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Thank you for purchasing the BOSS DR-660 Dr. Rhythm. To take full advantage of the DR-660's
functions, and 1o enjoy long and trouble-free use, please read this owner's manual carefully.

H Front panel buttons in the text
In this manual, each button on the front panel is
represanted with the name printed on the button er
above the button.

[Example]

Chorus Button = [CHORUS]
Start Button = [START |
Cursor Buttons = [ /[ ]

Copyright @ 1892 by BOSS CORPORATION
Adl rights resarved. No part of this publication may be reproduced in any form without the permission of BOSS CORPORATION.
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Bl IMPORTANT NOTES

Be sure to use oaly the adaptor supplied with the unit. Use of any
ether power adaptor could result in damage, maifunction, or
electric shock. ' s

[Power Supply]

@ When making any conpections with other devices, always turn
off the power to all equipment first; this will help prevent
damage or malfunction.

@ Do not use this unit on the same power circuil with any device
that will penerate line noise, such as a motor or variable
lighting svstem.

@ The power supply required for this unit is shown on its
namepiale, Ensure that the line veltage of your ingstallation
meets this requirement.

@ When disconnecting the AC adaptor from the outlet, grasp the
plug tiself; never pull on the cord.

@ If the unit is 1o rematn unused for a long period of time, unplug
the power cord,

@ Avoid damaging the power cord; do net step on it, place heavy
objects on it etc.

[Placement]

@ Do not subject the onit 1o temperature exiremes{eg. direct
sunlight in an enclosed vehicle). Avoid using or storing the unit
in dusty or humid areas or areas that are subject to high
vibration leveis.

@ Using the unit near power amplifiers {or other equipment
containing large transformers) may induce hum.

@ This wnit may interfere with radio and television reception. Do
not use this unif in the vicinity of such receivers.

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

[Maintenance]

@ For everyday cleaning wipe the unit with a soft, dry cioth (or
one that has been slightly dampened with water}, To remove
stubborn dirt, use a mild nevtral detergent. Afterwards, be sure
o wipe the unit thoroughly with a soft, dry cloth.

@ Never use benzene, thinners, alcohol or sotvents of any kind, 10
avoid the risk of discoloration and/or deformation

[Additional Precautions]
@ Protect the unit from strong impact.

@ Do not allow objecis or liguids of any kind to penetraic the
unit. In the event of such an occurrence, discontinue uvse
tmmediately. Contact gualified service personnel as scon as
possible.

@ Never strike or apply strong pressure to the display.

@ A small amount of heat will radiate from the unit, and thus
should be considered normal,

@ Before using the unit in & foreign country, consult with
qualified service personnel.

@ Should a malfunction occur (or if you suspect there is a
problem) discontinue us¢ immediately. Contact guoalified
service persoanel as so0n as possible.

@ To prevent the risk of electric shock, do not open the unit or its
AC adaptor, :

[Memory Backup]

@ The unit contains a battery which maintains the contents of

memory while the main power is off. The expected life of this
battery is 5 years or more. However, to avoid the unexpected
loss of memory data, it is strongly recommended that you
change the battery every 5 years.
Piease be aware that the actual life of the battery wili depend on
the physical environment (especially temperature) in which the
unit is used. When it is time to change the batiery, consult with
quatified service personnel.

@ When the battery becomes weak, the following message will
appear in the display: “Battery Low!”. Please change the
battery as soon as possible to avoid the loss of memory data. -

@ Picase be aware that the contents of memory may at times be
fost; when the unit is sent for repairs or when by some chance a
malfunction has occurred. Important data should be stored in
another MIDI device (eg. a sequencer), or written down on
paper. During repairs, due care is taken to avoid the loss of
data. However, in certain cases, {such as when circuitry related
to memory itseif is out of order) we regret that it may be
impossible to restore the data.




B PANEL DESCRIPTION

[Front Panel]

Mode Select Buttons

Real time . Step Button
Up .~ Down

Numeric Buttons

Flam Button

Volume
Dial

Roll Button

Tempo Button
Brum Kit Button

TEMPC /DATA
Dial

|- Reverb Button

Chorus Button

Key Pads

[ AEC £TART STOF / EXTt

[/

..............................................................

/

Tempo indicator

Recording Button

Recording Indicator

Hesst Button

Pad Bank Button

Delete Bution

Copy Button

RN

Cursor Buttons

Enter Button

Stop ~ Exit Buttons

Backward ./ Forward Buttons

Start Button




WPANEL DESCRIPTION

[Rear Panel)

b (MOMY

O QB

Power Switch

MID! Sockets

AC Adaptor Jack

Stereo Output Jacks

Individuat Quiout Jacks

Headphone Jack

[Display]
Insert
C
Dor e Pad Bank
MCDE FUNC PAD BANK A B
SONG REAL INSERT TEMPO [r— — -—
PATTERN STEP COoPY
PAD EFFECT DELETE DRUM KIiT
UTILITY MiDI HEVERBINDA -— - -
QUANTIZE BEAT , ' , ' ’ '
NEXT PTN LENGTH CHORUSINDZ Vemmm® Tammn 7 eue
PART PATTERN
...................................................... ; PATTERN '-' ,—, ,”,
SONG ,-, 'ﬂn’ ,—,
...................................................... PAD NUMBER ~ onsmm -_—— a—
Mode Display
s Fart Number .~ Pattern Number.” Song Name.” Pattern Song Number Tempo
ong Name (Pad Number) )
Drum Kit
Patt Quantize ~ Beat Number .~ Origina! Pattern Number / Pattern | Pattern Number
atern Number to be played nex (Pad Number) Raverb
Chorus
Pad Parameter ./ Set Vaiue Pad Number
Individual Output 1
Effect Parameter /" Set Value
7 individua! Output 2
Uitility Parameter /" Set Value (Pau;m Number)
Instrument Number
MIDI Parameter.” Set Value instrument Number




B MAIN FEAUTURES OF THE DR-660

® The DR - 660 contains a 16 bit PCM sound source. The 255 high - quality sounds allow you to play virtually any

type of music, from Popular and Rock 10 Jazz, Latin and Rap.

@ The DR- 660 also contains 7 pre - programmed Drum Kits (a collection of percussion sounds} and allows you to

ereate 32 Kits of your own. One Drum Kif consists of 55 sounds. So it can create 3760 (55 ¥ 32) User's sound.

@ The unit features 16 *velocity - sensitive’ Key Pads which accurately respond to your touch, Each Key Pad also
responds to ‘aftertouch’. By varying the pressure on a Key Pad after it has been played, you can control the

volume of a Roll.

® Two on - board digital effects are available; Reverb and Chorus. The depth of the Reverb and Chorus effects can

be set independently for each Key Pad.

@ 1n addition to the 100 Preset Rhythm Patterns found on- board, you can create and store 150 Rhythm Patterns of

your own,

@ By combining Rhythm Patterns (250 maximum), you can make a Song. A maximum of 100 such Songs can be

played, in a predetermined sequence, using the Song Chain function.

@ The familiar ‘transport controls’ (§TART, STOP, REC, etc.) of the DR - 660 make it as easy to use as a tape

recorder.

@ Using the Pad Bank Layer function, an even wider variety of sounds is possible. Not enly can sounds be layered
{combined), Setting the Velocity Sense Curve to Fad Bank A and B in reverse, two different sonnds can be played

independently from the same Key Pad depending on how hard you strike the Pad.

@ Using the Realtime Pattern Change function, you can change Rhythm Patterns during play. This function allows

you to use the DR - 666 as a ‘preset’ rhythm machine.

@ MIDI IN/ OUT sockets permit synchronization with external sound modules, sequencers, ot drum machines, and

save the performance data to the sequencers.

@ Specified sounds can be assigned to the two INDIVIDUAL outputs - one to each cutput. These sounds can then be
processed and mixed independently of the others.
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Playing the DR -660

Now you can listen o the Demonstration Songs in memory or play the
Key Pads.

11



[1] Preparation

1. Connections

Before making any connections. turn alt of your equipment off. By doing so you can prevenl any damage ot maifunctien.

Headphones
(Roiand RH-B0 etc.)

FLOWER AT A2

‘ e 9
To AC Outlst % j =i l

[ =0)

AC Adaptor

<G ---eeeeeee
0T -

AUX, LINE IN

leﬁi..“.o /\/\
= B
HEED 2

e PODD® O

,
I
p

Monitor
(BOSS MA-12V atc.)

Stareo Set, et

To take full advantage of the unit’'s sound guality, use a sterec output (L/R) whenever possible.

# As a default setting, no sounds have been assigned to the INDIVIDUAL og'tputs_

#  For a detailed expianation about MID; connectians, refer to (P. B0).

12



{11 Preparation

2. Power up -

When you have made al the necessary connections, swilch on the vnits in the following order:

(3} Make sure thal the DR - 860 and all the other unils are correctly and securely connected and switched off.

@ Switch on the DR - 860 first then the other units such as i !

an amplifier.
PCWE |
25 gOFF

@ Adjust the volume with the VOLUME dial.

H . n R
.

I i
LP'rw STEPR wu Jy e dowm )
DE OO
P o
D (OO
— T T TR

TEMPE { DATA

VOLUUR
At WHNVIOUAY, =}

== = Fooaroar )

@ When powering down, turn off all the external equipment first, and then the DR - 660.

13



[2] Listening to the Demo Songs

The DR -660 coniains one Demo Song which highlight the unit’s qualities and capabilities. To hear these deme songs, follow this

procedure:

(I Press[ SONG/PTN |. MODE

The Display will read *“SONG" (Song mode). .4 BSONG

#  The Song mode is the default setting.

2 Seiect the Demo Song you wish to hear using the wout T o ——
TEMPO/DATA diatl. ,',_,,' ,'
rapT FATTERN — S
# The Demo Songs are located after Song Number 99 l-_-j I;_:l i -
- LORG — —— ——
and are indicated ag ¥ - — - ". Hirzsans 1
T
Song to be played (5ong Namae)
@ Press| START Jto hear the selected Demo Song.
The Tempo Indicator flashes with each beat and the Display shows the current status.
@ Press{ STOP/EXIT {to stop playback of the Demo Song.
If you wish to| STARTY |piayback from where it was stopped (Continue Play), press|{ START jagain.
1f you wish to hear the Deme Song from the beginning, press| RESET §, then[ START |.
Song Title Biographies of Composers
Steven G. Fisher
Arsenal Steven G. Fishar is currently the Percussion Product Manager for Roland Corporation

US as well as an accomplished drummer and percussionisi. Some credits include
many TV commersials, film scores, as well as albums and recordings with artists such

Music by as Maynard Ferguson, Dizzy Gilespie, T - Lavitz and the Temptations.
Steven G, Fisher His contributions to Roland Corporation inctude the factory preset patches for the
: R-BM Totai Percussion Sound Module, the "90's Dance” Rhythm Style Card for the
Cepyright @ 1882, CR-80 Muman Rhythm Player and, numsrous clinics and demanstrations,
Roland US

¥ Al right reserved. Unauthorized use of this material is a violation of applicable laws,

4
El
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The DR -

1. Pattern Play

@

g

660 contains 100 Preset Rhythm Patterns. You can listen 10 any Pattern you like:

Press{ SONG/PTN |. MODE

The Display will read "PATTERN" (Pattern Mode).

PATTERN

MEDE FUNL PACD AN K

Select the Pattern to be played (Numbers 00 — 899) raTTERN
using the TEMPO/DATA dial.

HEAL TEMPD

1
"
-

=R
3

E

I

o |,
-

: {:1 ﬁ ﬁ ¥ rartEan ' —r’
If you select a Preset Pattern, the letter * P " appears to ,E, oo ;ij = % ,"""" , ‘ ' '
chest 0 ot

the left of the Pattern Number. .F"'

’ Pattern Number to be played
PI'ESS. ::):1: o Fuke :::’;Mx A — —
The Tempo Indicator flashes with sach beat and the o ’ __“ ,
Display shows the current status, = ' ,m ,m‘

15—
) [t
o

F 41
If you select the next Rhythm Patiern {with the Numeric Shest D , '__' '_J
Keys) before the current Pattern is complete, the new
Rhythm Pattern will be played immediately following the
current ane.

oot Tone Va5 Suex

AEAL TEMIO

A
FATTERM ,

&F,
REFT PN

K PATTERM
- F' ! £

T2t

1
A
.
171
1
]
“’
L)
A ]
ey
a2 S,

e
i
T
LY

"
1

Pattern Number to be played next

Press| STOP/EXIT |.

if you wish to | STARY |playback of the Rhythm Pattern from where it was stopped (Continue Play), press [ START
i

i

if you wish to play the Rhythm Patiern from the beginning, press|{ RESET |, then{ START |.

again.

The tist of the Preset Rhythm Patterns is shown in “Chapler 8; [6] Preset Pattern Table” on page 110.

¥
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[3) Flaying Rhythm Patterns

2. Tempo Control .. .. it

You can set the tempo of a Rhythm Pauern anywhere within the range of 20 — 260 beals per minute (bpm).

@ Press{ TEMFO |. PAD BANK Iy
“TEMPQ” fiashes in the Display. < TEMPO: , -, ,m’
0
, _‘ [
@) Adjust the 1ampo with the TEMPO/DATA dial. Y

@) When you have set the desired tempo, press] TEMPO

again.

3. Reverb / Chorus

The following explains how to make the settings for the Reverb and Chorus effects.

(I Press| REVERB |. PAD BANK A

"REVERR" flashes in the Display

B I
“REVERS; ’_'

@ Set the desired Reverb depth by rotating the TEMPO/

DATA dial. : Reverb Depth =
@ Press[ CHORUS |. PAD BANK A

*CHORUS" flashes in the Display. ,“,
@ Set the desired Chorus depth by rotating the TEMPO/ ¥

DATA dial. Chorus Depth

For a detailed explanation of Reverb and Chorus, see page 76,
1

16



[4] Playing the Key Pads

When you hit a Key Pad. the sound assigned to that Pad will be played.

* The volume and tone quality will change in response to how hard you play.

(o ) (e ][ e
e G
[ o

1. Selecting a Drum Kit / Pad Bank

By selecting a different Drum Kit or Pad Bank, a different cotiection of sounds will be assigned to the Key Pads.

P

For a detailed explanation of the Drum Kits, see “Chapter 2; [1] Outline of the DR - 660" {page 22).

A ‘Drum Kit’ is a coliection, or set, of 55 different sounds (from the 235 available), The DR - 660 contains 7 different Preset
Drum Kits and can store an additional 32 Drum Kits that you create.

A ‘Pad Bank’is an arrangement of 16 sounds {one for each Key Pad) from within & Drum Kit. There are two Pad Banks; A and B.

; Pad Bank B

Drum Kit
1 Crash Cymbal T~ —_] Pad Bank A E:]
2 Closed Hi-hat E : E D D G

-\‘_

3 Open Mi-hat D D D
* v I i
; ' OO0
L '
' '
¥ »
' ' OO0
' v
¢ 1
55 Maracas

17



{41 Playing the Key Pads

)

[Selecting a Drum Kit] ......................................... N R R TR TP

Press| DRUM KIT |.

“DRUM KIT" tiashes in the Display.

Selact a Drum Kit {Numbers 0 — 3B) using the
TEMPO/DATA dial.

When you have selected the desired Drum Kit, press| DRUM KIT {again.

[Selecting a Pad Bank] ........ Mresterarsesesersataresraeanan

Pressing | PAD BANK irepeatedly will select (in order);

Pad Bank A, Pad Bank B, both A and B. The Display
wili thange to read; A —+ B — AB, A — B — AB sic.

When A and B appear at the same time, the Pad Bank
Layer function is ON (Page 81).

