | : |
| | = 0090 -> JETOH | 3E68H-3EMIR -> - 0030 I
| i = 008D => 3FOOH | 3ET8H-3FOIH -> - 0080 |
| | - 00%0 -> 3F10H | 3FOBH-3FLTH -> - 0010 |
| | : | : |
| | - 0010 -> 3FI0H | 3FBEH-3FITH -> - 0010 |
| plteh | 0000 -> 4000H | 3F78H-4007H -> Q000 |
| | + 0010 -> 4010H | 4008H-4017H -> + 010 |
| | : | H [
| | + 0070 -> 4070H | 4068H-4D7TH -> + 0010 |
| | + 0086 -> 4100H | 4078H-410TH -> + 0080 |
| | + 0030 -> 4¥10H | A108H-4117H -> +» 2030 !
| | : | : 1
| 3 + 4780 -> TBSOH |  TBSBR-7BSIH -> » 4780 i
t H + 47180 -> TBI0H |  7BSBR-TBITH -> + 4780 1
i i + 4800 -> TCo0H | TBTBH-TFIFR -> + 4300 |
jreears |
1 I | 00H -> - B3 |
i | - 63 -> 01 | 014 -> - 63 |
I | - B2 -> 02K | 02 -> - 62 |
| ! : 1 : |
| ! =01 -> 3FH i 3FH -> - 01 |
| decay | 60 -> 40d | 404 -> 0 |
| | + 01 -> d1H | A1d >+ D) |
| | H | H i
| | + 62 = TEY 1 FEH -> + B2 |
| | + 63 > i | TFH -> + 63 |
1- 1
| | -7 -> 084 } GOH-GBE -> - 7 i
I | -6 -> 100 ! OCH-I3H -> - & |
| | -5 =184 i 14H-1BH -> - & |
| | H 3 H |
| | =138 H 3H-3BH <> ~ 1 |
| noance | 0-> 4o0d § ICH-430 > 0 |
| 1 +1 > 48 b 44H-484 -> + 1 |
| | : 7 H |
| | +5 > 684 i B4H-6BH -> + § |
| | + 6 -> 708 5 BCH-73H > + 6 |
| | + 7> 780 § WH-TFH ~> + 7 |
| i
| | 0 LY -> 08H ! COR-0FR => 0 (L3 1
1 | 1{L2) -> 184 i LOM-4FK -> 1 (L2} [
! | Z (L3) > 284 { W0H-2FH -> 2 (L1} i
I pan | 30 >3 | 308-3F8 -> 3 {0) 1
i | 4 (R3) -> 48 ! A0H-4FH > 4 (81} |
1 | 5 (R2) -> 5BH i $04-5FH -> & (82) H
! | 6 (R3) -> 6B H GOH-6FH -> & (83) 1
! | 1 H

1 (QFF}-> TFH F0H-7FH -> T (OFF)
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H System Exclusive message

Statog
FOH : System Exclusive
FIH : EOX (End of Exclusive)

With the R - 3, the System Exclusive Message can be used to Lransmil sound parameter
of each instrument and Bulk Dump of sequence data, set —~up data and one patlern
For delails refer to para. 4. Exclusive Communications and “Roland Exclusive
Messages™.

B System common messige

@ Song position pointer

Statys $econd Thirst
F2H g hiH

It = song position {L5SB) 00H - 7FH ( & - 127)
hh = song position (MSB) OOH - 7FH { 0 - 127)

Transmitted in one of the fellowing operations :
Song Play mode — measure reposition or measure seleclion
Pattern Play or Real Time Write mode — bar reposition or bar selection

@ Seng select
Slatus Second
F3H ssH

56 = song select 0OH - 05H (0 - 5)

Transmitted when a Song is selected in Song Play mode.

H System Real Time masssge
@ Timing Clock

Stagus
F8H

Transmitted when Sync mode is other than MIDI, even in nen - play period.

¥ Start

Satys
FAH

Transmitted upon pressing START key for initiating play with Sync mode set at other
than MIDL.

@ Continue

Status
FBK

Teansmitted when CONTINUE START is made for initiating play with Sync mode sel
at olher than MIDL

® Stop

Statys
FCH

Transmitted when STOP is made with Sync mode sel at other (han MIDL

@ Active Sensing

Slatvs
FEH

Transmitted for checking MIDI connection between R -5 and external equipmeat,
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(2 RECOGNIZED RECEIVE DATA| GNSTRUMENT SECTION)

H Channel Voice Maessage
® Note oft

Slates  Second  Third

8nH kKkH vvH

9nH ikH ®H

kk = Nole rumber OH - 7FH (0 ~ 121)
vy = Velecity ignored

n = MIDI Channel OH- FH (1- 16)

Mutes the sounding notes upon receiving a Note Off message if the Function swilch
is set at NOTE OFF = ON.

@ Note on

Status Second Third
SnH kkH wH

Kk = Note pumber QO - TFH ( 0 - 127)
v = Velogity OIH - 7FH (1 - 127)
n = MID1 Channel oH- FH (1- 18)

When the R-35 receives a Note On on the channel assigned to the Instrument Seclion,
it sounds the instrument assigned that Note Number,

In the case when one or more instrument has been set 1o the same Nole Number, up
to 12 instruments can sound simuftanecusly ; if more hea 12 instruments have the
same Note Number, priority 15 given o larger [astrument Numbers.

The R~5 ignores note events if Function swilch is set at CH MESS = OFF.

& Contrel change
O Panpat

Status Second Third
BnH CGAH vvH

vv = Panpot

O0H - 7FH ( 0 - 127 ) *2-1
n = MIDI Channel CH- FH (1

-~ 16}

When the R -5 receives a PANPOT with the Funclion swilch set at PANPOT = ON:
Every time the R-5 receives a2 Note On on the receiving c¢hanned of the Instrument
Section, it sounds on the PANPOT position until the Panpol having different value is
given. .

Refer to Table *2 - 1 for the relationship between Panpot values and positions of the
instrument.

The R=5 does not recognize Panpol if the Function swilch is set at CH MESS =
OFF or PANPOT = OFF.