Pad Bank A

Drum Kt Number

| PAD BANK

Pad Banx B

| PAD BANK

Pad Bank Layer

{ PAD BANK

18



[4) Playing the Key Pads

2. Roll

A "Roll” is a performance 1echnigue in which 2 single
sound is played in rapid ssccession.
To obtain the Roll effect, press and hold | ROLL |,

and then press and hold down the desired Key Pad.

The Roll interval (speed) can be changed by following the procedure on page 38.

3. Flam

A ‘Flam’ is a drumbeat of two strokes of which the first is
a quick 'grace’ note.
To obtain the Fiam effect, hit a Key Pad while helding

[ FLAM Jdown.

t—— DNOUAL —— 7
D
Y

J )l )
e JE IR
[m][ }[;m][" )

page 38.

The Flam interval and volume balance between strokes can be changed by following the procedure on

19
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Chapter 2

Before Creating

Rhythms

The DR-860 contains Preset Rhythm Patterns but also aifows you fo
program your own Patterns and Songs. This chapter quickly explains
how to create original Rhythm Patterns and Songs.

21




[[1] Outline of the DR-660

1. Drum Kit -

A Drum Kit is a collection of 55 sounds (from the 255 available). Those 55 sounds are numbered 1 — 55.

39 Drum Kits
Instrument s iR [ I |
™ . 0 PR D{um Kit L LDum Kit Drum Kit
AT s NG, 0 No. 1 _ No. 38
: w : 1 e[ 1 (aD) -
M
B v 1
2355 g. Y H R 5.-.--......---... 55
Instruments : : ; i i i [instruments
250 .55 (=2 g 55 {—23) 55 (w23) -
251
gzg Pad Number
L 254

Sounds 1 — 16 are assigned to Key Pads 1 -~ 16 in Pad Bank A, and sounds 17 — 32 are assigned to Key Pads 1 —
16 in Pad Bank B. While sounds 32 — 55 cannot be piayed directly by the Key Pads, they can be played via MIDI
control (page 83).

Drum Kit
Pad Bank A
1 {A01) -
Instrumant ot EBED@
Pad Numbar 1 — 1% m@
P g
: i e Pad Bark B
16 {Al6) wd
R — OEEm
H Instrument of Pad Number 17 — 32 m@
™ DEOE
32 (816) . o I0E0E]
33 {—01)
Instrumant of
: i | Pad Number 33 — 55
: - {Comrol via MIDI J
55 (—23) Ew

22



111 Qutiing of the DR-660

® The DR-660 contains 7 Preset Drum Kits (Numbers 0 — 6). It can also store a maximum of 32 'User-
Programmable’ Drum Kits (Numbers 7 — 38).

The sounds assigned 1o the User's Drum Kits can be edited (the volume and pitch can be changed), and
therefore can be used as new sounds.

@ Only the sounds from one Drum Kit can be used at any one time. That Is, when creating and using Rhythm
Patterns, al!l the sounds in the Pattern must come from one Drum KIit.

@ A Drum Kit is written inioc a Rhythm Patern.

in Pattern Write mode, what Drum Kit is used for creating a Rhythm Pattern is written inte metmory.

@ in the Pattern Play mode, changing Rhythm Patterns will automatically change Drum Kits.
After creating a Rhythm Pattern it I$ possible to select a different Drum Kit. The Rhythm Pattern will then
play with the sounds in the new Drum Kit.

i you wish to change the contents of a Drum Kit (sound assignments, tone quality, efc.), refer to page
64.
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[1] Outline of the DR-6EQ

2. Effects - - =

The DR - 660 contains twe buiit-in effects, Revert and Chorus.

@ Reverb
Reverd {reverberation) is a complex eche effect which adds a sense of spaciousness to sounds. By changing the

reverb parameters (page 76). you can enhance the realism of the sounds played by the DR -660.

@ Chorus

The chorus effect adds richness and warmih to sounds. By changing the Chorus parameters (page 77}, a variety of

effacts can be obtained.

Reveth depth for aach
Instrument

. Sound ————KD———'*—-O——‘—C Reverb

Generator e
1

| O/O ®)
. individual Ouiput
5o @

2

Chorus depth for each
inglrumant

Lﬂ@

(8]

Chorus

)

Overelt Chorus depth Ovarali Revert depth

©-

1

terec
ut put

[

X (o)

The depth (amount) of Reverb and Chorus can be set for the entire Drum Kit, or for sach sound within the Drum Kit. By

changing the Reverb/Chorus parameters, various etects can be created.

@ if you wish to change the depth of the Reverb or Chorus effect, see page 74.
@ If you wish to change the Reverb or Chorus parameters, see page 76.
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[1] Qutline of the DR-GE0

3. INDIVIDUAL Outputs

The DR - 660 is equipped with two INDHVIDUAL output jacks (INDIVIDUAL 1/2), as well as a pair of Stereo QUTPUT jacks
{ OUTPUT L/R }.

Through these jacks sound without Reverb/Chorus effects is outputs.

As a factory default, the unit is set 10 output sounds through the Stareo OUTPUTs (L/R) only. This sefting can be
changed 1o include the INDIVIDUAL outputs of each Instrument as required.

“* When using an external mixer, you can gain a higher degree of controf over an individual sound by
assigning it to an INDIVIDUAL output. You can then EQ or process that sound separately from the
others before mixing.

If you wish to use the INDIVIDUAL output jacks, see page 79.
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'[2] Creating Rhythms

There are two main methods for creating Rhythm Patterns for a Song; Pattern Write ard Song Write.

-Paftern Write ....... vessranarrenn Nt tantiastienentanatnannsans e rsrerarresannan (p_ 30)

The first siep in writing & Song is the creation of the individual Rhythm Patterns that will be used within the Song. There are two
methods of Pattern creation: Step Write and Reakime Write. Step Wrile allows you 10 create a Paitern one beat (or siep) at a time.

Realtime Write allows you 1o create a Patiern by actually playing it on the Key Pads.

' Song Write L T R T LR TR (p_ 46)

The 100 Preset Riythm Patterns, and the Rhythm Patterns which you created on your own, can now be combined to produce 2

Song.

Pattern Write

Reaitime Write Step Write

L L L L T
T L L L L

P L L N TN O A ) Y L R R R N N R

3

Grogrammable Panern) C Preset Pattern )

N ]
: Song Write E
¢ ¥
. T
]
= :
E Realtime Write Step Write '
1
; :
LA MMM memmdemRmEAEARNgREEEA S M m .- ————— P
Song
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[3] Modes

he DR - 660 provides & full range of writing {Pattern/Song creation) and editing functions. These functions are arranged inte 6 Modes:

@ S0NG MOTE ++-++rresrremrseasnte et et

Provides for Song Play / creation / editing.

.Pattern Mode ................................................ rreeenena vaesrastemansasEasiaastIasanErrEYy ien

Provides for Pattern Play / creation / editing.

.Pad Mode ..... N hmardssecsenatirbssaniasattasnnartreny [ P Tessue CisamrantirasaasEriasarataanenTrennt

Used 1o assign scunds to the Key Pads.

.Eﬁects Mode ........................... FadretaERLraasErsrIsabsar T enan MLrlssamabtERtRsasLsesnannns sEesnann

Allows for setting of the Reverb and Chorus parameters.

. Utility Modea s S, tehbeudevanenersranunnes

Provides contral over Roll/Flam/Metronome settings, as well as Swing/Timing Shift parameters. This mode is also used

when you wish o ‘[nitialize’ the unit (recall ail the originaf factory settings).

.P"’"” Mcde ................... taresnsnsnseananre T, .

Used to make MIDI parameter settings or sentings related to data transfer when using external devices (sequencers, sound

maoduies etc.).

[Mode Selection]

With the DR - 680 stopped (no Pattern playing) :Press the relevant Mode Button(| SONG/PTN |/| PAD |/| EFFECT |/

(T (W)
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[4] Changing Parameter Values

To-select or set a parameser value (eg., seleciing a Rhythm Panern/Song or setting Chorus/Reverb parameters}, use the following controls:

@ TEMPO/DATA dial

Use this dial to produce large changes in the paramster value.
The faster you retate the dial, the faster the parameter value

e lclcls

IGO0

Gl [hen]an

OO

OO LIS D)
N |

@ Numeric Keys

These keys can be used to enter a pumeric value directly. Enter
the number with: the keys and then press [ENTER].

When you are setting a Quantize value [page 30}, you can select
any of the noie values printed above the Numeric keys.

To enter fetters for a Pattern Name {page 31), Song Name (page
4B}, etc, you can use the alphabets,/signs shown at the upper left
of the buttons.

The characters will appear in the sequence shown below :
{Exampie) A—~B—C—a—b-c

k=  ——

.E]/El (Up/Down Buttons)

Use these butions to change the parameter
vaiue one unit at a time,

* Molding sither button for a moment will
cause a continueus change in vaiuelf you

hold [a] ([¥]) while holing ¥] (fA]

down, the valus will change more rapidly.

(¥ ](Up/Down Buttons) or the Numeric Keys.

Although the TEMPO/DATA dial is usually indicaled as the data entry device, you can also use E.;_]/
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Chapter 3

Creating Rhythm
Patterns (Pattern Write)

The DR - 660 allows you 1o create originai Rhythm Patterns. This chapter
explains how to do just that,

® The DR-660 contains 100 Preset Patierns and up to 150 User
Programmabie Patterns (where your original Patterns are stored).

@ The Preset Patterns cannot be edited,
@ User Programmable Patterns are numbered from 100 — 250, while
the Preset Patterns are numbered from 00 — 89, When you select a

Preset Pattern, the letter * P ™ will appear to the left of the Pattern
Number in the Display.
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[1] Creating a Pattern (Pattern Write)

There are two methods for Pattern creation:

1. Pattern Creation Initial Settings

-Realtime Write st sacsnesaseranerarEanar e an Aoy casasenssiranananrrranny even

Rhythm Patterns are created by actually playing them on the Key Pads (usually in time with the metronome). If the timing (or
‘feel'y of your pcrforma.nce isn’t quite righy, you can use the Quantize funcuon (page 30) 1o correct it. (It i5 also possible to enter

performance mformauon (Pmems) from an ex!emal MIDI dev:ce)

. Step Wr’te T R L T TLE sasens

If you are not cumfonabie with playmg r.hc Key Pads in Reainmc, don’t wnrry' Using the Step Write method, you actally create

Pauems one beat {or ‘step’) at a time, This method allows you to take all the time you need tocreate complex Patterns.

Both methods can be used in the creation of a single Pattern. Step Writing can be used tc create the basic Pattern,
and additiona! sounds can then be added using Realtime Writing. Or, a Paftern can be first captured in Realtime, and

then edited as necessary using Step Write.

Before beginning to create a Pattern {with either method), the follhwing settings must be made.

During Realtime Pamern creation (playing the Key Pads), quantization automatically correcis any timing inaccuracies that may

occur.
Tap Tap Tap
‘ ¢ '; Timing of hitting Xey Pads

— it

< \ - | € ETiming actually input into the Rhythm Pattern
# | ¢ I # ] {cotrectsd to an exact timing)

in the Step Write mode, the quantization setting determines the ‘resolution’ of a single bear. That is, the number of divisions within
each beat (4, B, 16, erc.).

Display Note Display Note Display Nots

i16th Note
Half Note Eighth Note .
31 | Tripigt
Eighth Note '
J Quarter Note J) '9 32th Note
3 | Triplet

J Quarter Triplet ﬁ 16th Note OFF | =96Clocks
3
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{1] Croating a Pattern

{Pattern Write)

@ Beat Number J{E™:1)!

The Beat Number represents the number of quarier notes within each measure. For instance, to make a Rhythm Partern with 2 4 /4

time signature (four quarier rotes to the bar), you must set the Beat Number 1o “4”. To make a Pastern in 3/4 time, you must set

this to *3",

@ Pattern Nampe

A Rhythm Pauern can be assigned a name using up to 7 characters. The Paniern Name will be shown in the Display during the

Song Write process (page 46), so you can easily identify each Patiern.

@ Realtime Pattern Change

This function allows you to replace the Rhythm Patiern currently playing with a different one (selected by pressing | START |/

/[(BWD]}. Here you can selec the next Rhythm Pattern.

if you do not wish to use the Reallime Pattern Change function, you de not need 1o set the above paramater. For a

detailed explanation, see “Chapter 5, Realtime Patiern Change” on page 58.

{procedure] P hebbarasasameacn s M s re e AR e Rt st e ARt b A B b B b craaaanant

Press| SONG/PTN |. The Display should read “PATTERN" (Paltern Mode).

Using the TEMPO/DATA dial, select the PRattern

number where you wish to write a Rhythm Pattern.

Press | REC |. “QUANTIZE" and “BEAT" will appear in
the Display.

Set the Quantize value using the TEMPO/DATA dial.
Press E}tc move the cursor (the flashing indicator in
the Display) fo the Beal Number sefting position.

Set the Beat Number with the TEMPO/DATA dial.

NOUE

FUME

FAD BANT

raATTEAM

AEAL

AN A TITE

.

] LERGTH

i
e

i

TEM*D

],

1t
PATTERN :' '-' ,:'
b

1
Patiern Number where the

Quantize
Rhythm Pattern is to be
written
MBGE FURL PAD BAML A
REAL TEMmO —— )
' 1 111
wE T 1i_ i
.J E'I ::—:: FATTERK :' ,”' ’:,
! L 1
i
Beat Number
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[1) Creating a Pattern {Patiern Write)

(@ Press E]to move the cursor o the Pattern Name asat June AO Bant

REa TEMPD

FATTERN

I
T 1z
_l

"
S,
S

pasition.

Sy
A

PATTERN

@ Move the cursor with E/!E, and enter the name
using the TEMPG /DATA dial. o b 1

iy
]
-
P
J
-

-

]
)
|

I Pattern Name

@ Paosition the cursor in the lower ekt comer of the Display L e Iuhe ::'Z‘“' L
with E} Press Emree more times to select the e ’ __J' '
Healtime Patiern Change Setting Display. I ’ ,u- ,-m'

VEE REFC T H_ 1t

0 using the TEMPO/DATA dial selsct the Pattern 149 [OF , ' ”'

number where you wish to set the Realtime Patern

Change function.

- »
2. Realtime Write -
When you have compleled the initial settings (page 31) for Pattern Write, proceed with the following:

i First select the Drum Kit reguired by the Bhythm Pattern you are going to write {(Page 18).

I pPress{ REAL/STEP |so the word “FIEAL" appears in the Display.

{"REAL" and "STEP" are selected alternalely each time you press the button.)

@ Press{ REC |. (The Recording indicator will light.)

@ Press [START |. (The Tempo Indicator Hashes at the ::‘:m — :::P:""‘ s

set tempo.) ' m', '

QAN TIIE l BEAT ,'n 'm'

The metronome sounds according to the Metronome J E{ v .-” ,,“‘
------------------------------ — -

Setting (page 43). R i L_ { '_’

@ Press | TEMPO |. Set the desired tempo (20 — 260

beats per minute) with the TEMPO/DATA dial.
Listen to the metoronome then set the tempo you find

easies! for Realtime writing.

Press| TEMPO Jagain (io return to the Reaftime Write mode). !
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{1} Creating a Patiern (Pattern Write}

@

- Play the Rhythm Pattern (or part of it} on the Key Pads in time with the metronome. The velocity {volume) of each key

stroke will also be recorded. The sounds that you enter will then play repeatedly. Cantinue te add different sounds until

the Pattern is complete.

To obtain a Roll, press and hoid the desired Key Pad while holding down.:Fo: a Flam, tap the desired Key
Pad while holding down,

Use| PAD BANK |to change Pad Banks as necessary.
ff the timing {feel) of the Rhythm Pattern is not quite right, change the Quantize value with the TEMPO/DATA dial.

Sounds that have been entered into a Rhythm Pattern can be erased i desired. To erase a parficular sound, hold
down} DELETE [, and then the Key Pad of the sound you want sarased. While playing, sounds will be erased as iong
as the Key Pad is depressed.

it you press while the DR - 860 is playing, the Recording Indicator will go cut and the sound played by hitting a
Key Pad will not be input to the Rhythm pattem. This function is, therefore, can be effectively used for menitoring Key

Pad sounds or Practicing.

Press] STOR/EXIT |to exit Realtime Write.
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{1} Creating a Pattern {Pattern Write)

3. Step Write - -

When you have completed the initial settings (page 31) for Pastern Write, proceed with the following:
#irst select the Drum Kit reguired by the Ahythm Pattern you are going to write {Page 18).

Press| REAL/STEP so the word “STEP” appears in the Dispiay.

("REAL" and “STEP" are selected alernately each time you press the button.)

Press . (The Hecording Indicator wilt light.)

Press [ START |. (The Tempo Indicator flashes at the - — e ———
sel tempo.) T o ' ,,_,' ' '

QUANTIZE | BEaT ',_ ,-,
Using [ FWD |/[BWD |. select the step (beat) you wish & 1EE g™ :’ L_, r—'
to work on {Beat Number, Clock Number). . '“ ' ,_'

A guarter note consists of 96 'clocks’ {divisions).

The clock number varies depending on the note set with the Quantize function.

(Example) Quantize is set to an 8th note

Best Number Clock Numbet

N T " e
T 10@ J o l4m § Zed f0248 | ..
gPoeCHH @ BForCHH @ AFcrCHH @ BForCHH

\

S N Y O B

If you select a step where a sound has already been entered, you can hear that sound.

Hit the Key Pad for the sound to be enlered.

The velocity (volume) of the key strike will aisc be recorded.

To obtain & Roli, press and hoid the desired Key Pad while holding [ROLL |down. For a Flam, tap the desired Key
Pad while holding down.

Use| P4D BANK |to change Pad Banks as necessary.

i
i

The position advances by one step {beat). Continue to enter sounds one step at a time.
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[1] Creating a Pattern (Pattern Write)

. To hear the Rhythm Pattern you have created, press| START |. To stop, press | STOP/EXIT |.

To erase a particutar sound, position the cursor on the reigvant step using [ BWD J/[ FWD ]. Hit the Key Pag that
corresponds to the sound to be erased while holding] DELETE |down.

To continue to enter additional sounds, change the Quantize value with the TEMPO/DATA dial {if necessary), then

repeat steps & and & as many times as necessary.

A maximum of 8 sounds tan be entered on the same step.

With playback of the Pattern stopped, press; STOP/EXIT jto exit Step Write.

A Drum Kit is written in a Rhythm Pattern. That is, if you wish to change 1o a different Drum Kit after
having created a Rhythm pattern, repeat steps (D) - @ in Realtime Write or Step Write then select a new
Drurn Kit. :

. TO change Sounds R R R R LR L T T o o

To change sounds after they have been entered into a Rhythm Pattern, follow this procedure:

Press[ REAL/STEF |so that the word “STEP” appears in the Display.

(Pressing the bution alternately calls REAL and STEP.)

Press . {The Recording Indicator will light.)
Press< {The Tempo Indicator will flash at the set tempo.)
Beat Numbaer Ciock Humber
Using /, select the step on which the il b 3 ::’:"‘" S
sound exchange is to occur. e ' _, , '
GUAN TIZE } BEAT ,, , '
Press [ B Jto position the cursor on the sound name _}' :_ EE} AT ‘, ,r—'
LN - — .
{the sound name flashes). ﬂ .1:| 1 1 jl‘ , ’ _'

Instrument
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[1] Creating a Pattern {(Pattern Wrile)

&

Each time you press [:E] the Display alternately shows all the scunds assigned to the specified step, and the

corresponding velocity values (1 — 31) as shown below:

MOGE Fum Gl Funt MOGL FURT MGhE FURC

PAYIIRN SYEP . ARTTERN STEP | rarzeaw STER E FaTTERN S1EF

QAR T:2E QAR T IZE | 15 U A TiTE I Real QUAN THE l BEAT

;o34m Iz

(]
o]
1§

BUEL BTREOES

To select a previous Display, press| o |.

Select the scund you wish to change using [:{j}[_?__:} Select the replacement sound using the TEMPO/DATA dial.
Then press lo select the velocity screen. Set the velocity value with the TEMPO/DATA dial.

You cannot select a sound that is not assigned to the Brum Kit currently in use.

You cannot assign more than one Instrument in the same pad Number to the same step.

. Patterns within patterns easistabetenasetoncranovenmse R nUbULIAYL PO BTN TR R AR U S IO

Tuo enter a Rhythm Pattern within a larger Pattern (consisting of 4 measures, for exampie), follow this procedure:

Prass [ REAL/STEP |so the word "STEP” appears in the Display.

(“REAL" anc “STEP" are selected alternately each time you press the button.)
Press . {The Hecording indicator will light.)
Press . (The Tempa indicator fiashes at the set tempo.)

using [ FWD |/ , specify the step on which you wish to begin entering sounds.

A guarter note consists of 86 'clocks’ {divisions). The clock numbes varies depending on the note sel with the Quantize

function.
Foliow steps & to & on page 34 to write the Rhythm Pattern. !

With playback of the Pattem stopped, press| STOP/EXIT [to exit Step Write.
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2] Pattern Write Functions

following are uselul functivns for proceeding Pattern Write.

Deleting a Rhythm Pattern

This fuaction aliows you o deiete any Rhythm Pauern you have created.

(@ Press[ SONG/PTN |so the Display reads "PATTERN" {Pattern Mode).

@ Stop playback. Seiect the Patiern Number (100 — 248) {o be deleted with the TEMPO /DATA dial.

¥ Preset Palterns {00 -~ 99) cannot be deleted.

@ Press_ oot ] 20 aan X -
The Dispiay tesponds with “ T iy e 77 T rere paue 1 ' ' ,
[ 1.t

@ Press[ENTER |to proceed or [ STOP/EXIT |lo cance! SR R = , i '—,
the operation. Sure? ,: a_, _—_'

Pattern Number to be deleted

. Copying a Rhythm Pattern -

Performance data (Quantize/Beat Numbes/Pattern Name, etc.) of a Rhythm Pattern can be copied to a different Rhythm Patern

»

Number.

@ Press[ SONG/PTH |so the Display reads "PATTERN" Houe e E ban A A -
{Pattern Mode). TR o PR BT "" ’

Stop playback (if necessary). Select the source Pattam
Number with the TEMPO/DATA dial.

PATTERN

FATTERN

Source Pattern

Destination Pattern

@ Press[ COPY | The Display should read “COPY™. Number Number
Destination Pattern Name
@ Select a destination Pattern Number with the TEMPOD /DATA dial.
The Display responds with * St e ™" v k0 "’, ',
} a1 ERN —
® Press[ ENTER |to proceed or[ STOP/EXIT |t cancel. P i gl ‘_' LJ ]_'
Sure? I 1_1

i you copy a Rhythm Pattern to & Patiern Number where a Pattern already exists, the new Pattern will averwrite

{erase) the oid.
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{2) Pattern Write Functions

3. Editing the Roll

You can change the imerval (speed) of a roll by foliowing this procedure:

Vaiid Vatues for Roll

Display Note Display Note Display Note
) 16th Note
Half Note Eighth Note .
1 [ Triplet
Eighth Note
J Quarter Note J) :9 ﬁ 32nd Note
- 3 Triplet
Ja Quartar Triplet ﬁ 16th Note
) Press! UTILITY |. The Dispiay should read "UTILITY” (Utility Mode).
“ (M n H il FUNE Fal BAnE A
@ select*[QFILL " using[« )/I» ] - X

|l
H_i_

@ Set the Rolt Interval using the TEMPO /DATA dial.

N

—athi

e

foet
et T
g

Roli Interval

You can change the time intervai and the volume difference between the two sounds.

L RSETGRGIGE (0 —31)

“This parameter controls the time interval between the two sounds. At 0, no Ram effect is obtained.

@ Flam Ratio [P

This parameter controls the velocity ratio difference between the two sounds. When this is set 1o “0", no grace aote will be played.

Velocity 4
(Grace Mote} (Main Note)
&
When Flamn Ratio s set
o 7" ]
; ; Tims

Flam Interval
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[2] Pattern Write Functions

A Press[ UTILITY §. The Dispiay should read "UTILITY" (Liility Mode).

@ Yo change the Fiam Interval, sefect * B F L @M I H T * using E:(:].’[E:I To change the Flam Ratio, select
“HFLAMERT IO

MG

FuUNE

FAD Bant

mruk

TEMEQ

FUHE

PAD BANK

TRty

[

] T3 —
=1 1 —

BFLAM EFLAMN
IHT=1% RATIO=T
Flam imervTai Fiam Ratio

@ Set the Flam Interval or Flam Ratio value using the TEMPO/DATA dial.

5. Swing -

Swing is a term used 1o describe a panticular rhythmic ‘feel’; a ‘bouncy’ feel-often associated with jazz music. This function works
by delaying certain portions of a beat, with the amount of delay being variable. Swing is impossible to describe, sc we suggest that

you do some experimenting to see just what we mean!

L SR GTTEN (509%/54%/58%/82%/67%/71%/75%/80%)

The Swing amount (represented as a perceatage) determines how much the last part of each beat will be delayed. Increasing the

percentage acceniuates the swing feel. At 50%, the swing intervals are equal and at 67%, the triplet swing is created.

Note to take on Swing

When Quantize is §

Swing amount E7H 67 %
50%
@ Press [SONG/PIN]. The Display should read il fune 72D RANL A
REAL TEMAD L )

*PATTERN" (Pattern Mode). - ,l,_l ,l ',

@ Specify the Rhythm Pattern {Pattern Mumber) to which g < L I H ]3 raTien -, ' ' """
- V) m,
you wish 1o add the Swing effect with the TEMPG/ 4 I 7IE . ! .
DATA dial.

Pattern Number where Swing is to be set

@ Press [GTILITY |. The Display should read *UTILITY”

{Utility Mode). !
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[2] Pattern Write Functions

@ Select* WS IHE" usingl /[ B ]
(5} Set the Quantize value with the TEMPO /DATA dial.

Valid Value: for Quantize

Display Note

Quarter Note

Eighth Note

16th Note

32nd Note

® ePositon the cursor with [ B ], then set the Swing
Amount with the TEMPO/DATA dial,

@ Press .

The Display responds with * Sy e 7"

To enter the Swing value you have specified, press

ENTER |. To cancel, press| STOP/EXIT |.

MOBE FUNC

FhD AN

REAL

YTILITY

l
DoWING

TEWMFG

h'
|
)

e |
}

= N T T
L — 1
1 H

Quantize Swing amount

MODE FUNC

PAD AN K

REAL

TEMPD

iy
)
f g
7
o~

PATTERR

‘--’ e {2
o ]

-
A )

RN

s Onee a Pattern has been modified by the Swing effect, the original cannot be retrieved. If you wish to keep the original

Rhythm Pattern, copy it to a different place (Pattern Number) before editing.
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{2] Pattern Write Functions

6. Timing Shift

The Timing Shift funciion allows you 1o move sounds shightly forward or backward 10 create specific rhythmic feels. Using this

T

)

&)

function, you can create subtle nuances which will enhance the reatism of your Patterns.

| @ Shift Amount [EELREEL)

This parameter determines how far a sound will be shifted. A negative number { — value) shifis the sound forward, and a positive

number (+ value) shifis a sound backward. {A guater note = 96 clocks}

Shify amount Shifted as much as this

Press| SONG/PTN |. The Dispiay should read “PATTERN" (Pattern Mode).

Using the TEMPO/DATA dial, seiect the Rhythm

Pattern {Pattern Numnber) you wish to edit.

Press{ UTILITY |.

The Dispiay should read "UTILITY” (Ltility Made).

Using[z]/[i—_]. select*ESHIFT"

Hit the relevant Key Pacd 1o select the sound to be
shifted.

You can change Pad Banks i required, but you cannot

use the Pad Bank Layer mode (page 81).

Set the Shift Amount with the TEMPO/DATA dial.

WOGE

FUNC

PAD BAWE A
— L —

| 111
T_ 1!

e )
[

|

— i

Pattern Number where Timing Shift is to be set

FUNC

# AL BANE A

UTRITY

|
=H1

(RARLT
[
x

F
e

t—]

I 1
H_ i

TEMFO

PATTERH

o
L 1 1

Number of Key Pad
wou hit

Ha S g
Failil o —
T =

Shift amount
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[2] Pattern Write Functions

@ Press . MO FUNT WAD SAME

REAL TEMPD

@& Press to proceed orto cancel, BSHI F T rATTIR

e |

The Display responds with* S e 7"

WTRA Y

-l-'
——
— -'

I--' e |,
)
l
iy
|

Smny
iy
S
W

# Once a Pattarn has been edited, the original cannot be
retrieved. If you wish to save the original, copy it to a

different location (Pattern Number) bafore editing.

3% I a sound is shifted beyond the range of the Timing Shift function, that sound will not be heard. A rest will occur in its

place.

S A
{

f This note is not sounded

# If a Rhythen Patlarn uses a Drum Kit in which the Pad Bank Layer function is ON {page 81), you will not be able to

change Pad Banks.

KDDL FUHC RAL AANL A

B o |11
H_

TN
1 1

YT

M__
+ 7
i —

£

IS
e 11}
LN
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[2]1 Pattern Write Functions

7. Changing Metronome Settings

The DR - 660 allows you lo edil the volume (0 — 7) and interval of the metronome (used during Realtime Pattern creation).

Display Note

A Quarter
MNote

Guarter Note

Tripiet

Eighth Note

Eighthh Note
Triplet

16th Naote

e

(T Press{ UTILITY |. The Display should read “UTILITY" (Utiity Mode).

@ Using [ZME seiect“BOLICE LEUEL"toeditthevolume, and“B UL I CE SEL "ioeditthe intarval.

MOLE FuNe FAD BANK & MODE FUNC FAD GARK A
REAL TEMPO ' —' _ REAL TEMRT ' —' —
uTLT Y A UTILITY ,_

4
Lzl

Level {sst value)

L

ET'! g —

R
LEU

(@ Set the volume or interval using the TEMPQ/DATA dial.
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Chapter 4

Creating a Song
(Song Write)

Rhythm Patterns (Preset or original) can now be combined to create a
‘Song'. This is accomplished by placing the Patterns in the desired order.

@ The DR- 660 can slore up 1o 100 Songs.

@® One Song can contain up fo 250 Rhythm Patterns. Each Pattern
occupies one 'Part’ of the Song.

@ By using the Song Chain function (page 57), up to 100 Songs can be
played successively.
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[1] Song Write Procedure

Two methods of Song creation are available:

1. Song Write Initial Settings

-Realtime Write e NI I earreiasacan cenesarenaesrnnetan

Using this method, Patlerns are vecorded in a Song as they are played in Realtime, Composing is easy as all you do 15 execute

Realtime Pattern Changes or select Pattern Numbers with the Numeric Keys.

-Step Write .......................H_.._...-..._ ._ saes R L L L LR LT YT PRP IR

This method aiso aliows you lo specify the order in which the Rhythi_n Parterns are 1o be linked, but youo can take as much time to

.doht as you nésd_. It allows you to compaose complex Sonﬁﬁ which world be difficult to accomplish in Realtime.

Before writing a Song, you must first make the initia settings for either Realtime or Step Write.