#2 -1 Control Change Value { Panpot )

| Parazeter received |
PR e L L L L L bl I
! O0K-128 -> 0 (L3) i
i 138-244 «> | (LD) .
1 F5H-36% -> 2 (L) i
Popan 3TR-43K > 3 (C) H
: ' 49H-SAR -> 4 {R1) i
' SBH-6CK <> 5 (R2} H
H EDH-7FH -> § (RY} '

O Modulation Depth

Statug Second Third
BrH 0IH vl
BnH 2IH vvH

O General purpose Controller - 1
Status Second ZIhird
BnH 16H wwH
BaH 30H vvH

) General purpose Controller - 2
Slatus Second Third

BaH LI vvH
BaH 3tH vvH



O Generst purpose Controller — 3

Statug Seoond Third
BrH 12H vwH
BnH 3zH wwH

© Genersl purposs Controller — 4

Stalus Second Third
BaH 13H v
BnH 33H vvH

O Generat purposs Controller — 5

ftatus Second Third
BnH 50H wH

¢ Ganeral purpose Controller - 6

$tatus Second Thied
BnH 51H vvH

Q Gensral purposs Controller — 7

Status Second Third
BnH 52H vwH

O Genaral purpose Controller — B

Status Second Third
BnH 53H vwH

vv = Performance parameler value COH - 7FH ( 0 - 127} 1l
n = MIDL Channel CH~ FH {1- 18)

Instruments and Performance parameters can b assigned to each of 9 controls
(Modulation Depth and Generat purpose controllers {1 ~ 8)).

‘These 9 controls may be set to have no Performance parameter.

(This assignment is in common with that of transmitter.}

When the R- 5 receives Modulation Depth or General purpose Controller (1-8) on
the Receiving Channel of the Instrument Section, it memorizes the value with Control
Number.

Upon receiving a Note On, and if an instrument has an assigned Contrel Number, the
R -5 sounds the Performance Parameter which has been converied from (he value
memorized in the Control Change.

Refer to Table * 1 - 1 for relationship between received Control Change values and
Performance Parameiers.

The R-5 does not recegaize Control Change if the Funetion switch is set at CH MESS
= QFF.

@ Program changs

$tatus Second
CnH ppH

(Patiern mode)
pp = Program number C0OH - 63H {0 - 99)
n = MID! Channel OH- FH (1- 18)

When the R -5 receives a Program Change on the Basic Channel (instrument Section
rooeiving channel) in Patlern Play mode with the Function switch set at PROG CHG
= ON, it changes the Pattern number 10 the new number {same as the program
nurnber).

(Song Play mode)
pp = Program number 00H - 07H (¢ - 7))
7FH (127)

n = MIDE Channel OH- FH (1-~16)

When the R-5 receives a Program Change on the Basic Chiannel (Instrument Section
receiving channel) in Song Play mode with the Function switch set at PROG CRG
= ON, it changes the Feel Paich number to the new number {same as thc program
number).

Reception of 7FH (127} has an effect of no - feel patch.

The R -5 ignores Program Change when the Funclion swilch is set at CH MESS =
OFF or PROG CHG = OFF.

H System Exclusive massegs

Satus
FOH 1 System Exclusive
FTH : BOX {(End of Extlusive)

With the R-5 the System Exclusive Message can be used to receive Sound Parameter
of each instrument and Bulk Load of Sequence data, Set — up data and one paltern.
For details refer to para. 4. Exclusive Communications and "Roland Exclusive Message”™.
The R -5 ignores Exclusive Message if the Function switch is set at EXCLSVY RX =
OFF.

M System common mestage

@ Song position pointer

Statug Second Thind
F2H IH hhH

It = song pasition {LSB) 00H - 7FH ( 0 - 127)
hh = song position (MSB} OOH - 7FH ( 0 - 127}

Recognized only when the R -5 is in stop with Sync at MIDL

When the R -5 receives Song Position Pointer in Song Play mode it calls the position
in the song and when in Patlern Plzy mode or Real Time Write mode, the position
in the paltern.

@ Song select
Statug Second
F3H ssH

ss = song select 00H - C8H (0 - 5)

Recognized only when the R-5 is in stop with Sync 21 MIDL
When received in Song Play mode, it changes the songs.

H System Real Time message

@ Timing Clock

Statug
F8H

Recognized only when the Syn¢ mede is set at MIDL
@ Stert

Status
FAH

Recognized only when the Sync mede is set at MIDL
® Continue

Satis
FBH

Recognized only when the Sync mede is set at MIDL

® Stop

FCH

Recognized only when the Sync mode is sct at MIDL
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[3. RECOGNIZED REGEIVE DATA| (PERFORMANCE SECTION 1 - 4)

H Channel Voics Message

® Note off

Satus Second Third

SnH KkH vvH

anH kkH 00H

kk = Note number GOH - TFH { ¢ = 127)
vv = Velecity ignored

n = MIDI Channel OH~ FH (1- 18)

When the Function switch is set at NOTE OFF = ON, the received Note Off message
mutes the sounds being reproduced.

. @ Note on
Status Second Third
SnH kkH wvH

kk = Note aumber QOH - 7FH ( 0 - 127
vv = Velocity QIH - 7FH ¢ 1 = 127
n = MID! Channel OH~- FH (Lt - 16)

Al sections can be assigned a chaanel (1 ~ 16) or OFF.
When the R -6 receives Note On on the MIDI receiving channe! of a Performance
Sectiom the instrument atfocated to that section will sound.

The Performance parameter to be cortrolled by Note number can be selected from
panel operation for each section. Received Note number will be converted into the
Performance Parameter before ihe instrument is reproduced.

When Instrument Section and Performance Section are set at the same receiving
channet, priority is given to lhe Instrument Section. If more than one Performance
Section is set at the same receiving ¢hannel, they are reproduced sitwltanecusly.

The R -3 igneres Nole event when the Function switch is set at CH MESS = OFF.

@ Control change

< Panpot

Statyg Siecond Ihirg

BnH OAH vwH

v¥ = Panpot COH -~ 7FH (0 - 127 ) %2~
n = MIBI Channet OH- FH (- 16)

When a Panpot is received with the Function switeh set at PANPOT = ON, the
subsequent Note On's on the same channel cawse the instruments 6 sound on the same
pasition. To change the position Panpot of different value must be issued on that
channel. Refer to Fig. *2- 1 for Panpot values vs Positions.

Panpot is ignored if the Function swilch is set at CH MESS = OFF or PANPOT =
OQFF.

O Meodulation Depth

s Second  Thid

8nH 01H wH

nH 21H yvH

vv = Performance parameter value OOH - 7FH {( 0 - 127) *]=1
n = MIDI Channel CH- FH (1~ 18)

A Performance Pa can be assigned to ) Depth for each section (No

- Control - change = received can also be set).

The R~ 3, when it receives a Modulation Depth on the receiving channet of a particular
Performance Section, memorizes the value for that section.

And it converts this memorized value lo generate the Performance Parameler when
it reproduces a sound upoh feceiving a Node On.

Refer to Table * 1 =1 for refationship belween received control change values and
performance parameters

The R-$ does not recognize Control Change if the function swilch is set at CH MESS
» OFF.
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[4. EXCLUSIVE COMMUNICATIONS]

Wilh the R - 5, Exclusive One Way Messages can be used for transferring of sound
parameters and bulk dumping/loading of the intemal memory.

In Exclusive message, the model [D is expressed by 2CH and device ID by the basic
channel number. In acteal data, the value of device ID is smaller the basic channel
numeer by 1,

B ONE - WAY COMMUNICATIONS

Request Data RQ1 11H
wte Deseripti

FOH Exclusive status

41H Manufacteres 1D {Roland)
DEV Pevice 1D

2CH Model ID (R-3)

EHIH Command 1D (RQ1}
aaH Address MSB

aaH Address

aaH Address

aaH Address 1SB

ssH Size MSB

ssH Size

ssR Size

ssH Size LSB

sum Check sum

FTH EOX (End of exclusive)
Data set DT1 E2H

bt Deseription

FOH Ex¢lusive status

41H Manufactures 10 {Roland)
BEV Device iD

2CH Model ID (R-5)

12H Command 1 (0T}
aaH Address MSB

aaH Address

2aH Address

aaH Address LSB

ddH Daia

sum Check sum

FH 20X {End of exclusive}

The R—5 sends parameter (s} by using one way communications in either of the
following cases.

L. MID]l Bulk Dump is execuicd.
(A group of designated parameters are sent.)

2. ENTER Key is pressed during Sound Edit.
(The sound parameters of the sound being cdilted are sent)

The R -5 receives parameler {8) by using one way c ications in the following
case,

The R - 5's sequencer is stopped and EXCLSY RX of MIDI FUNCTION SW is ON.
Also note that Song data and Patltern data can be received on All songs, All patierns

or one paltern basis while the remaining parameters can be received in a unit of
mapped one byte.



- [5. PARAMETER ADDRESS MAP]

Addresses are shown in 7 - bit hexadecimal

t Address | use | | I LB |
| + 1
| 8inary § 0aaa aasa | Obbd dbdd | Doce cece | 0ddd 9ddd |
| -1t hex. I LT B = m |

B Parameter base address

{ Start | ]
I address | Descriptlon 1
| + |
i 00 00 00 06 | Sound Parameter ¥l #5-1 |
| 000000 0A | Sound Paraseter #2 i
I HE H |
| DO 00T 225 Sound Parameter #34 |
| i
| 000100001 Copy Instrusent 52 |
1 |
| 60030000 Perforsance Parameter £A-1 -3 |
| 00030008 ) Performuxe Parameier #A-2 |
| L H i
1 000300 8 | Ferformance Paraseter #A-16 |
| 00039100 § Perforsance Parameter #6-1 |
| [ | : |
{ 00030L 78| Performance Paraseter 2B-16 i
i 00030200 | Performance Parameter #C-1 1
| + : !
| 00030278 | Perforsance Paraseter §C-16 |
| 000303001 Performance Parameter #D-1 |
| H| B i
{ 00030378 Ferformance Farameter 3D-16 |
| ©0 0304 00 i Perforsance Parameter $E-1 |
| HE | : |
| 000304781 Performance Paraseter 2E-16 i
| 000305001 Performance Parameter si-1 i
| N H |
| 00030578 Performance Parameter -18 |
i |
T 00 Q400 Q0 1 Feel Patch $0 54 |
| 00 04 00 5C | Feel Patch 31 !
| H | H 1
1 00040504 | Feel Patch #7 1
| -l
P 00050000 ¢ last Asslm $5-8 |
| |
| 0006 0D OD | Level 956 |
[mmmmmmenmen e PR H
{ 00070000 WIDE date #5-7 !
! -1
| D003 ODCO ! Systemdata #5-8 |
|---- + |
| 01000000 ]| $ongdata "5-2 ]
] )
{ 02000000 | PIN 00 data #5-10 |
1 D202 Q000 % PTX 0L date |
| : 1 H !
| 03460000 | PTK 99 data i
PR - - -
*65-1 Sound Parsmeter

—
t Offset 1 I
i address | Descrlption |
| --==]
| 00 00 | 0000 aasa | Prich data dIt3-0 0 - 480 |
| 0D 0L | 0000 bbb | biti-4 |
| 00 02 { 0000 Q00c bitd |
| 90 02 § 000D DODa | sign Pitch 0 -1 (0eplus |
t ! | E*zlnus) |
! 90 04 | O0sas aasa | Decay for Partlal-l1 0 - 127 E
| 00 05 | Oaaa sasa | Decay for Partlal-2 0 - 127 3
| 00 08 | 0000 aasa | Nuance 0-15 |
| 00 07 | 0000 saga | Qutput Assign 0«10 |
| | | (LEFT3-1, CENTER, |
| | ! RIGHE1-3, WULTA2-4) |
1 00 08 | 0000 a3az | Assign Type 6-9 |
3 | 1 (EXC1-3, W0NO, POLY) |
| o6 0% § 0000 daas | Sensitivity Curve 0-7 |
i I | a - 8 |
1 -- |
I Total size 1 62 00 00 ¢A 1
.