® Drum Kit Change J(ellleig3

When you change Rhythm Patterns during Song Play, the Drum Kit Change function ( if it is ON } will automatically select the
Drum Kit required by the new Rhyihm Pattern. (You cannot change Prum Kits manually during Song Play.)
If it is set to “OFF", the Drum Kit will remain unchanged when a new Rhythm Pauern is selected. The Drum Kit selected at the

beginning of the process will be used throughouat. (You can change Drum Kits manually during Song Play.)

® Song Name

Every Song can be assigned a name of up to 7 characters, The name is shown in the Display during Song Play.
® Song Chain

With this function, up to 100 Songs can be played in succession.

i you do not wish to use the Song Chain function, you do not need to set the above parameter.

For a detailed explanation about the Song Chain function, see “Chapter 5; [1] Song Chain” on page.

[ JENEIRGTT ] (20 — 260 bpm/OFF)

You can set an Initial Tempo for each Song. If an Initial Tempo has been set, a Song will start with that tempao, regardless of the
tempo currently shown in the Display. When the function is OFF, the Song will play with the tempo currently shown in the
]

Display.
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[1]) Sonyg Write Procedure

[procedure] .................................................. Gbesenasessssersansaserasnnarnary

Press| SONG/PTN |. The Display should read “SONG" (Song Mode).

Specify the Song Number (§ — 89) with the TEMPO/
DATA dial.

Press | REC |to select the Drum Kit Change setting
Dispiay.

Turn the function ON/OFF with the TEMPO/DATA dial.

Press EE]to move the cursor to the Song NMName
position in the Display.

Move the cursor with /[}:]and enigr the

characters with the TEMPO /DATA dial.

EMove the cursor to the lower left comer of the
Display. Press E}twice to select the Initial Tempo
setting Display.

Set the Initiai Tempo with the TEMPQ/DATA dial.

if the tempo is above 260 bpm, the tnitial Tempo display
will be* D F &7,

Press Ei]io select the Song Chain setting Display.

Using the TEMPO/DATA dial, select the Song Number

o be played next.

wOnE

FUNC

SONG

REAL

LIT=0FF

B 1

Song Number to be written

MOOE

FUMG

FAD Bhhk

BCHO

REAL

FEIT=0FF

TEMPO

oy
gy
.t

- |,
Sy

iy

—
U

)
LU

Song Name

MODE

FUNT

FALG HANK

SOKG

REAL

!

IMT=0FF

TEMPO

— |,
N

)
"
.

)
|
)
|

R )

50MG

)
——

WGDE

FURC

FAD LAKR

3ONG

RE&,

[

CHH=0FF

TEW#G

]

— v |\

—
il
oy

S

L
)
|

b

:
I-

L
Sy
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[1] Song Write Procedure

2. Realtime Write

®

When you have completed Lhe Lnitial seuings on page 47, follow this proceduore:

Press| REAL/STEP |. The Dispiay should read *REAL".

(*“REAL" and “STEP" are seiected alternately each time you press the button.)

Press . {The Recording indicator wil light.)

Pressi START MOTE FUNC F AT BAkk n
’ SONG RE ki TEMPD

The Rhythm Pattern currently selected starts playing.

S
iy
1y
L™
™
-

The Tempo Indicater Hashes st the set tempo.

FATTERN

L L

)
)
e
U
LY

:
)
LY

Using the TEMPO/DATA dial, select the next Rhythm I' :

Pattern (Number) to be played. Part T Pattern Number to be
Seng Name written

If you specify the Pattern number using the Numaearic Keys, the selected Rhythm Pattern will be piayed next and then
automatically written into the Song. If you select a Rhythm Pattern where a Realtime Pattern Change (page 58) is set,
the change 1o Fili - in/Variation Pattern is faithfully recorded in the Song.

Repeat step @ to select all the Rhythm Patterns to complete the Song.

Pressi STOP/EXIT iwhen you are finished.

When the number of Patterns {Parts) exceeds 250, the recording process ends automatically.

Yeou cannol write any new dala whatsoever into a Song where any existing Rhythm patem has been written.
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[1] Song Write Procedure

3. Step Write

When you have compleled the Initial settings on page 47, foliow Lhis procedure:

@ Press[ REAL/STEP |. (The Dispiay should read “STEP".}

("REAL" and "STEP" are selected allernately each time you press the bution.}

@ Press . {The Recording Indicator wili light.)

@ Press[START | (The Tempo indicator wilt flash at the ot e s v CI—
selected tempo)) o , _" ,
T H_ il

@ Using [FWD 1/ BWD |specity where within the Song -25H 2449 — ':I ,:’
{which Part Number} the Rhythm Pattern is to be "i i -J ......,

sntered. Part to be emared] Pattern Number

Pauerh Name
& Using the TEMPO/DATA dial, speciy the Rhythm

Pattern Number,

® press[ ENTER |.

The selectad Pattern Number is written into the selecied Part. The Song automatically advances {o the next Part (the

next portion of the Song).

W% Pressing]{ START |will piay the selected Rhythm Pattern.
Pressing| STOP/EXIT |will stop playback.

#  Step Writing can continue as the Rhythm Pattern plays.

@ Repeat steps @ to ® until you have written the entire Song.

& with playback of the Pattern stopped, press| STOP/EXIT |[to exit Step Write.

49



[t} Song Wnte Procadure

if you have written a Fill- in Pattern and Variation Pafiern into a Song in Realtime using the Realtime
Pattern Change function (page 58), and then later edit the same Song with Step Write, an * # 7 will
appear in the Display at the Rhythm Pattern (Original Pattern or Varation Pattern} that is tumed to the

Fill - in Pattern.

Song Realtime Write

Part Number [Hils] 041

Press {FWD

002 ‘ 003

Song 100 100

100 | 101

102

} }

Original Pattern

o
2
y

(E AR A R

1500

L

,_
aaka
Cod Pt b=y

T

S
.t

T
!

4

Fifl-is Pattern

Variation Pattarn

Edit with Song Step Write

PATTERN

e e ke e
Y FE Y
F o

5%
2

[ AR

Fil-in Pattern 107 is writien
aher Original Pattern 100
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[2] Song Write Functions

The follewing are uselul functions for proceeding Song Write,

1. Deleting Song Data

=

=

@

&

2. CopyingSongData =~

@

The Song Delete function allows vou to delete entire Songs.

Press| SONG/PTN | The Display shouid read "SONG" (Song Mode),

Stop playing, then select the Song (number 0 — 99) 10 be deleted with the TEMPQ/DATA dial.

The Display responds with " Sy = 7"

FPress| ENTER |to proceed or{ STOP/EXIT |to cancel.

0DE

FUNE

PAL BANL

SONG LIE™

DELEYE

TEmbg

Sre

L T
——

h'

‘g ¥ S
—

)
)
|
L]

S
|
L)

ung,

The Song Copy function aliows you to copy entire Songs to other Song Numbers.

Press| SONG/PTN |. The Display should read “SONG" (Song Mode).

Step playing, then select the source Song (number) to
be copied with the TEMPO /DATA dial.

Press[ COPY |. The Display should read "COPY",

Using the TEMPO/DATA dial, select the destination

Song Number.

If the destination Song already containg Rhythm
Patterns, the new Song data will overwrite (erase) the
old.

}
1
Song Number to be deleted

MODE

FAC BARK

50N G REAL

TEWPD

*’

“.‘
)

-h
o T,

Sy
-

o
U

Source Song
Number

Destination Song
Nutmber

Dastination Sonyg Name
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{2} Song Write Functions

@& Press| ENTER | | S v e

PAD BANK

The Display responds with * S 1= 37

® Press] ENTER |to proceed or[ STOP/EXIT ;to cancel. o R

TEMFD

t-'
——
L

Sy,
Smu.
-

ha £ 0

oMb

A
|
-

)

—

3. Deleting Pattern Data

The Pattern Delete funcrion erases all the performance data contained it a Rhythm Pattern writter inio a Song.

(I Press| SONG/PTN |. The Display should read “SONG" (Song Mode).

@ Press{ REAL/STEP |. (The Display should read "STEP"}

{(*REAL" and “STEF" are selected alternately each time you press the button.)

& press and then| START |to select the Song Write mode.

@ using{ FWD |/ . select the Rhythm Pattern Number to be deleted,

FAL BANE

@ Press| DELETE |. :.::: — PG
The Display respands with * S 141~ & ¥ " beuETE

B Press] ENTER |to proceed or[ STOP/JEXIT |to cancel. 2

1
g =S
3 J:’

1’{; —
el

TEMFD

|
|
— ._i

o |
e

11

BONG

)
|

B
'“

L)

-
—

" ‘.j:!

Rhythm Pattern 1o be deleted
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{2} Song Write Functions

4. Inserting Pattern Data

With the Pattern Insert function you can insert a new Rhythm Pattern inlo any paosition (Part) of a $ong.

Inserting Rhythm Pattern Y intc Part 003

Rhythm
Patlern
¥
cat 802 on3 0a4 01 a0z 063 04 a5
Rhythm | Rhythm | Rhythm | Rhythm Rhythm | Rhythm | Rhythm | Rhythm | Rhythm
Pattern | Paitern | Patiern | Pattern e~ | Pattern | Pattern | Pattern | Pattern | Pattern
A 8 ¢ D A B Y c D

Prass| SONG/PTN | The Display should réad “SONG” (Sang Mode),

Fress; REAL /STEP |. (The Display shouid read “STEP")

(*REAL" and *STEP" are selecled alternately each time you press the button.}

Press and then | START |10 select the Song Write mode.

Using[ FWD ]/{ BWD |, select the Part Number where the new Rhythm Pattern will be inserted,

Press|{ COPY |. The Display should read “COPY" and
‘INSERT™.

Using the TEMPO/DATA dial, select the Rhythm

Patiern Number to be insentec.

Pressi ENTER |.

The Display responds with “ S 1t 2 7",

Press| ENTER |to proceed or{ STOP/EXIT |to cancel.

FuNC

FAD BANK

ETEr

WEERT
Py

TEMPD

— e |,
St

M
-

e

A
)

SOMS

T
N
Sy

J

v

Part to

be inserted

- Pattern Mumber
to be inserted

Pattern Name

PAD BANK

TEMD

-_— |,
N

ﬁ'

T
~]

50MG

oy,

|
-’
S

|
-~

_—

-~
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Chapter 5

Playing Songs and
Rhythm Patterns

This chapter explains the various functions for playing Songs and
Rhythm Patterns.
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[1] Song Play.

With the DR - 660 stopped:
(D Press| SONG/PTN |. The Dispiay should read “SONG” (Song Mode).
@ Using the TEMPO/DATA dial, sefect the Song Number (0 — 99) to be played.

If no data exists in the .Séng you have _saiec_téd, the D_is_plaj will raspond with:

MG . ALAL TEWPQ ' _" '
FART i PATTERM "m '—'
!-'j E! }" _ : : : souG '—" L"",-"-* Song to be piayed {Song Numbert)

@ Press[START].

@ Press[ STOP/EXIT |.

Pressing| START |again will resume playback from where the Song was stopped.

+ Pressing| RESET |and then| START |will start playback from the beginning of the Song.

1. Continue Play

Continue Play resumes playback of a Song from the point where it was stopped. You can start playback from any part more than

one part in the Song. With playback stopped, follow this procedure:

@ using] FWD |/[ BWD |, specify the Part Number where e e 120 bon E——
you wish playback to begin. , _,, , ,
1 H_ it
rant PaTTERN —
@ Pross[START . RN . YN
The Song will start from the specified Par. “' ._'

™~

Part where play staris  Scng Name
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[1] Song Play

2. Song Chain

The DR - 660 alivws you 1o play more than one Song coutinuously. kn each Song, you can set a Song Number which should be

played next.

Song Chain allows you to play up to 100 Songs consecutively.

Song Number 00 Song Number O1 Seng Mumber 03
{Seng Chamn: 01) {8ong Chain : 03} {Song Chain @ OFF)
[Procedure] --------------- dae BT AL EBT T TR ATTI IR IRRN AU Ad b r R bate it arna e sardbwa it e R PR PP AP

A} Press[ SONG/PTN |. The Display should read “SONG" (Song Mode).

@ Press.

@ Press Etwice. SWGUE FonE A BANK

SOKG REM. TEMPO

Ay
Sy
b

e o}
——

iy
A

@ Using the TEMPQ/DATA dial, select the rext Song ]
Number to be played. CHH=0OFF

S
|
o
)
|
Sy

i
-

To play one Song repeatedly, specify the same Song

Number as rmany times as desired.

% 1 you do not wish to use the Song Chain function, turn it OFF.

@ Press| STOP/EXIT |to return to the previous Dispiay.
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[2] Realtime Pattern Change

Realtime Patlern Change allows you o move to various Rhythm Patterns you have selected beforehand. This may be effectively wsed for

autumatically inserting Fill-ins. That is. you can use the unit like a preset rhythm machine.

1. Structure

Rhythm Patterns should be handled as follows when Realtime Pattern Change.

® Criginal Patterns

These are basic Rhythm Patterns.

@ Variation Patterns

Should be handied as Variations of the Originals.

@ Fill-in-to -Original Patierns

Should be used for Fill - ins before Original Parterns are piayed.

@ Fill-in-to-Variation Patterns

Shouid be used for Fill - ins pefore Variation Patterns are played.

2. Setting Realtime Pattern Changes

in the similar way as initial settings for Pattern Write, you can turn on the Realtime Pattern Change.

{I) Press| SONG/PTN | The Display should read "PATTERN" {Pattern Mode).

@ Using the TEMPQ/DATA dial, specify the Pattern Number where you wish o set a Realtime Pattern Change.

@ Press .

@ Press [ € Jio select the Realtime Pattern Change woae FuNe 10 BAKE

HEAL TEMFY

PATTERN

1
I

setting Display.

o~

I

I
|
PATTERK '
|

& TEMPO/DATA dial, turn the Realtime Pattern Change UAE RFC , ,r“,
- oy = ol Cane
function "ON”, S
unctian *ON 1;‘2}_, L_[E—'F .,-—-'
ON.“OFF of the Pattern Number where
® using [ 4], move the cursor to the Rhythm Pattern funetion O Leafime Pattern Changs
Number position. Then using the TEMPO/DATA dial, Variation Pattern Number is ta be set
]
select the Rhythm Pattern Number to be used as a K

Variation Pattern.
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[2] Realtime Pattern Change

@ Press {«]. to change screens. Using the TEMPO/ meonr FuNE PA A s
mEN TLurs — —
DATA dial, seiect the Rhythm Patiern to be used as a e , ‘_' , '
Fill - in - to - Variation Pattern. i ,L... ,-J
FTO FTu g™ 1t
@ Press| 4 Zto move the curscr, then use the TEMPO/ -1 4 }_ 1 ..'i. Ei , ' '
n A

DATA dial to select the Rhythm Pattern to be used as & T

. Fill~in-to-Variation Pattern Number
Fiil -in - to - Original Pattern.

Filt-in-to~0Original Pattern Number

@ when you have completed the seftings, press

STOP/EXIT ;. The previous Display wiil retumn.

-



{2} Realtime Pattern Change

3. Playing Realtime Pattern Changes -
@ Press[ SGNG/PTN |. The Display should read’PATTERN” (Pattern Mode).

@ Using the TEMPO/DATA dial, select the Rhythm Pattern to be played.

When you select a Rhythm Pauern in which a Realtime Change has been sel, the Original Pattern Number appears in the Dispiay

before the Beat Number.

WOD: FUNE BAL Haht

]
-
I
|

ALdL TEmED

PATTEAN

S

#aTTERN

1t

4. Rhythm Partern  (Number) to be
, ' piayed
L

Pattern Name
Qrignnal Patiern number

(@ Press| START ito play the Rhythm Pattern,

“ f you press| START |while the Rhythm Pattern is being played, the Variation Pattern will automaticaily play when the

current Pattern is complete.