*6=2 Copy lnstrument

1121716, 1/24,
1/32)

1 Otfset i 1
| address | Description |
| |
| 40 00 | OUs2a asaa | COPYOL Source instz ¢ - 83 |
i 00 D1 { Oaaa aaaa | COPYO2 Source Inst# 0 - 93 I
| 1| : | H i
| 00 19 | 0aas aasn ) COPY25 Source Instd 0 - 83 |
fmmms + |
| Total size | 00 00 00 1A |

+5-3 Performance Parsmeter
| Offset | |
| address | Deseription |
1 + |
| 00 00 | 000D a2za | Pitch data dIt3-0 - 480 1
| 0 01 | 0000 bbbd | H Bit7-4 |
3 00 02 1 0000 000¢ | H bit3 |
} 00 03 | 0000 0002  sign Pitch 6 -1 (0plus |
| | 1 tralug) |
| 00 04 | 0Oasa saaa | Decay -§3 -~ #5329 |
| 00 05 | 0000 asaa | Nuance =T - a1 |
§ 00 06 1 9000 0saz | Pan 0-1 |
| | i (LEFT3, 2, 1, CEXTER, 1§
| | | RIGHTL, 2,3,0FF) |
| €0 02 | Owoox woxx | dusmy (dgnored Ef received) |
3 1
1 Total size E 00 00 00 08 |
# 2"s-corplesent

15-4  Fael Patoh
| Ottset | I
| address | Descrlption |
| |
3 0D 00 | 0asa aaaa | [nsid for INSTI ¢-9 |
i H | : | |
| 00 0T | Ozas aasa § Insts for LKSTS 0-83 |
| |
| |
| 00 08 | 0000 dcba | Inst sw for FRSTL |
1 i | a: Yelocity 0 -1 (OFF, 0N} L
i 1 | b: Decay 0 -1 (oFF,00 |
1 | | c: Pitch 0 -1 (OFF.ON) |
| | | d: Nuance 0 -1 (OFF.ON} |
| | : | : |
| 00 OF | 0000 dcba | Lnst sr for INSTS |
| i | a: Velocity 0 -1 (OFF.00) §
i | bz becay 0 -1 (OFF,08) |
| | 1 ¢ : Piteh 0 -1 (OFF,08) |
| | | & : Nuance 0 - 1 (FF,08 |
| ===~
| 00 10 1. 0090 deba | Randoa sw |
| | 1 a Yeloeelty 0 - 1 (OFF, 0N} |
| | 1 b Decay 0 -1 (OFF.ON} |
| L | ¢ : Pitch 0 =) (OFF, 0N |
| i | d: Kuance 0«1 (OFF,ON) ¢
1 !
H 00 11 | 0000 aaaa | Random Probabllity for Yelocity t-3 |
| 00 12 | 000D 2aaa | Randow Prebablifty for Decay 1-38 1
| 00 13 | 0000 saza 1 Randem Probability for Piteh 1-8 1
| 00 14 | 00OD 8aza 1 Random Probabl)ity for huamce 18 |
| i
| 06 15 | 0000 0aaa | Random Depth for Velocity 1-4 1
| 00 16 | 0000 0aaa | Randoa Depth for Decay 1-4 1
| 00 17 1 0000 0aaa | Random Depth fer Pltch 1-4 1
1 00 13 | 0000 0aaa | Random Depth for Nuance 1-4 4
| I
| 00 19 | 0000 deba | Groove sv 1
| | I a: Yelocity b- i {CFF, 08 |
| l | b Decay 0 -1 {oFF, 05} |
t | | e:Plwh 0 -1 {oFF, 0N} |
t i | d : Kuance 0 - 1 {OFF, 08} |
e bt bl 1
i 00 1A | 000G asaa F Groove Type 1-8
|
! 00 1B | 0000 Daza | Groove Step 1-7
|
|
|
]

!
f
1
(LA, 175, 178, |
i
!
1
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' 00 50 1 Qoo oux | dusay {Igored If recelved)

H 00 51 1 o wox | duamy {Ignored If recelved)

1 |
| 00 1C | | Groove Yelocity offset &1  #5-4-1 |
i H t : |
1 [T | Groove Velocity affset 3% |
-~ - -- |
| Groove becay offset 81 #5e4-1 |
| : i
| Greove Decay offset ¥ !
i Groove Piteh offset 31 5-4-1 7
I : !
| Groove Fltch offset 2§ i
00 4C 4 t Greove Nuance offset =1 #5-4-] :
He ! H i
! 00 5A ! | Groove Nuance offset 73 1
e i
' Towal size | 06 20 00 ¢ I
oo mmieessesseemmmmemmmememmmemeeeSiEeSSSEESEEEEsREnesssamm—msnn +
*5-4-1 Groove offest
! Offset 1 t
aodress | Descriptlon i
Teumnaua B et L P LY R L L L L I
. 00 1 0a3aa aaaa i absolute value 0-99
' 01 1 0000 0003 ! sign blt 0-1 i
! { ! (0=plus, 3*alnus) |
jesrcomecommmamen e e e [ T L LE LT TR T {
I Total slze P00 00 00 02 H
*5-5 lnet Assign
ematemsrEmEAneaammmmmaammeaommaammen R
1 Offset b i
. address | Description |
immm-- - |
1 40 00 | Oa2a aaaa | Insts (Pad A-1) 0-9 |
: Ha : | : 1
1 00 0F | Qaaa aaaa | Insts (Pad A-16) 0-63 |
| 00 10 ¢ 0aza aasa | Inst# {Pad B-1) 0-93 i
1 HE| H i H !
i 00 IF | Oaza 2aza | Inst2 {Pad B-16) 0-93 i
t 00 20 | Opaa 2a2aa ! instz {Pad C-1) 0-493 b
| : i : |
' 00 2F | 0233 2233 | inst? (Pad C-16) -9 1
P 00 30 1 0Ossa 33 | fnsts (Pad O-1) -9 i
f B H | H 1
H 00 3F 1 0asa azas | [nst® (Ped D-16) 0-93 !
i 00 40 1 0asa assa ! Inste (Pad E-1) q-93 1
. HE H I : |
L 00 4F | 0asa aaaa | Insi¥ {Pad E-16) Q-93 I
: |
|
1
|

1

1
L 00 52§ Quon oo | dusay {ignored If recelved)
. .

!

b 00 33 ¢ (asa azsa | Insts (Muitd)
|odmsmmm e rma rrrmmamana
Total size 106 00 00 54
*5-6 Lavel
1 Offset 1
! dress ! Pescription

00 00 | 0000 aaaa | Level for Inst &1 0-15

90 01 } 9000 aasa | Level for Inst a2 0-1%
i : | H

i 00 5D 1 0000 aaaa | Level for Inst #34 0 - 1%

S

i Total size |1 00 00 00 SE

xE-7 MOl dete

i Offset |
i address i

Description

i !
HE| H ! :
40 50 { 0000 azaa | Tx Channel for Inst 294
t ! |

'
I Q0 00 | 0000 g3aa | Tx Chamnel for [nst 5t

0-15
a - 1l
1
0-15 |
a - s

! -
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i ob SE | 0ok oo | dummy (12nored 11 received) - H
i H | H i H H
| 00 77 | Oxxx oo | dusay {[gnored 1f received) H
| - - i
| 00 75 ¢ 0002 aaaa | Rx Channed (Perform Secilon 1) ¢ - 16
! | | (1-15, OFF};
| 00 79 | 000a azas | Rx Channet{Perform Sectien ¥2) & - 16 .
{ | 1 {1-16, CFF)
| 00 7A | 000a aana i Rx Channel (Perform Section #3) 0 - 16 .
: ! i {1-16, 0FF) ;
1 00 T8t 0004 aasa i Rx Channel (Perform Section =) 0 - 1
i i t (1-16,0FF) .
Jmmm emmmm m g e —— rmvemrsrnanmmmnnnamanres R
i 00 TC | | Yote No. for Inst =1 5+ :
00 7€ | | Note No. for Inst 32 H
H | i H '
02 3 4 i Sote Xo. for inst =34 .

02 38 | dx e | duaay (Ignored [f received)

1 | :

02 6B 5 o oo | dusey (ignored If recefved) i

02 6C 1 0000 dca | Function sw

i
!
b
b
i
i
!
|
l. - -
I
|
t
[
1
|
|

| P a: CH MESS 0 - 1 (OFF,0%) :
i | b : KOTE OFF 0 -1 (OFF,08) |
1 1 e PANPOT Q- 1 (OFF, 0% |
t !4 : PROG CHG G - 1 {OFF.08) °
R,
02 60 | | Control Change Paraseter

i 0z IF | i Perforaance Section sl

b 0305 | | Performance Section 22

b H | 1 H

! 03l i Performance Sectlon 4

IR LR L e L LR r———— -

i Tetal slze 1 00 00 03 17

o,

5 =T« 1 Noted
1 0ffset [
| address i Description

00 | Oaaa aaaa | Nete No.
OL | 0000 Q002 | ON/QFF sw
1 1

¢-1 !
OFF.0N)

I
I
!
I
{
B

Total slze | 00 00 00 02

aa-

#5-7-2 Controt Chanpe Paramster

| Offset I

| address | Descriotion

|-- .

| i | Medulation

' 00 1 0Qaaa aaaa ! Coatrob [nsis

t 411 0000 0gaa | Contro? Paraseter
I i !

f 1 !

4 1 I Controkler=1

i 02 | 0aaa aaaa | Contret Insi?

b 93 | 0000 0asa ¢ Coatrot Parameter
b | !

{ | 3

1 | t Coatroiler-2

! 04 | 0223 3aza | Control insts

1 05 1 0000 0asa [ Control Parzmeter
i | b

1 ! f

i | | Cortroiler-3

i 04 i Ozsa zaza | Controi [nst?

i 05 | 0000 Dasa !  Control Paraseter
i ! !

| f 1

| i i Controller-4

1 04 | DQaax aans 1 Control Inst?

1 05 | 0000 Dasa | Control Parameter
1 ! !

| i |

| 1 i Coatroller-3

) 04 | 0323 2333 | Control insts

1 05 | 0009 Gaaa | Controi Parzeeter
| | )

I 1 i

0-93

04
{PITCH, DECAY.
NUAKCE, PAX.OFF)

6-93

0-4 i
{PITCH, DECAY,
NUARCE, PAX. OFF)

0-9 :

0-4 :
{PITCH, DECAY, i
SUAKCE, PAX, OFF)

0-93

-4
(PITCH, DECAY,
NUANCE, PAX, OFF} i

¢-9 1
9-4 :
(PITCH, DECAY,
XUANCE, PAN, OFF) |

0-33

1-4 .
{DECAY. SUANCE. -

PAN. OFF)



| { | Controller-6 |
{ 04 | 022z 2saa | Contrel Inste Q-9 i
b 05 | 0000 0aaa | Control Parameter 1-4 |
! | | {DECAY, NUAKCE, |
1 I | PAN, OFF) 4
| | 1 Controlter-7 1
| 04 | Oasa maaa | Control inst¥ 0-93 |
| 05§ 0000 0aaa | Control Parameter 1-14 |
1 | | (DECAY, NUANCE, |
i | ! PAK, OFF) |
| ! | Contreller-8 |
I 10 | Osaz aaza | Control inst? 0-93 |
1 11 | ooob taza | Control Parameter 1-4 i
| | | {DECAY, KUANCE, )
i 1 | PAN, OFF) |
| |
| Total size 1 00 00 00 12 |
I P R .

#5+~T7-3 Parformance Seotion
e e ememmemmnmeueRmmemesmemmm=eememmmren = N
I Offset ! |
| address | bescription |
e [ S SR E |
| 00 | 0aaa azaz | Control inst# 0-93 |
I 0L | 0000 00aa | Parameter{Fotes Controlledd 0-3 |
| r ! {PITCH, DECAY, |
i | ! KUAKCE, PAS) {
! 02 | Oaaa asaa | Center Notes 0-127 |
t 03 1 0saa aaaa | Keyboard foliow -9 |
| 041 Do woex | odumay {ignored §f recefved) |
1 05 | 0000 Daza | Paraweter(WODUL Controlled} 0 -4 |
! | | {PITCH, DECAY, |
I 1 | NUANCE, PAN, |
| t ! QFF) |
|ormmmnmmmmnmnas ---- |
| Total slze 1 00 00 00 0% !
-- -4

#5858 System data

- -t
| Offset !
| address Description !
------------------------------------------------------- 1
0000 0038 | Sync mode 0-2 |
! CINTERKAL, |

NIDL TAPE) )

1-8 1
{174, 176, 1/3, |
1/12,1/16,1/24,
1/32, 1748, HIGH) |

1
#5-8-1 ]
|

Total size 1 Q0 00 05 06 |
*5-8-1 Metronoms Set

---------- +

1 Offset I 1
| address | Description |
|=== - -- |
I 00 L 0000 Qzaz | Interval 1-7 !
i 1 | /4, 3/6,1/8, |
! | | 1/12, 1138, 1/24, |
| 1 1 /30 |
| 01 | £000 003z | Mode 0-2 1
| | | (OFF, ENPTY, REC 08} 1
1 02 1 0000 asaa ! level 0-15 |
! 03 1 0000 aszs | Output 0-10 H
i } | (LEFT3-1,CENEER, )
! | | RIGHT1-3,040LT12-4) |
[==- t i |
! Total size | 00 00 00 04 |

*5 -8 Song date

Data included in tine area are: Song data, Song name, Song chain and Initial parameters

of Songs © to 5.