WOT, Pk BAD BENE .

REAL TEWPT

_

PATTERN

L
-

Sy,
-
I

|
IR

g
ey | - o
——
Il
Y

Pattern Name

+ If you press [ FWD |while the Rhythm Pattern is being played, the Fill-in-to- Variation Pattern will start immediately.
The Varation Pattern will then play when the Fill -in Pattern is complete.

MO FUNE PAD BAHK
REAL TEMPO

mmy

RATTEAN

o
ey

I!E
1430 S@ap™™

ﬁﬁ ﬁﬁ .
——
N
]
I

i~
~‘
o 3 [ -
I

Pattern Name
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[2) Realtime Pattern Changs

% If you press [ BWD |while the Rhythm Pattern is being played, the Fili-in-to - Original Pattern wil start immediately. it

will then change to the Rhythm Pattern selected in step @ when the current Pattern is compiste.

WODE SN PAD BANE »

LR tEMPD
PATTERN

PAl RN

Pattern Name

% If you press [ FWD |after the last beat of a bar, the Fill-in-to Variation Patiern will be played immediatety {al the

beginning of the next bar). it will then change to the Variation Pattern when the current Pattern is compiete.

*

If you prass | BWD jatter the last beat of a bar, the Fill-in - to - Originat Pattern will start immaediately (at the beginnin
g g

of the next bar}. It will then change to the Rhythm Pattern selected in step @ after the current Pattern is complete.

If you press | STOP |tc stop playback while the Varation Pattern/Fill-in Pattern is bsing played, anc then press
RESET |, the Song will return to the beginning of the Rhythm Patern selected in step @.

(Example] When the Fill-in Pattern consisis of one measure
FWD
L4 ; 4 | i | I | 1 | [ I { | Lo
| 4 i : i I I T 1 1 ] I I 1 i I
t
l ,
Fill-in-to-Variation Pattern Variation Pattern
IFWD
[ i | | * | I 1 | | [ 1 | | Lo
{ H | i I | i 1 | I I i 1 T
- '[ !
Fili-in-to -Variation Pamerr;i Variation Pattern
BWD
1 4 I ‘ 1 ¢ | | 1 | | ! [ ! | I
1 4 T 1 i 1 | T I | 1 I I [ I
} i
|
Fill-in —1o -Original Pattern QOriginal Pattern
BWD
| 4 | ot | : : ; ! | | Lo
4 I I i | ]

Fili~in-to~Original Pattern

Originai Pattern
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Chapter 6

Changing Sounds

You may find it necessary at times to change the sounds assigned to the
Key Fads. You may alsc want to edil the timbre {tone color), effects
settings and output assignments. '
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[1] Editing sounds

The sound of each Instrument assigned to @ Key Pad can be ediled.

% Each sound is assigned to a Drum Kit. Therefore, edited sounds will be assigned 1o the same Drum Kit.

1. Sound Parameters

The paraine%ers available for editing the sounds of the instruments are as fnlinw_s:

# You can edit all the Sound Parameters (except for ihe Drum Kit name) or Preset drum kit (0 — 6) in a
temporary base {that is the edited data will be returned to the previous when a new drum Kit is selected).

nASSIGN: SOUNA ASSIGN =+ reeseortermremssmsiass bbb bbb
MO Funi Al BANT A
R MG , —’ ,""""'" The DR - 660 allows you to assign any sound 10 any Key Pad. You can
_ ' ,- ' , also assign any one sound te ali of the Key Pads,
[ _
BHZZIGH
SurE T

The DR - 660 contains the 253 scunds as shown on the following page.

[The list of Instrument]

No. Display Instrument Name No. Display Instrument Name
» 0 Ambo K ambient kick + 23 {MonDpK | mondo deep kick
.1 Attaki attack kick =24 Pilwk piflow Kick

2 BBalK basket ball kick 25 | PunchK punch kick

«3 BoSldK boing selid kick #26 [Rap K rap kick

=4 BreatK breater kick =27 Real K real kick

=5 BriteK bright kick 28 {RevibK reverb kick

* B DanceK | dance kick « 28 | Room¥i | room kick 1

7 Deep K deep kick =30 |HAoomK2 | room kick 2

=8 DelayK delay kick » 31 SharpK sharp kick

* 9 Daor K door kick =32 {ShelK shetl kick

=10 [ DpVrbK | deep reverb kick * 33 | SmashK | smash kick

« 11 | Dry K1 dry kick 1 =34 |SofiK soft acoustic kick
» 12 Dry K2 dry kick 2 =35 SolidK solid kick

»*13 (DUl K dull Kick 35 :Strenk strength kick
=14 |FElecKi electronic kick 1 +#37 iSyn K synthesizer kick
»15 |FElecK? elecironic kick 2 « 38 |TeknoKk techno kick

=16 ! GateK1 gate kick 1 =39 {Thud K { thud kick

» 17 1 GaleK2 gate kick 2 + 40 | TightK 4 tight kick

+18  (Hard K hard acoustic kick » 41 Tom K tamtom kick

=18 |{HouseK | house kick . =42 | TRBOBK | TR-BOB kick

= 20 HybrdK hybrid kick » 43 TRY09K | TR-909 kick

* 21 MdVrbK mondo reverb kick « 44 | VbSidK reverb solid kick
=22 | MongoK | mondo kick * 45 |VerbyK | verby kick i
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{i) Editing sounds

No. Display instrument Name No. Display instrument name
*46 (Waod K woog kick * 103  RealS2 real snare 2

=47 80BAcK TH - 808 acoustic kick + 104 | ReggSt reggae snare 1
*48 | BOBEIK TR - 808 eiectronic kick 105 1BReygS2 | reggae snare 2
=49 {808GtK | TR-BOB gate kick =108 1Ring 8 ring snare

= 50 909HdK TR - 908 hard kick = 107 i Rock31 rock snare 1

» 51 AttakS atack snare = 108 1 RockS82 rock snare 2

=52 |BgSht§ big shot snare * 109 ;1 Splats splatier snare
=53 BrethS breath snare = 110 | SprLis super light snare
+*54 | BriteB bright snare * 111 1 GprwkS | super whack snare
=55 1 BrRISY brush roll snare 1 * 112 1 SwingS | swing snare

»56  1BrRIS2 brush roll snare 2 +» 113 :Thin 8 thin snare

=57 {Br8is brush slap snare 1 * 114 | TightS tight snare

« 58 1 BrSIs2 brush slap snare 2 *115 |Tiny 8 tiny snare

=59 | Br3183 brush slap snare 3 * 116 | TrashS frash snare

* 60 | BrSwiS brush swish snare =117 | TRBOBS | TH-BOB snare

* 61 Chop51 chop snare 1 * 118 | THS0AS | TR-809 snare

+ 62 | ChopS52 | chopsnare?2 *119 iYep S yep snare

*B3 | CrkerS cracker snare *120 {60's § 90’s snare

* 84 1 CrudyS cruddy snare * 121 | 909L1S TR -909 light snare
* 85 | DanceS | dance snare * 122 [908RANS | TR-909 ring snare
* 86  1Dalay8 delay snare 123 1AmbStk | ambient side stick
*B7 |DigiS digital snare *+x 124 | HalStk hall side stick

* 68 | DiscoS disce snare 125 | MtiStk metal side stick

+* 88 i DopinS dopin' snare 126 | Sticks sticks

*70 i ElecS1 glectronic snare 1 127 | BOBStk TR-808 side stick
* 71 Elec82 electronic snare 2 « 128 [AmboT1 | ambient fom 1
«72 |Fal § fai snare » 128 AmboT2 | ambient fom 2

* 73 FX 8 FX snare * 130 { AmboT3 | ambient tors 3
=74 | GlassS giass snare *» 131 1AmboT4 | ambient tom 4
*75 [Grab$§ grab snare * 132 | BoosTH | boosh tom high
=76 Hard 8 hard snare « 133 | BoosTL boesh tom low

* 77 HousS1 house snare 1 « 134 |BrshT1 brush slap torm 1
*78 | HousS2 house snare 2 * 135 |BrshT2 brush slap tom 2
*»79 | HousS3 house snare 3 « 136 | BrshT3 brush slap iom 3
= 80 HsDpnS | house dopin’ snare » 137 | BrshT4 brush slap lom 4
*81 jHuge§ huge snare +138 {Dry TH dry tom 1

*82 HyperS hyper snare * 138 1Dy T2 dry fom 2

=83 ILtA 8 L.A. snare »140 [Dry T3 dry tom 3

= 84 | LAFatS L.A fat snare «141 Dy T4 dry tomm 4

*85  |iiteS light snare 1 * 142 1 ElecT etectronic tom 1
=86 |LiteS2 light snare 2 +» 143 | ElecT? elactronic fom 2

= B7 |LooseS loose snare = 144 |ElecT3 slactronic fom 3

= BB 1 NastyS nasty share + 145 jElecT4 electronic jom 4
=89 i NpiseS noise snare + 146 ILiteT? light tom 1

=80 | PiceS1 plecolo snare 1 * 147 |LiteT2 light tom 2

* PiccS2 piccolo snare 2 » 148 |LiteT3 light tom 3

» 92 | Picc83 piccolo.snare 3 -+ 149 {LiteT4 light tom 4

» 93 (PowerS | power snare = 150 i RealT1 real tom 1

=94 | RadioS radio snare » 151 [RealT2 real tom 2

+* 95 | RaspyS raspy snare » 152 | RealTd raal tom 3

* 95 | RckerS rocker spare = 153 | RealT4 real tom 4

* 97  iRcking rogkin’ snare * 154 [RimT1 rim tom 1

+98 1 RckLtS rock light snare + 155 |Rim T2 rim tom 2

* 99 ' RckPwS | rock power snare * 156 |Rim T3 fim tom 3

* 100 ; RckBmS | rock rim shot snare = 157 | Rim T4 rim tom 4

» 101 | RckSpS rock splatter snare = 158 | RockT1 rock tam 1

» 102 i RealS1 real snare i + 159 | AockT2 rock tom 2
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11) Eaiting sounds

No. Display instrument Name No. Display instrument name
= 160 ! RockT3 rock tem 3 217 |BOBCW TR - 808 claves
* 161 (RockT4 rock tom 4 218 ! B08MrG TR-808 maracas
+ 162 {RoomT1 ! room tom 1 219 {808Cip TR-B80B hand clap
+ 163 |{RoomT2 | room tom 2 220 |808Cow | TH-B0B cowbeli
+ 164 |RoomT3 | rpgmitom 3 221 i Searehi scratch 1
* 165 | RgpomT4 | room tom 4 222 | Screh2 scratch 2
» 166 [808Tom ; TH-B80B tom 223 | Scrchd scratch 3
«+ 167 | PopCHH | pop closed hi-hatl 224 |Scrch4 scratech 4
=+« 168 | PopOHH ! pop open hi-hat 225 (HiQ hi-Q
=+ 169 | RealCH real ¢iosed hi-hat 226 |Snaps snaps
== 170 | RealQR reai open hi-hat 227 :Hoo! hoo!
171 | RealPH real pedal closed hi-hat 228 {Uut? uut?
«= 172 [ BrsCHHM | brush closed hi- hat 229 | FXnoiz FX noise
»+ 173 [ BrsOHH | brush open hi-hat 230¢ | Chink chink
= 174 | BOBCHH | TR -B08 cipsed hi- hat 231 i DncClp dance clap
++ 175 | 8080HH | TR-B0B apen hi-hat =ex 232 | VrbClp reverb clap
176 {78 CHH CR-78 closed hi-hat * 233 [ VrpSht reverb shot
177 |78 OHH CR-78B open hi-hat « 234 | LtShot light shot
178 | CrshCt crash cymbal 1 + 235 | FXShot EX shot
178 | CrshC2 crash cymbal 2 * 236 | GlsSht giass shot
180 | SplshC splash cymbal * 237 1 RevKik reverse Kick
181 | ChinaC chinese cymbal * 238 | RevSnr reverse snarg
+»» 182 | Ride C ride cymbal « 239 [RevTom | reverse jom
+»= 183 | RidBIC ride beli cymbal 240 |RevCymn | reverse cymbal
== 184 | BrRidC brush ride cymbal 241 |AevCas reverse caslanels
185 | Cowbel cowbell 242 | RevBt reverse metallic beat
186 | Tambm tfambourine 243 {RevHIQ reversg hi-Q
187 | SiBell sleigh bell »++ 244 1RevClp reversa clap
188 | Casta hall castanets ++x 245 | RevSht reverse shot
188 | Triang triangle =+ 246 | RevAmb | reverse ambience
190 | Wodblic wood block »=2 247 [RevVrb reverse reverb
* 191 i BongoH | bongo high ==w 248 | KikAmD kick ambinence
« 192 | Bongol bongo low ++2 245 [SnrAmb | snare ambience
* 193 | CngHMt | conga high mute »=» 250 i TomAmb| tom ambience
= 194 | CngSlp conga high siap ++* 251 1LngVrb long revarb
» 195 [CngHOp | conga high open »ox 252 | GatVrb gate reverb
* 186 | Cngi.Op | conga low open « 253 | SlapBs slap bass
* 167 | Timbal timbale * 254 |Syn Bs synthesizer bass
188 | Claves ciaves 255 | OFF
199 | Vibsip vibra - slap
200 | GuiroS guiro shont
207 | Guirok guirc long * = The sound will alier depending on the
202 Marcas | maracas strength you hit the Key Pads or the
203 | Shaker shaker :
504 |CabaUp | cabasa up Nuance setting {page 68).
205 |CabaDn | cabasa down
206 |WhislS | whistle short * % = The sound will alter depending on the
267 | WhislL whistle long R
208 | Agogo 25080 Nuance setting.
208 | Cuica cuica
210 |55Clav | DR-55 claves * k% = The Pan setting (page 69) will be
211 | 78Cow CH - 78 cowbeil .
212 |78Beal | CR-78 metalic beal ignored.
213 {7BQuir CR-78 guiro K
214 178Tamb | CR-78 tambourine
215 | 78Marc CR-78 maracas
» 216 |B08Cng | TR-B0B conga
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{1] Editing sounds

BILEVEL: 0— 15

WODE

FUNLC

FAZ Bt

e i
/

BLEUEL 1 -
15 | e I8 L

B PITCH: - 2400 — +2400
T s 111
| g

EFITE

-24

H
K

i

i

#  The adjustable pitch range will vary from sound 1o sound.

BYDECAY: - 31 —.a1

MUIpE

FUNC

FAD BAMK

REAL
Al

TEMFD

BOECH

L1

1

|~y
_t

Level

#  Insome Instruments, the change of the decay time may be fairly smailer when set to a + value.

i
Decay i

Tim

a

............................................................................................

This Parameter adjusts the volume of the sound assigned ta each Key

.................................................................................

The pitch of & sound can be varied in ‘10 cent’ units (a2 semitone

consists of 100 cents). Higher values increase the pitch.

.....................................................................................

The decay time of an Instrument can be set. As the value increases, so

does the decay time: Higher values increase the decay time.
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[1} Editing sounds

BNUANCE: LTy T eereeeerrnnas e et e R VTP

WGH FUNHE AL BANE Y
WEA, TEMFO ' —-, ,—' The nuance (tone guality) setting can subtly change certain sounds
’ ,” , , (those indicated by * % "or ™ % x 7).
-L:i"!":',—. | -“1
BEHURHDE I
- T FaD hukBLR ' ' , '_’

@ For sounds indicated by * * " in the table shown on page B4, there will be an increase in the lower frequency

content when the value is increased.

When you hit the drum near the center When you hit the drum near the edge

The value is lower

@ For sounds indicated by © # * ", when the value is increased the sound will be as if the cymbal was hit ¢loser 10 the

cup.