When the datla in (his area are transmilted from Bulk Dump operation, the size of the

data depends upon that of Song data

If you want to send Data Request to the R- 5 in this area, set the a2ddress to 01

00 00 00, and the size to 01 00 00 00

The R-~5 ignorcs Data Requests which designate different address or size.

No data in this arca ¢an be transferred in a unit of one byte.

*5-10 Pattern dats
Dala included in the area ane: Rhythm data, Time signaiure, Number of measures,
Flam interval, Flam ratio, Swing point, Swing delay and Feel patch number in each
pattern.
When the data in this area are transmitted from Bulk Dump operation, {he size of the
data depends upon the number of notes.
if you want to send Data Request lo the R- 5 in this arca, sei the address and the
size as follows.

one pattern ==eeeee address = the address of the pattern
size = 00 02 00 00
all pattern +eseevr address = 02 00 00 00
size = (1 48 00 00
The R-5 ignores Data which ¢ dilferent or size.

Mo data in the arca can be received in a wnit of one byle.

00 00 00 09
00 DL 00 00
00 03 00 00
| Perfors Param
|
{
|
|
|
i
|
|
00 04 00 Qp  #esmmmmmmmmmseee-
| Feel Patch
[
}
|
|
!
|
|
1
i
000500 00  dnem-ommmmmmmmeeo
| Inst Assign
00 06 00 00 #-m--memmemonaees
| Level
fmmm e
1
|
|
1
1
|
|
'
00 0700 00  #--mm--mmmmmeeens .
| HIDL data
00 08 00 00  #-=-em-emmeeeeee-
| System data
0100 00 00 #=msvomammemmom-
| Song data
0Z 00 0D 60 #---weevmmmmmmmms
| Patlem data
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HUMAN RHYTHM COMPOSER (Instrument Section)

MIDI Implementation Chart

Date : Mar. 25 1989

Model R—5 Version :
. Transmitted Recognized Remarks
Function =+«
Basic Default 1-16 1—-186 Memorized
Channal Changed 1-16 1-16 {Non = volatile)
Default Mode 3 Mode 3
Mode Messages X X
Altered L EESEREEE X
Note . 0-127 *®2 0-127 * 2 Assignable to each
Number True Voice % ok % ok ok ok ok k% instrument
. Note ON ¥1 9n v=1-127 *1 b v=1-127 n=Inst Ch %3
Velocity .
Note OFF X 9n v=0 X b= Basic Ch
After Key's X X
Touch Ch's X X
Pitch Bender x b4
1. 33 * 1 * 1 Modulation
10 x * 1 Panpot-
18, 48 * 1 % 1 General purpose control — 1
17, 48 * 1 * 1 General purpose control — 2
18. 50 * 1 * 1 Genearal purpose control — 3
19, 51 * 1 * 1 General purpose control — 4
Control
Change go| %1 %1 General purpose control — 5
a1 * 1 * 1 General purpose control — &
82 * 1 * 1 General purpose control — 7
83 * 1 * 1 General purpose control — 8
Prog % * 1
Change True # ok E Kk K
System Exclusive O * 1
Svstern Song 'Pos QOSYNC = INT/TAPE O SYNC = MIDI
Y Song Sel OSYNC=INT/TAPE | 5 SYNC = MIDI 0-5
Common x
Tune x
System Clock QO SYNC =INT,/TAPE O SYNC = MIDI
Real Time Commands O SYNC = INT/TAPE O SYNC =MIDI
Local ON,/OFF b X
Aux All Notes OFF X X
Message Active Sense @) X
Reset X x
Notes *1 Can be sst to O or X manually and memorized.

*2 Can be changed manually and memorized.
*3 Transmit channel of each instrument can be changed to 1 to 18

manually.

Mode 1: OMNI ON, POLY
Mode 3: OMNI OFF, POLY

Mode 2: OMNI ON, MONO
Mode 4: OMNI OFF, MONO

O : Yes
X : No

1.00



HUMAN RHYTHM COMPOSER (Performance Section 1 —4)
MID! Implementation Chart

Model R—5

Date : Mar. 256 1989

Version

. Transmitted Recognized Remarks
Function =<+
Basic Default X OFF Memerized
Channel Changed X OFF, 1 - 18 * 2 (Non - volatile}
Default X Mode 3
Mode Messages % X
Altered % K K ok % ok ok ok ok
Note . b4 0-127
Number True Voice KoKk ok K Kk K R
Velogit Note ON X O8n v=1-127 n = Section Ch
4 Note OFF x X
| After Key's X x
Touch Ch's x x
Pitch Bender X x
1, 33 X * 1 Modulation
10 x * 1 Panpot
Control
Change
Prog x X
Change True # & ok ok ok % ok %k ok ok
System Exclusive X X
Song Pos x X
Common  Song 54 x x
Tune X X
System Clock b3 b
Real Time Commands x X
Local ON/OFF X X
Aux All Notes OFF X X
Message Active Sense X X
Reset X X
Notes

¥ 1 Can be set to O or X manually and memorized.
(for each Performance Section)
*¥2 If channel is set to OFF, R—8 cannot recognize any message.

Mode 1: OMNI ON, POLY
Mode 3: OMNI OFF, POLY

Mode 2: OMNI ON, MONO
Mode 4: OMNI OFF, MONQ

O ! Yes
X : No




Specifications

SPECIFICATIONS

R-5: Human Rhythm Composer

@Sound Sources
Internal Instrument Vouces : 68 types
Copy Instrument Voices : 26 types

{Sound Parameters)

Pitch: * 4 octaves (in 10-cent units)

Decay: 0to 127

Nuance: 0to 15

Output Assignment: Multi Out 1 - 4/ Stereo Out (7
orientations)

Assign Type: MONO/POLY/EXC1t08
Sensitivity Curve: 1t0 8

@Rhythm Patterns

Preset Patterns: 32

Programmable Patterns:
100 available
Max. of 99 measures per pattern
Total of 2,600 notes for 100 patterns
Storable Data:

Velocity/Pitch/Decay/Nuance/Pan

®Songs
6 available (max. of 999 measures)
Storable data:
Initial Tempo/Initial Level/Rhythm patterns/
Repeats/Tempo Changes/Level Change/Label
@Feel Patches: 8 available

@External Memory: Audio-use recording tape

@Timing Resolution of Sound Production :
1/96 note

@Tempo: 40 to 250 beats per minute

208

@®Display
LCD display (16 characters, 2 lines)
Tempo Indicator/ Pattern [ndicator/ Song Indicator

@ Control Section

[Front Panel]

Value Slider

Volume Slider

Song Button

Pattern Button

MIDI Button:

Instrument Assign Button
Tape Button

Utility Button

Sound Button

Performance Button

Feel Button

Pad Bank Button

Multi Button

Condition Button

Scope Button

Cursor Buttons (E Ve EI)
Page Button

Tempo button

Level Button

Numerical Keys

EXIT Button

ENTER Battcn

Parameter Up/Down Buttons
Parameter Select Button
Start/Stop Button

Roll Button

Flam Button

Shift Button

Pad Keys 1 to 16 (equipped with touch sensitivity)



[Rear Panel]
Power Switch

@Output Jacks

Multi Output Jacks 1 to 4

Stereo Output Jacks (R/L (MONO))
Headphone Jack

@®Connectors

Start/Stop Jack

Tape In Jack

Tape Out Jack

MIDI Connectors (INJOUT/THRU)
AC Adapter Socket ( £ 10 V)

@®Dimensions
340 (W) X 215(D) X 60(H) mm
13— 3/8"7 x8—7/16" x2—3/8"

@Weight : 1.85Kg
41lb loz

@®Power Consumption:
117V : 7.5W (ACH-120)
220/240V : 5.5W (ACH-220, 240E/A)

@®Accessories

Specially dedicated AC adaptor {ACH Series)
Owner’s Manual

R-5 Guidebook

Quick References: Modes/ Instruments/ Sound
Data Flow chart/ Parameters

MIDH Guidebook

Warranty Information

List of Service Stations

M Specifications

@ Options
Pedal Switch (DP-2)
Footswitch (FS-5U)

* The specifications for this product are subject to
change without prior notice in the interest of

improvements.-
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Index to Terms Used

Index to Terms used

{A]

Ahgn ................................. 104
AllPattern Clear -+~ ++vrrrrerernsanaanrns 124
All Song Clear ......................... 123
ASSign Type ............................ 96
Available Memory ...................... 124
(B]

Basic CHannel- v orrrrrrcrrrnrersmusns 141
Basic Screen ............................ 37
Bu]k Dump ............................ 1 5 i
(&

Center Note Number +-»ccvvvevervreeenns 146
Channel Message = -+ +++corerrreocnens 148
Channel Message Switch » +++ -+ v v reeeeeens 148
Clear ................................. 125
Condition Function -+ --+--rrervveneerans 122
Col-“inue P]ay ........................... 76
Contfol Chaﬂge ........................ 144
Copy Instmment ........................ 100
D)

Decay .......................... 58’ 94, 102
[D]

Bdit Mode <~ «--t-vrrrrrraranasnnncainns 17
Edit Screen »-vrerevesrrrrcesaearnnnnnans 37
Error Messages - -+« r v crrererriaeaians 170
[E]

Exclusive Message -+« =+« rcrcornereea 151
Exclusive Switch « -+« vrvrrenieenne 150
(F]

Feel Edit Mode -+« v rrvvrsreneennninns 18
FeelPatch -« -« v v cv e v e, 108
Flam «-+oovvereanreeronniennineans 31,34, 41
Flam Interval - - ccc v inninenanennns 34
Flam Ratio < -« vcetreerarmrannnanarns 34
FunCtiOﬂ SWitCh ........................ 148
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[G]

Groove ............................... 10 8
Groove Select - v rrrrrrecriaiarn s 110
Groove Stﬁp ........................... 110
Groove Switch »+++v-rrrrener e, 111
Groove Type .............. . ............ 1 10
(1

Index Search Function =+« «-orevreeninnnnn 45
Initial Level - rvrrerrorraaaaann e 79
Initial Tempo « - -crvererrarr e 79
Initiglize ««cs+ v iiiiiiii . 125
Instroment ASSIgn -« s rere v 88
Instrument Assign Mode ~---- - rrereeens 18
Instmment Change ....................... 48
Instrument Section -« -+ - -+ - e 140, 141
Instrument Select ++-------rerr e 111
Instrument Switch =»veceverrerea 112
(K]

Keyboard Follower: < - <o vovvvevnaannn 146
[t

Label sorvrrreonnsmanstnnnanansannnnnens 73
| 3 O I e R R R I 106
Level Change -+ v rcreremrrsraeerono 72
Load «-cvvvrrrrrenasneciinrannaaioians 133
(M]

MainMode ««coveeecieniinii o, - 17
Menu Screen»rrrer v es s tiiiiiinaiiey 19
Metronome ~ -~ - -+ -+ s v 33
MIDIMode: -+« eecrrrrrrienieiiiaian, 18
MOQE + <o+ v v e sretsia it et 17
Multi ASSlgn ............................ [*14]
[(N]

Nole Message .......................... 142
Note Number .......................... 143
Note Off .............................. 148
Note Off Switch « v vcererrrrrrrrirnnnans 148
Nuancc ......................... 58, 95, 102