When you hit the ¢ymbal near the cup When you hit the cymbal near the edge

The value iz higer The valus is lower

#® When nuance settings cannot ba made for a particutar sound, * — — — " will be displayed.
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[1} Editing sounds

BPAN L7 — C — R7/NDI sreeessresiioiacinmn, Fe e ieiaiararea e A aib e bbb ann .

WO FuKsL BAD BANE a

AEa VEurg ' -—' —' For a sound assipned 1o stereo output, this setting determines its ‘pan’”
PAL

’ ,” position (its piacement in the slereo (L/R) field).
l i “
A/ S
B3P AH it
- -

BT N R I B AN |

O

=

Rt RZ R3 R4 R5 RE& R7

# Evenifasoundissetto* ] M[x ] 1l it will not be sent through the INDIVIDUAL output unless “IND” is setected as

the individual Qutput setting {page 79).

# The pan setting will not affect a sound assigned to an Individuzl Output,

A‘TYPE POLY/POLY EXC1t — 7/MONO/MOND EXCT — 7 reerrrrrancasans ekt hanieeeiaer s nrauns

OTE FUN L

PAD Bas K

TEwPG

""', ,—" These settings determine the way sounds wiil be produced when one or

|
-

I

FAD KUMBER ,

,’ ’ ' more sounds are played continuously.
!
{

@ POLY

This function allows sounds with a long decay to ‘overlap’ one another, For example, if a ride cymbal patiern is being played,

using this setting will permit all the sounds to decay naturally.

Lavel

Time {

Mixed
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[1) £diting sounds

@ POLY EXC
When “two sounds which cannot be played at the same time in a normal playing technique but which will be sounded together
when either of them is payed continuously” such as Open and Closed Hi - hat, they can be set 1o the same EXC numbers for not

being sounded together.

Level bevel EXCI EXC EXC2

\

Time L ] Time

Ly

1
Mixed Not mixed Mixed

® MONO

When one sound is played repeatedly, each previous sound will be cut off to make room for the next one.

Lavel

s Time

Not mixed

@ MONO EXC
Any sounds having the same EXC number cannot be played together, Also when the same sound is played repeatedly, can not be

played together. Sounds such as Guiro Short and Guiro Long, whick are not normally heard together, should be set to the same

EXC number.

Level Level EXC1 EXCY EXCZ

Time Time

Not mixed Not mixed Mixed
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{1] Editing sounds

A CRV: sensitivity Curve (EXP 1/LIN 1/EXP 2/LIN 2/XFDOXFD 1/FIX 1/FIX 2) -+-rsrssens

HODE FUNC PAD BAMK 3
RLAL TERFD —-— —
o I 1
; 121
OLREL
LIMi
Lavel Lavel
EXP1 1
LINTy
vaiocity
=13
EXP2
Strength

¥ A Sensitivity Curve cannot be set for each Key Pad.

The B sensitivity ¢curves determine how the Key Pads will respond 1o

, differences in piaying velocity (playing strength) to Pad Bank A and B.

7/ FIX3

XFDI
LINZ
t Fixz

XFDO
\

Strength

When it is set to XFDI or XFDO, natural dynamics effect can be obtained by using the Pad Bank Layer mode. (Page 81)

n KITNAM: Drum Kit Name

Funl

FAD RANK

IR Ln

DR XI¥

.l_—'i'——‘
| et B
T I

D

T

—p T

Drum Kit Name

#  Drum Kits 0 — 6 are Preset; their names cannot be changed,

Each Drum Kit (7 — 38) can be assigned a name of up 1o 7 characters,
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{1} Editing sounds

2. Editing Sound Parameters -

@ Press[PAD |. The Display shauid read"PAD" {Pad Mode).

@ Using[ € /[ » ], seiect the Parameter to be edited.

il
ol
=
-

[When you select EEH == 1

& The Dispiay responds with* S i1 7"

@ Hit the Key Pad wharte the sound you wish to replace is assigned.

H# necessary, change Pad Banks by pressing] PAD BANK |.

* Use E/Eio select a sound assigned to Pad Numbers — 01 to — 23

& Select the new sound with the TEMPO/DATA diat. Moot M . 2N X

. R T

J It you wish to hear the new sound, press| ENTER |. 1 __' ,..J

GRS H1Cl

& Press . The Parameter setting Display O -_._'-.‘2-'1 ] , J L_'
wili return. Insmlmem 1

Pad Number tnstrument Number
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{1} Ediing scunds

@

[Whenyouselect BLEMEL — BE I THEM] e ISP R _

Hit the Key Pad where the sound fo be edited is assigned.

if necessary, change Pad Banks using| PAD BANK {.

To select an instrument assigned to Pad Numbers — 01 (Exampfe} Pitch setting Display
to — 23, press [ ENTER |then use [« J/[» ], instead == T e ——
of the Key Pad. s PR 1 _" ,,_,’
- . —
Using the TEMPQ/DATA dial, set the vaiue ol the R R | ’
- — ——
Parameter. - I il oL S| - ’_ '
i |
Pitch (st value) Pad Number
To change Drum Kit Names, move the cursor with

Instrument
EIEE]. then enter the characters using the

TEMPO/DATA dial.

When you have selected a sound assigned to Pad Numbers — 01 o — 23, pressing | ENTER |will allow you to hear

that sound.

To continue to edit other Parameters, repeat steps @ to @ as many times as necessary.

When you have selected a sound assigned to Pad Numbers — 01 to — 23, press | STOP/EXIT (first, then proceed
with steps @ 1o @.
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[2] Editing Effects

You can sel the depth of the Revesb and Chorus effects for the entire Drum Kit and individually for each sound.

1. Reverb depth

Set the depth of the Reverb. (0 — 9}

This function allows you Lo set the depth of the Reverb.

% When INDIVIDUAL output 1 is being used, the Reverb effect cannot be obtained.

Reverb Level
@ press{ REVERB |.
MOD FuH FAC BAkt A ¥
“REVERB" {lashes in the Display. o e - ’—'
i I
@) Using the TEMPCQ/DATA dial, set the overall Reverb e PaTTERR e e
level for the Drum Kit. 1 i 1 1 ':I' e '__, ' ’
FAD WUMBER ' ’ ,“ '”
Y% To set the Revert level for a particular sound, first hit : :‘::’: s bl UL b —
the Key Pad o which the relevant sound is assigned. ' '
REVERE
Set the reverb levet with the TEMPO /DATA dial. o ! - ,_J
i necessary, change Pad Banks using| PAD BANK 1. A A G ™ -
ary, ehang ing a1l 149 11
FAD HUMSER , ' N , ,“,
1

Press | ENTER |, and you can again set the overall
Numbet of the Key Fad

Reverd level. whets the Reverb lLevel
shouid be set

@ Press[ REVERB |when the settings are complete.

# Even if the Heverb level is set for each scund, no Reverb effect will be obtained if the overail Reverb ievelis 0,

# I you selact both Banks (A and B) using [ PAD BANK |, the Reverb level can be set simultaneously for both Banks.
This is a useful way of setting the Faverb level for a Drum Kit in which Pad Bank Layer (page B1) is ON.

—-——Reverb Lavel of Bank A (A16}

WODE FUNC FAD RANE [ I [

TONG REAL —
,._' — ,_',-.-.-—Raverb Level of Bank B (B16)

NEVERD

GE1 149 1L
e

-
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{2] Editing Effects

2. Chorus depth .~ -

Set the depth of the Chorus. (0 — 9)

This Function allows you 10 set the depth of the Chorus.

#  When INDIVIDUAL output 2 is being used, the Chorus effect cannot be obtained.

Chorus Lavel

) Press[ CHORUS |.

MOoE FLIN PAL HAML A
“CHORUS" flashes in the Display. v e |
@ using the TEMPO/DATA dial, set the overalt Chorus rarT ] rasrenn sl e

ievel for the Drum Kit. ) E‘ 1 1 ""f' E‘ '

w To seil the Chorus level for a particular sound, first hit HOZE i [AD BN b

SONG. REAL '—

/
s L

S I

| N I
i 1

Press , and you can again set the overall Number of the Key Pad

Chorus level. where the Chorus Leval
shouid be set

the Key Pad to which the relevant sound is assigned.
Set the Chorus level with the TEMPO /DATA dial, 1 ureens

FART
f necessary, change Pad Banks using| PAD BANK §. . [._"j & 1 1 ._1, e

X}

-

@ Press| CHORUS |when the settings are complele.

#  Even if the Chorus level is set for each sound, no Chorus effect will be obtainad if the overall Chorus level is 0.

# If you select both Banks (A and B) using { PAD BANK |, the Chorus level can be set simultaneously for both Banks.
This is a useful way of setting the Chorus level for a Drum Kit in which Pad Bank Layer (page 81) is ON.

g Chorus Level of Bank A {A16)
[]

Moot FUNC PAL BANE

L) B
SOrG MEAL S
'—’ —-— ,—-L-—-Chorus Lavet of Bank B8 (B18)

] CHORUS —
FATTERN

ol 1473

i

)

|
o ann A LY
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3] Changing Effects Parameters

By editing Reverb and Chorus Parameters, you can creale a variety of effects. The edited settings will be written into the Drum Kit currently

selected.

1. Effect Parameters

Parameters refated with Reverb/Chorus are as foliows:

n R.TYPE: Reverb Type (HALL/ROOM/PLATE/DELAY/PAN-DLY) «xrerereerrseeseerimaanianins

WOTE Fung

Fal 8aha

A

R

DAUM w1t

1t
_!

A

This Parameter determines the Reverd Type.

Type Description
HALL This simufates reverberation in a concert hall
ROOM This simulates reverberation in a normal size room.
This simulates plate echo (reverb ¢reated by vibration of metalic
PLATE
plate}.
DELAY This is a normal delay effect.
This mixes right and left delay sounds which are individuatly
PAN-DLY processed from direct sound, creating fat sound orshaking sounds

to the right and left.

ER.TIME. Reverb Time (0___31) ........... T ImImmmmmmmmmTI T

MODE FnC

FAL BANK

REAL

EPFECT

!

e

BE. TIH%

DAL it

This Parameter determines the reverberation time. As the value
increases, the reverberation time increases {creating the iilusion of a

targer space).
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[3] Changing EHects Paramaeters

BR_LPF Reverb Pre LPF (D e T) orenmee ArakendasiaenarernnranretatosunTaratsuntannstanatannarannannanT

This Parameter sets the cuteff frequency which controls the high

frequency conteni of the reverberant sound. As the value is increased,

the higher frequencies are cut.

LT FUNC FAD Bhhx *
o I T
— In)
AF.LFF
:

HD-FDBK De[ay Feadback (D 1B} serreesrerer Mabarhraaceney

MEGE FUNC SADL LANE -
REAL """'" r'"", When DELAY or PAN-DLY is selected, this Parameter determines
EFrECT ORLKW 1T
—' ,_, the number of repeats.
i d— —
L. FLEE
15
E C.TYPE Chorus ‘Type (CHORUS/FLANGER) «wereeesreecsensanannnns kA AsEa Ay aaay
MODE FUUNG PAD BANE A ’
e — This seuing selects either the Chores or Flanger effect,
EFFECT DALK 417 m' ’“,
| 1
BC.TYFPE
CHORLS

| EC.DPTH: Chorus Depth (0 — 15)

.....................................................................

FUNC PAD HANE

This serting determines the depth of the Chorus distortion. The higher

WGUE

DRUN &4T

the value, the more pronounced the distortion.

Ed C.RATE: Chorus Rate (0 — 15)

T I o FeLaassanrr b

MGOE

FUMT FAD BANK

A

This setting determines the rate of Chorus distortion. Higher values

AEAL
EFFECT

PAUM ©T

|
BCLRAT
1

nim

increase the rate. i
!
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[3] Changing Effects Paramaters

E C.FDBK: Chorus Feedback (0 — 15)

................................................................

onn: Tt Tap BAnT T
nes — This setting determines the fecdback level of the Chorus effect. Higher
EFEECT DAL 2l , ,
"""'" ' values produce a more pronounced flanging effect.
HiC . FDEE
z =
o
EC_DLY Chorus De[ay (0——31) reerer Veariisentiiinanisiesana rderseabakennanre drerarentaasansenarasens
WEDE FUNE Fal BaMx -~
nEn, ""'"", ' This setting determines the delay time of the Chorus sound. Increasing
EFFECT RUM LT
i -, , the value increases the delay time.
B, LY
T4
wt L

2. Editing Effect Parameters

() Press[ EFFECT |. The Display should read "EFFECT" (Effect Mode).

@ Select the retevant Parameter with [« |/ 1.

@ Set the value of the Parameter with the TEMPO /DATA dial.
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[4] Individual Outputs _

he DR - 660 allows you Lo assign one sound.to each of the INDIVIDUAL outputs {1 and 2}. The volume (output Jevel) can also be set.

¥ A sound assigned to an INDIVIDUAL output will not be heard through the stereo outputs.

@ INDIVIDUAL. Quiput 1

When INDIVIDUAL output 1 is being used, the sound sent through the sterec outputs will not take on Reverb

effect either,

@& INDIVIDUAL Output 2

When INDIVIDUAL output 2 is being used, the sound sent through the stereo outputs will not take on Chorus
effect either.

press{ REVERB |or[ CHORUS |.

using{ € J/[®_]. setect “IND1” or *IND2".

Press. The Display should read “PAD".
Using [3:]![2:] select“[{PEH".

Hit the Key Pad to which the sound to be output through the INDIVIDUAL output is assigned.

® 8@ ® @ 6 @

Using the TEMPO/DATA dial, select “INDIV",
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[4] Individuat Outputs

{When using INDIVIDUAL Output 1] s beeasrusrassnetssiaisaroannannarrTan -

Press| REVERB i.

© “IND1" flashes in the Display.

=

Hit the Key Pad 1o which the sound 1o be sent through
INDIVIDUAL output 1 is assigned.

Set the Output tevel (0 — 9) with the TEMPO/DATA
dial.

Repeat steps & and & as many times as necessary.

Press| REVERB |when all the settings are complete.

[When using INDIVIDUAL Output 2] «+---e-e-

press [GHORTS]

“IND2" fiashes in the Dispiay.

Hit the Key Pad to which the sound to be sent through
INDIVIDUAL output 2 is assigned.

Set the Qutput Leve! (0 — 9) with tha TEMPO/DATA

dial.

Repeat steps ® and @ as many tirmes as necessary.

Press| CHORUS |when all the settings are complete.

QOutput Level
ManE TUNE P BANL » ¥

REAL

] PATIERN

HEl 14872 I
FAD WUMBER , ' '—, '
SONG REaL '—‘
L T i FATTERN - ‘“’
BEl 143 oz
PAD MUMBER ‘ , . ,,“'
1
Number of the Key Pad
where the Output lavel
should be sat
Output i_e\]rei
:::: — FUNL PAD BAHK 2 L“....—
I'1
ot » '--'
BEl 149 i
R B N B R |
SDMG REAL '—,
PART I PATTERN e ,“,
FEl 145 N
#AD mUMBER , ‘ f ' 'u,
H

Number of the Key Pad
where the CQuiput level
should bs set
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The Pad Bank Laver furcticn allows you to play the sounds of Banks A ané B at the same time.

# The Pad Bank Layer settings you have made are slored in the relevant Drum Kit.

[Using Pad Bank Player])

@ By assigning a sound o a specific Key Pad in Pad Bank A, and an edited version of the same sound to
the same Key Pad of Bank B, a fat sound can be created when those sounds are played (layered)
together.

@ By assigning different Velocity Sense Curves to the Key Pads of Pad Banks A and B (page 71), you can
play different sounds from the same Key Pad depending on how hard (or soft) you play.

For instance, if you set XFDI at Pad Bank A and XFDO at Pad Bank B, the volume and the ratio for sound mixture of these two

sounds wit! alter in a very natural way according to the strength of hitting the key pads.