R-5 Quick Operation Mode Table

EMain Mode -

@®SONG ®PATTERN oMIDI
{ i ! B l
- N
—:—f Saong Playing I [ Menu Screen '4—_I—Pm" Playing [anogmrnmabla Pattern) l Mecw Screen '— :: mlmmmntmnm
exiT b T syt EXIT -
2 A - Step Writing ! ;i;
——] Song writing : —
exit AT Trace e H EXIT TPAGE
| | Wire —l E I PRGE E Trargme Ch
AT, Leace s 1 Pace H EXT
H " Scope Edit \ r
e T ]| 2 |
£av ) \ —
e/ ——— i EXIT
3, X
——] Real-ima Wnting T Conrol Crange
Ear Trct Eé%r
Real-ome Eatg =
ent £XT
A 2
= Pattem Puaying | (Preset Pattern} —E—m
gar et
X
>
EXIT
4
Y
EXIT
®Instrument Assignment | @ TAPE @ Utility
INST ASSIGN uTILITY
! m | T { T
Iy N e [y S LT
xr EXT Xt
: 2 )
= [
240 Ext EXIT
3 2
L ]
EXIT X

BEdit Mode

®Sound Editing

®Ferformance Editing

PERFORM

i il ! G
— Sound Paramerer = Pech P
[t seroon =SR] | [otems seen J—=—{Ei="]
" EXIT
l i
|

m
%
3

JE]
] — und Parameter
— Irvtaizing
EXIT

m
=
=

iH

Clear

m
-
=

®Fee! Editing

l X
=
Exr 1oae
i
EXIT
| Page
romec s
EXIT
~5
— B
=
exv | Page
| PaGe
Rangom F;
EXIT S\:rilch aoor PGE
| paGe
304
| PAGE
I |
BT 1
£
=] _Pwen coy |
30
—_ Foal Patch
— Cloar
EXIT
&
| -] Fosl Patch
— PIritializing
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Hinstrument Table

INST = DISPLAY INSTRUMENT NAME INST# DISPLAY INSTRUMENT NAME
* DRY_K1 DBRY KICK 1 51 COWBEL |COWBELL
*2 DRY_-K2 DRY KICK 2 52 TAMBRN | TAMBOURINE
*3 WOOD-K WOOD KICK 53 SHAKER SHAKER
x4 DBL.-K]1 DOUBLE HEAD KICK 1 54 MUT-CG MUTE HIGH CONGA
+5 | DBL.K2 |DOUBLEHEADKICK?2 | . 55 | SLP.CG | SLAP HIGH CONGA
*5 SOLID SOLID KICK 56 OPN_CG | OPEN LOW CONGA
*7 ROOMKI RCOM AMBIENT KICK 1 57 AGOGO AGQOGO
*B ROOMKE2 ROOM AMBIENT KICK 2 58 WHISTL WHISTLE
*g | MONDO MONDO KICK 59 BONGO BONGO
oox0 | ELEK | ELECTRONICKICK | . *%60 | CAN | CAN . ... ..]
*11 woCD-S | wOOD SNARE * 81 SURDO SURDO
*12 OPEN_S OPEN SNARE * * B2 BLAST BLAST
*13 TIGHT TIGHT SNARE * %53 BACK.-S BACK SNARE
*14 FAT.S FAT SNARE 84 BACK_C BACK CYMBAL
%15 | IMPC_S  |IMPACTSNARE i ° x85_ | FING-B __|FINGERBASS . |
*16 JAZZ_S JAZZ SNARE * fif SLAP-B SLAP BASS
*17 OUCH.S OUCH! SNARE *67 ACO_B ACOUSTIC BASS
*18 RVB.S REVERB SNARE 68 REST REST
*19 RIM..S1 RiM SHOT SNARE 1
_______ «20 | RM-S2  |FIMSHOTSNARE? _ |
* 21 RIM_S3 RIM SHOT SNARE 3
* 79 ELE.S ELECTRONIC SNARE
*23 BR_HIT BRUSH HIT SNARE COPY SOURCE INSTRUMENT
24 BR_ROL BRUSH ROLL SNARE INST* INST# INSTRUMENT NAME
| % | SIDSTK |SDESTICK | *1 28 DRY TOM 3
* 26 DRY-TI DRY TOM 1 *2 31 ROOM AMBIENT TOM 3
*27 DRY-T? DRY TOM 2 *3 34 ELECTRONIC TOM 3
*28 DRY.-T3 DRY TOM 3 *4 37 JAZZ TOM 3
*29 ROOMTI ROOM AMBIENT TOM1 || . *5 | 38 .1 FXTOM ...
_______ 30 | ROOMT2 | ROOMAMBEENTTOME||  +6 a8 FX TOM
*31 ROOMT3 ROOM AMBIENT TOM 3 * %7 39 CLOSED HIHAT
*32 ELE_TI ELECTRONIC TOM 1 *x8 a9 CLOSED HIBAT
*33 ELE.T? ELECTRONIC TOM 2 * %9 40 OPEN HIHAT
*34 ELE_T3 ELECTRONICTOM3 | **10 | 40 ] OPENHIHAT . ]
Lox35 | JAZZTI | |JAZZTOMI ] 1l a2 CRASH CYMBAL
* 36 JAZZT? JAZZ TOM2 12 42 CRASH CYMBAL
*37 JAZZT3 JAZZ TOM 3 13 42 CRASH CYMBAL
*38 FX_T FX TOM 14 47 808 HAND CLAP
* * 39 CLSD_H CLOSED HIHAT L a8 | TIMBALE ... ]
x+4) | DOPEN.H |OPENHHAT . | 16 50 CABASA
4 PDAL_H PEDAL. CLOSED HIHAT 17 51 COWBELL
2 CRSH-C CRASH CYMBAL 18 56 OPEN LOW CONGA
* x 43 MLLT-C MALLET CRASH CYMBAL 19 57 AGOGO
* x84 RIDE_C RopEcyMBaL | 1 58 | BONGO .. ...
x*45 | RDBL.C |RIDEBELLCYMBAL | * %2 40 OPEN HIHAT
46 BELL_C RIDE CYMBAL BELL 2 58 WHISTLE
47 g08CLP 808 HAND CLAP 23 49 CLAVES
48 TiMBAL TIMBALE 24 47 808 HAND CLAP
48 | CLAVES |CLAVES IO I A 53 | SHAKER . ...
50 CABASA | CABASA * 26 1= SLAP BASS

*The sound changes by changing the strensth of Pad Key hitting or the setting of Nuance.
#* The sound changes by changing the setting of Nuance.

=Roland
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