Pad Bank A " Pad Bank B

Level Lavel

X0t

XFDC

Strength Strength

~ 7

Pad Bank Layer

Lovel

Strength
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[6] Copying a Drum Kit

The DR - 660 allows you 1o copy Drum Kit data into any User Programmable Drum Kit (7 — 38).

0

&

(@

&

Press DRUM KIT |. The Display should read “DRUM KIT",

Press .

* Using the TEMPO/DATA dial, setect the source Drum Kit (Number) to be copied.

Using the TEMPQ/DATA dial, specify the destination Drum Kit (Number).

You cannot select a Preset Drum Kit Number (0 — 6} as a destination,

Press| ENTER |,

The Display responds with * = 11~ 2 7

Press| ENTER [to proceed or] STOP/EXIT o cancel.

& Reverb/Chorus leveis

(for individual sounds/overall Drum Kit}

& Pad Parameters

"

. :, ,:,
| N

FE sy Ie-tt ]
Stapdrd i 1_l

Destination Drum Kit
Name

Source Drum Kit Number

Instrument Assign / Level / Pitch / decay / Nuance / Pan / Assign Type / Sense Curve

& Effect Parameters

Dastination Drum Kit

Number

Reverb Type / Reverb Time / Reverb Pre LPF / Delay Feedback / Chorus Type / Chorus Depth / Chorus Rate /

Chorus Feedback / Chorus delay

4% Pad Bank Layer settings

& Note Number Assignmenis

& Drum Kit Name

B2




Chapter 7

Connecting
MIDI Devices

The DR-660 is equipped with MID! INJOUT sockets which permit
connection to a variety of MIDI equipment {sequencers, scund modutes,
efc.).
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T1] About MIDI

MID! (pronounced “middy™) stands for Musical Instrument Digisal Interface. MIDI is a world - wide standard thar allows musical

instruments and compulers 10 exchange musical daws. Most electronic musical instruments sold today are MIDI compatible. MIDI1

compatible devices have MID! sockets which are used to physically link instruments {using special cables). Under the MIDI standard,

performance events such as playing on a keyboard, or depressing a pedal are handled as MIDI messages.

1. MIDI Messages

The following explains bow MIDI messages are transmitted and received.

. MID! Sockets N T [

MID messages are transmitted and received through three MIDI sockets:

MIDIIN : This socket receives incoming MIDI messages.

MIDI

MID! OUT : This socket transmits outgoing MIDI messages 1o other devices.
MIDI THRU : MIDI messages received at MIDI IN are re - transmitted by the MIDI

[s]Ehs

THRU socket. {This socket does not transimit messages that originate

* * * inside the unit itself.)

in theery, any number of MIDI devices can be connected using the MIDI sockets. The practical limit, however, appears

to be 4 or & devices, Beyond 6 units, the signal quality may begin to deteriorale and become unrefiable.

The DR- 850 is equipped with MIDE IN and MiDt OUT sockets. The MIDI IN socket can also be used as a MIDI THRU’
socket by setting the Soft Thru function ON (Page 92).

. Mi{)[ Channe!s T LTI T

Using MIDI, a variety of information can be transmisted to several MIDI devices using only one MIDI cable. This is made possible
by MIDI] channels. MIDI chasnels are easy to understand if we use the amalogy of television broadcasting. Many ielevision
programs are broadcast from many TV stations and your TV antenna receives them all. By setting your television to a specific
channel, you can watch anly the desired program. The same idea applies to MIDI channels. The master device is somewhar like the
broadeast station, and the slave device is like a television receiver, The MIDI messages carried by the MID] cable are like the

programs thal are transmitied from the broadeast stations.

,-5
Broadeasting
> Seiact the channel of the

broadcasting station you
Broadcasting /
Station C I =t

; T.V. information from many different broadcasting station is sent
Broadgasting
Station A through an antenna. F

wish to watch
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(1] About MIDI

MIEM provides 16 channels (1~ 16). MID messages are transmitted when the transmitting device and the receiving device are set

10 the same channel. When the MIDI channels are set as shown bejow, only Sound Module B will be heard by playing the

keyboard.
- MIDI QUT X MDY N MIB THRU
Transmit Channel | I Receive Channet 2 ¢ |
5 oo oo [T —— = ] =
B gésss sei o Semmmmei - oo Sound Modole =f=1 _

, [ w Receive Channel | ¥ MIDI iN
Siithhi | - oo Sound vhsdmie=B=[ _

Haowever, when the OMN] Mode s set to ON, all the messages are received — regardless of how the MIDI channels are set. And

when the OMNI Mode is OFF, messages of only the specified MIDI channel are received.

2. DR-660: MIDI Messages

The foliowing shows which MIDI message the DR - 660 can transmit and receive. MIDI messages are divided into two main

groups; Channe] Messages and System Messages. Channel messages are handled by each channel, while the system messages work

regardless of the M1D! channel serings.

.Channe; Messages sasssanesaaa R R L L N N R R I I I AP TesssEsae s s A R sa R AR A

These messages transmit performance information. Normally, channel messages alone are sufficient to ensure proper MIPT control.

How a receiver is comtrolled by each MIDI message is determined by how the receiver is set.

@ Note Messages

Note messages transmit drum performance information. Note messages include the following:

Noie Number  : Percussion sound (Number that indicates the position of the ‘key")

Note On : Playing of & Key Pad
Note Off : Releasing of & Key Pad
Valocity : How hard a Key Pad was struck

Note Numbers are represented by numbers 0 — 127 to indicate the position of notes on a keyboard instrument, with 60
representing middle C { C4 ). On a rhythm machine, however, a Note Number can be set for each drum sound. That is, drum

sounds can be played by the corresponding Note Numbers.
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[1] About MID!

Note Number ~ Note Name

LR F

Al

‘Note Name ¢ — ca e : G9
Note
Numbes [i] - 60 127

Qn the DR- 650, a Nota Number should be set for each Key Pad.
@® Program Change Messages
‘These messages are for changing sounds. On the DR- 660, Program Change messages select the different Drem Kits.

The DF - 660 can transmit and receive Program Change messages.

- 3ystem MESsages R T LR R T TR R R R RS R R

System messages inciude Exclusive messages, synchronization dara, system monitoring data, eic.

The DR - 680 can receive synchronization infarmation.

@® Common Messages

Common messages include Song Selection and Song Position Pointer messages, eic.
The DR - 660 can transmit and receive Song Selection and Song Position Pointer messages.

@ Healtime Messages
These are messages used in synchronization. Realtime Messages include Clock information for setting tempo, Start/Stop, Continue

Start and Active Sensing data (that monitors MIDI connection integrity).

The DR-660 can transmit and receive Clock, Star/Stop and Continue Starl messages, and can transmit Active

Sensing messages.

@ System Exclusive Messages

These messages are used for transmitting Rhythm Patterns or Setup messages 1o an external sequencer.

f
4

The DR - 880 can transmit and receive System Exclusive messages.
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[1] About MIDI

{MiD' imp[ementation Chan] ................. Ahbrbsiabrssuensa thvabrrrerren barrensararrae srrecnarnere Ceeern

MID] has made it possible for a wide variety of devices 10 exchange information, but it is not aiways true that all types of MIDJ
messages can be exchanged between all types of devices. For example, if you use a synthesizer as a master device to control a
digital piano, the pitch bender (the lever or wheel that modifies the pitch) of the synthesizer will have no effect on the sound of the
piano. The important thing to keep in mind when using MIDI is that the slave (receiving) device must be able to ‘understand’ what
the master {transmitter) is 'saying'. In other words, the MIDI messages musi be common to both masier and slave. To help you
quickly determine what types of MID] messages can be exchanged between master and slave, the Operation Manual of each MIDE
device includes @ MIDI Implementation chart. By locking at this chart, you can quickly see what messages the device is able to
transmit and receive. The lefi side of the chart lists the names of a variety of MIDI messages, and the Transmission and Reception
columns use “o"” and “x” marks to indicate whether or not each of these messages can be transmitted or received. This means that a
specific MIDI message can be exchanped only if there is a “o” in both the Transmission column of the master and the Reception
column of the slave. MID! implementation charts are standardized, so you ¢an fold the chans from two manuals together 1o see at a

glance how the two devices will communicate.

Fold here
MIDI Device A{\/; MID} Device 8

H

|
Funcrian[Transmaied A scogeiimd Rwnarts

i

i

T

i
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[2] Synchronization

The DR - 660 can be made to synchronize with an external MIDI device (eg.. rhythm machine, sequencer, etc.). You can control tempo or

start/stop from either the external device or the DR - 660

If the master {transmitting) device can transmit Song Select or Song Position Pointer messages. the Song Number or position for Song piay

specified on the master will be automatically set on the DR - 660.

If the siave {receiving) device can receive Song Select or Song Position Pointer messages, the Song Number or position for Song play

specified on the DR - 660 will be automatically ses on the slave.

1. Connections -

MiDi QUT ‘M!DI IN

=15 100

oo OCO000

ot o] i i |

- === _ 5o Sé% D0

oo oo OO

Saquencer DO DQDC}
DR-66C

2. The Sync Mode

The Sync Mode determines which device, the DR - 660 or as external device, will be the master.

INT ----- An external MID} device synchronizes in tempo with the DR - 660

MID! .-~ The DA - 660 synchronizes fo the MIDI clock signals sent from an external MID! device.

With the DR - 660 stopped in the Song Play or Paugrn Play mode, follow this procedure:

@ F‘ress. Mont FUuKC FAD BARE

The Display should read “MID!I" (MIDI Mede), "~ - ,, -' r-;'

@ select* B S HL " using [:i:}l[z] E] E’l i.l.'

@

Using the TEMPO/DATA dial, set the Sync Mode to
“MIDI".
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{2} Synchronization

3. Tempo Indication

When the Sync Mode is set 1o M1DI Syac, the tempo will be shown in the Display, and the tempo can no fonger be conwrolled from

the DR - 660.

MODE

FUNT,

PAC BANK

paTTEGH

=7
{

if you press{ START |before Timing Clocks are sent from the external device, the Display responds witk the Tempo Indication of

‘the playing mode. However, play does not actually start until the DR - 660 receives Timing Clocks.
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(31

You can. play the DR - 660 using performance information received from an-external -MIDI device. The DR--660 can also play {control) an

external MID? instrurment.

Pad Controller MIDI Keyboard

Lo o

LN

MiDI OUT

MiDI SUT I

MIDI IN

L OO

SSo2e H00000
BE 255 DD

1. Parameters =

“To contrel {play) the DR - 660 from an external MIDI device, set the following parameters:

nNOTE# Note Number (27——81) aresnssieansrann et aaemiaasasretesesanraarEarasrrtnacanren PO,

== WEAL = == - —' ,—' When the DR-660 receives Note On messages (on the proper MIDI

- R EE :' ,:' channel), the Note Numbers determine which sounds will be played.

_ When the DR - 660 transmits Note On messages, the Note Numbers set

ﬂ ;:_‘_I t-i T E :E here will be used to select sounds on the exterpal unit, Sounds which
e s 4 are not assigned to Key Pads cannot be transmitied, however.

Even if you have assigned the same Note Number to more than one Key Pad, only one sound wii! be played. Pad Bank A has

priority and the sound assigned to the Key Pad of the lowest number will be played.

{

¥  Note Number Assignment can be set for each Drum Kit. A

an



{3) Siave . Using the DRGBC as a MIDI Sound Module ~ Master : Controlling an External MID¢ device

EM!chh M!DE Chanﬂels {1 ____16) vrreressranas .-‘u-.......quu....n..‘u.»u...a.-.uun...-... -----

wook Fust PAD HAME

""" ==, | This selects the channel on which the DR - 660 receives messages. The

TEMPD

DR - 660 does not feature an OMNI ON mode and therefore should be

set {0 the same MIDI channel number as the ransminter. To transmit

messapes, the MID channel set here will also be used.

IS YNC: Sync Mode (INTAMIDY «+++rwessssseesssaseessssssrsssammssnsssssassssssnscrasssss s
WMODE FoNT ryearyT e
WA ' —, —, This parameter determines whether the DR - 660 will be the master
TEMPD
Im‘ JI7 1 f] (D or the stave MIDD device.

HPRG- Program Chaﬁge Message (ON/OFF) ...... amssanaseaasn PP SRRELATIL LTS T RREPERERRR R

MOUE Fuikt PAL BANK

Program Change messages. When set 1o ON, the DR - 660 will change

A
REM , ......, ’— This parameter determines whether or not to transmit or receive
TEMPFG
ot ,,“ ,

l Drum Kits mpon receiving Program Change messages, and will

transmit Program Change messages when Dmm Kits are selected by

operation of its panel buttons.

Drurn Kit/Program Number Table

Drum Kit Program Drum Kit Program | Drum kit Program
Number Number Number Number Number Number

0 1 13 71 26 B4

1 g 14 72 27 85

2 17 15 73 28 88

3 25 186 74 28 87

4 28 17 75 30 88

5 33 18 76 H 89

B 41 19 77 az 80

7 65 20 78 33 91

8 86 21 79 34 92

9 &7 22 80 35 93

10 68 23 81 36 94

11 69 24 82 37 a5

12 70 25 83 i a8 96

21



{3] $lave: Using the DRG0 as a MIDi Sound Module .” Master . Controliing an External MIDI device

ERXVOL~ Vo*ume Messages (0 — 12?/ON/OF_‘F) tasbsasamsasansssunn setssmsesaraasrarnana R
MODE TUHC FAL BAME A
rem , ""'" ,—' This parameter determines whether or not to receive MIDI Velume
TEMPFD
ol , ,""'" ' Messages. When it is ON, the overall volume changes when the
. _ = DR - 660 receives Yolume messages.
SR W00
LUFF
BHxEXPR EXDTBSSiOn MESSEQES (ONJOFF) sxrererersnarenseenen P P
MZDE FUKE PAD GAME A
neAL , ""'"" ,""‘, This parameter determines whether or not to receive Expression
t"‘m’ , ,— , , Messages, When it is ON, the overall volume changes when the
- e = DR - 660 receives Expression messages.
E o .[_: l,.—.. ; The Expression setting is not stored in memory and dafaclt to its
b=
il maximum vaiue.
RxEXC: Exclusive MESSBQBS (ONJOFF) teeverrsrvarvsnmontuiciniisainietiostntesniosnranaannes
WOSE FLUNL FAD BAHNK A
AeA , "'"'", """ . This parameter determines whether or not to receive System Exclusive
TEMPD
=l , "— , ' messages. When it is set to OFF, the DR - 660 does not receive System

T
Tl

EXTHRU: soft Thru (©oNvOFF)

NOBE

FUNE

FAL BANE

ATHRLU
i

FF

TEMPD

1=
:

Exclusive messages.

Whe this is set to OFF, the messages received through MIDI IN wili
not be transmitted through MIDI OUT.

When set to ON, the messages received through MIDI IN will be
transmitted (unaltered) through MIDI OUT while the performance
information in the DR - 660 are not transmitted through MIDI OUT.

#  in Bulk Dump mode, the Soft Thru will be automatically turned OFF,
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{3] stave! Using the DRBE0 as a MID! Sound Module,” Master : Controlling an External MiDI davice

2. Setting Parameters

&

@

&

@

With the DR - 660 stopped in the Song Piay or Pattern Play mode, follow this procedure;

Press[ MIDI . The Display shouid read “MID!” (MIDi Mode).

Using[ € /[ ® |, select the desired Parameter.

{When g_ﬁg ,-; ;:{ '{' E # is selected] .........................................................................
Hyouselect" TH O TE #"instep 3, the Display responds with* T i+~ & 7. Press| ENTER |.

Press| DRUM KIT |. The Display shouid read "DRUM KIT™.

Using the TEMPO/DATA dial, select a Drum Kit.

Press! DRUM KIT |again.

Press| ENTER |.
Select the sound with [I]f!:ﬂ then a Note Number mouE — Fure PAD &MT COS——
with the TEMPQ/DATA diai. ones 101_1

B 1

Press. The Parameter selecting Display ..T '_;_ 3 5 ' ' """“’ '
will returmn. - # 3 39 e | '“' ,
|
Note Number
Instrument
lWhen ﬂr:’l I E| I E:. I.-l —_— E} T H F_: L; is Selected} P we

Set the value of each Parameter with the TEMPO/DATA dial.
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Using MID! Exclusive messages, you can transfer data stored in the internal memory of the DR - 660 to another DR - 660, or to an exiernal

MID1 device that accepts Exclusive messages.

1. Transmit (Bulk Dump)

Data stored in the DR - 6580 can be transferred as follows:

{Connection]

MIDI OUT VMIDI N
C 1006 —
g2z 00000 22352 o3 =52
mg ggg S N _ P
SSE%E 0000 EE wEE
o000 L0000
O OOC OO Raceive Device {Sequencer)

Transmit Device (DA-680)

@ Press [MIDL]. The Display should read “MIDI" {MIDI T XTI | 47T CER—
Mode). e ’ _,“ '
1!

@ usingl €[> ], select“BIELILE " OBEULE

I

LL

@ Using the TEMPO/DATA dial, specify the data to be H
Data to be transferred

transferred.

ALL rrereeerieeee All data in the DR - 680

SEQ v Rhythm Patterns and Song data
GLOBAL ------- Roll/Flam/Metronome/MID| settings
DRMKITS --eeeres Al Brum Kits

1DRMKIT --------- One specified Drum Kit

04



[4] Data Transfer via Exclusive Message

@ Press| ENTER |. MOBE FUNT PAD HANE
REAL TEMPO

The Display responds with * S e ™" - , _’ ' ’
T 1t

% When youselect* i FEME I T " you must specity g
the Drum Kit Number 1o be transferred using the )

TEMPO/DATA dial.

e

i
L
ST

L) Lo

® Press[ ENTER |to proceed or|[ STOP/EXIT |to cancel.

2. Receive

The DR - 660 can receive Exclusive messages from asother DR - 660 or MIDI device.

[Connection)

MIDi OUT MlD| IN
| 22323 o2 29 oo 000000
oo B8 B C:C) DDD OO
= 2F2E LI00)
) Transmit Device 8 %OCDO gg%%
{Sequsncer)

Receive Davice (DR-660)

* Switch Exclusive Feceive ON (Page 52).
The DR - 660 can receive Exclusive messages onty when it is not playing.

# To receive Exclusive data fram another DR - 660, set the MIDI channel of two DR - 660's to the same number. To read
the DR - 660's data stored in an external unit such as a sequencer, set the MIDI channal to the sama channel where

the Exclusive messages have been recaived.
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1] Initialization

initialization is a procedure which restores some or all of the-unit’s parameters 1o their original factory settings. To initialize the DR - 660,

follow this procedure:

@ Press [UTILITY |. The Display should read “UTILITY" ' e T CR——
(Utility Mode). ~ oo e l _” {

@ U'si.ng 'the'.'Tl.EMPQl.ﬁA'.f‘.A dia.}. seiect " BRI Hi T EI H I

PR S Lo DPata to be transferred
@ Using the TEMPO/DATA diai, select the data to be

T

initiatized:

ALE <orreremerrean All the Songs and Rhythm Patterns are erased. {All the ather parameters will be returmed to their
original factory settings.)

SONG --eovrevennres All the Sdngs are erased.

PATTERN - All the Raythm Patterns are erased. {Drum Kits are returned to their original factory settings.)

DRUMKIT ---oveee All the Drum Kits are returmned 1o their original factory settings.

EFFECT wrerevves Etfect Parameters of the Drum kit currently selected are returned to their originat factory settings.

@& Press.

The Display responds with " 5 iy e 3 Mook FURE TAn panx

AfAL TEMED i
® Press[ ENTER |to proceed or 10 cancel. I [
BIMIT

A e
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[2] Error Messages

“an.operalional error oceurs. one of the folowing error messages will be displayed. Refer to this section for information on how 10 correct

e £ITor.

# When any error message appears in the Display, pressing| STOP/EXIT |will recall the previcus screen.

Ao

(13

I3

T

ey ]

A

1— i3

FLnC

L
e

T

t‘_'!'" —1

+— 1T

3

T

Sk

st
1y -

™

[ -

RIGDE

Fumd

1

MODE

FUN L

i
S

In Tl —

Dbt 1]

-4
a'—"

" The R - 660 has received an eacessive amount of data. Receiving additionai data is not

possible.

= If this message appears while the DR - 660 is receiving MID! data, decrease the
amount of data being sent by the transmitter,

= Set the MIDI mode so that irrelevant MID! messages will not be transmitted or
received (Page 91).

. The DR - 660 cannot store any additional Rhythm Patterns.

== To continue with Pattern Write, erase some existing Rhythm Patterns to make

sufficient memory space available.

7 The DR - 660 cannol siore any additional Songs.

= To continue with Song Write, erase some existing Songs to make sufficient

memory space available.

) No data exists at the source Rhythm Pattern selected for Pattern Copy or Pattern Delete.

= Seiect &8 Rhythm Patiern that contains data.

) No Rhythm Pantern data exists at the source Part selected for Part Insert or Pari Dejete.
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{2) Error Messages

MOTL

Lung

el
e w
CHE =L
Erpo |
Hiborted
Rrants Fuwg
Eatiterd
ExB R
HODE FuUNT
Hack ur
i

" Mo data exists at the source Song selecied for Sang Copy or Song Delete.

=+ Select a Song that contains data.

{71 Exclusive messages were not properly received,

= Be sure that both the transmitter and DR-660 are set properly. Hepeatl the

procedure.

O This message appears when you have canceled a procedure or a procedure cannot be

performed.

{0 The bauery, which supports the memory backup system, is exhausted. (This error

message appears when the unit is switched on.}

= Have the battery replaced by your Roiand retaller or at the nearest Roland

service cenier.

(O This appears in the display when datz in memory is damaged. (This error message

appears when the unit is switched on.)

= Press| ENTER ito initialize the memory.
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[3] Troubleshooting

P No sound is produced. «eeeimim,
ossible Causes:

The Valume is set to minimam {Page 13).

The level of the Key Pads is set to zero (Page 67)

The selected Rhythm Patzern or Song contains no datd.

P Sound breaks, - oo
ossible Causes:
More than 12 voices are being played simultaneously.
Assign Type for the Key Pads is not properly set (Page
69},

¥ Sound is strange. -+ eevtasarraraeacriraerenaaneae
ossible Cause:
The settings for the Key Pads are inappropriate {Page
67).

D The Flam effect is not produced. «--vrovemeeeenanees
ossible Cavses:
The Flam Interval is set to zero.

The settings for the Flam Ratio are inappropriate.

D) Piayback :does not begin when is
pressed. oo Ceeermeaenenreearaes
ossible Causes:
The Sync Mode is set to MIDI Sync {Page 88).
The sefected Rhythm Pattern or Song centains no data,

» Modes cannot be changed. -----evoeeeee semmemeseneees
assible Cause:

The Sync Mode is set to MID1 Syne and | START jwas

pressed befare MIDI clocks were received-(Page 89).

) Sounds in a Rhythm Pattern have changed. ----
ossibie Cause:
The assignment of Key Pads has been changed (Page 64)

) Songs automatically piay one after another. -+
ossible Cause:
The Song Chain function is ON (Page 57).

P The tempo changes when a
Song starts playing, -++--reererrerrersraenen,
ossible Cause:
An Initial Tempo is being set {Page 46).

@ The DR-660 cannot be controiled by an external
MIDI device. An external MIDI device cannot be
controlled by the DR-660. «v-o-rrrererermemmmnrannnnin

Possible Causes;

"7 The "MIDIE channels of the DR-660 and he “exiernal -
MIDI device do not match {Page 91).
Note Numbers of the DR-660 and the externai MIDI
device do not comespend.

@ When the DR-660 Is played by performance
data from a sequencer, the Song on the DR-680
starts together, »+-s-+-o-oemninee Aretcenmasaseennnaies

Possible Cause:

The Sync Mode is set to MIDI Sync {Page 88),

@ The metronome does not sound, ------creereeen
Possible Cause:
The level of the metronome is set (o zero {Page 43},

@ Program Change messages cannot be
transmitied or received, i,
Possible Cause: - : v
“ R F F 5 " in the MIDI Mode is set to OFF (Page 91).

@ The volume does not change when MIDI Volume
messages are received, «-oseoreeerrirenseeeenaes
Possible Cause:
“BEwUOL " in the MIDI mode is set to OFF (Page
91).

@ The volume does not change when
MIDI Expression messages are recefved. -+«
Possible Cause:
“BE%E¥FFR." i the MIDI mode is set 0 OFF

(Page 92},
@ The DR-660 cannot receive
Exc*usive messages. ----- T T T P

Possible Capse:
“BFxE %" in the MIDI mode is set 1o OFF (Page
92},
MIDI channels are not set to the same number (Page 91).
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[4] Factory Setting for the Drum Kits

No. 0, 32 No. 1, 33 No. 2, 34 No. 3, 35
Standard Room Power 1 Electronic

Pad & Nc;te tnstrument N?e Instrument N:te tnstrument N?e Instrument
1 (A0t} 49 | 178 CrshC1 49 1178 CrshCiH 49 178 CrshCi 49 {178 CrshC1
2 (AD2Y | 57 | 179 CrshC2 57 1179 CrshC2 587 | 179 CrshC2 57 1179 CrshC2
3 (AD3) | 53 ! 183 RidBIC 53 | 183 HigBiC 53 1183 RidBIC 53 1 183 RidBiC
4  [A04) 51 1182 Ride C 51 | 182 Ride C 51 {182 Ride C 51 1182 Ride O
5 (AD5) 50 | 150 RealT! 50 {162 RoomT!1 50 1128 AmboT1 50 | 142 ElscT1
6 (ADG) 48 | 151 Healt2 48 | 163 RoomT? 48 | 3286 AmboT2 48 {143 ElecT2
7 {A07Y | 45 | 152 RealT3 45 1164 RoomT3 45 1730 AmboT3 45 | 144 ElecT3
8 {A0B) 41 1153 RealT4 4% | 165 RoomT4 41 1131 AmboT4 41 {145 ElecT4
9 (ADZ} 37 123 AmbSik 37 1124 HalStk a7 | 123 AmbSik 37 {125 MtStk
10 (A1D) 39 | 219 BOBCip 39 231 DneClp 39 1232 VibCip 39 1235 FX5hot
11 (A1) 42 | 167 PopCkH 42 | 162 ReaiCH 42 11689 RealCH 42 1169 RealCH
12 {A12) 48 168 PopOHH 48 1170 RealOH 46 {170 RealOH 46 | 170 RealOH
13 (A13)| | 36 | 12 DryK2 36 | 29 RapmKi 36 | 22 MondoK 36 | 14 ElecK1
14 {A14)| | 38 | 84 LAFaiS 48 | 107 RockS1 38 | 75 Grab 8 38 | 70 ElecS1
5 (A15) 44 | 171 RealPH 44 | 171 RealPH 44 1171 ReslPH 44 | 171 RealPH
16 {A16) 56 | 185 Cowbel 56 | 185 Cowbel 56 1185 Cowbel 56 | 185 Cowbel
17 (B01) | 69 (204 CabaUp 69 ! 204 Caballp 69 | 204 Cabalp 89 {204 Cabalp
18 {(B02) 75 11398 Claves 175 1188 Claves 75 | 198 Claves 75 1188 Claves
19 (BO3) | 70 | 202 Marcas 70 {202 Marcas 70 | 202 Marcas 70 1202 Marcas
20 (B04) 58 | 199 Vibsip 58 1199 . Vibslp 58 {189 Vibsip -1 58 1199 Vibsip
21 {BO5) | 67 | 208 Agopo 67 [ 208 Agogo 67 {208 Agego - 67 | 208 Agogo
22 (BOB) | 68 208 Agogo 68 1208 Agoge 68 1208 Agogo 68 | 208 Agoge
23 (BOT)| | 73 {200 GuiroS 73 12060 GuiroS 73 1200 GuiroS 73 | 200 GuiroS
24 {(B08) 74 {201 Guirol 74 1201 GuirpL 74 1201 Guirol 74 | 201 GuiroL
25 (BO9)| | 60 | 191 BongoH 60 | 181 BongoH §0 {181 BongoH 60 | 181 BongoH
26 (B10) [ 61 | 192 Bongol 61 | 1892 BongolL 81 1192 Bongol. 61 | 192 Bengol
27 (Bit)} | 66 [ 197 Timbai 66 | 197 Timbal 66 | 197 Timbal 66 {197 Timbal
28 (Bi2)} { 65 1187 Timba} 65 | 197 Timbal 65 | 197 Timbal 65 {187 Timbal
29 (B13)t | 54 1186 Tambm 54 {186 Tambrn 54 1188 Tambrn 54 1186 Tambrn
30 (B14) | 62 | 183 CngHM! 62 | 193 CngHMt 62 1193 CngHM1 62 {193 CngHMi
3t (B15)Y | 63 [ 195 CngHOp 83 1195 CngHQOp 63 1195 CngHOp B3 [ 185 CngHOp
32 (Bi6)| | 64 | 196 CnpglOp 64 1198 CnglOp 64 1196 CnglCp 64 {196 CngiOp
a (-0 | 27 {225 HIQ 27 1225 HIQ 27 {225 HiQ 27 | 225 HIQ
34 (- 02) 28 |231 DneClp 28 . 231 DncClp 28 1231 DncClp 28 | 231 DncClp
35 (—03)} | 29 221 Serchl 20 {221 Screht 29 |221 Scrchi 29 {221 Screhi
36 {—04) | 30 | 222 Secrch2 30 {222 Screch2 30 | 222 Scrch2 30 1222 Scrchd
37 {—05) 31 1126 Sticks 31 | 126 Sticks 31 1126 Sticks 31 1128 Slicks
38 (—06) | 32 | 210 55Clav 32 | 210 55Clav 32 {210 55Ciav 32 1210 55Ciav
39 (—07) | 33 (212 VBBeat 33 {212 78Beat 33 (212 78Beat 33 [ 212 78Beat
40 (-~ 0B)} | 34 | 212 76Beat 34 1212 7BBeat 34 | 212 78Beat 34 {212 78Beat
41 {—09) | 35 | 11 DryKi 35 | 16 DpVrbK 35 | 33 SmashK 35 | 15 ElecK2
42 (—10) | 40 | 102 RealSt 40 | B8 NastyS 40 | 64 CrudyS 40 | 71 EleeS2
43 (—11)f | 43 | 152 Realld 43 | 164 RoomT3 43 1130 Ambo¥3 43 1144 ElecT3
44 (—12) | 47 1151 PReali2 = 47 | 163 ‘RoomT2 47 11289 AmboT2 47 1143 ElecT2
45 {—13)] | 52 {181 ChinaC 52 | 181 ChinaC 52 1181 ChinaC 52 1181 ChinaC
46 (~14) | 55 {180 SpishC 55 | 180 SpishC 85 | 180 SpishC { 55 1180 SpishC
47 ({—15) | 59 {182 RideC 59 {182 Ride C 59 1182 Ride C 59 [ 182 Ride C
48 {—16) | 71 | 206 WhislS 71 1206 WhislS 71 1206 Whisl§ 71 | 206 WhisiS
49 (—17Y | 72 | 207 WhislL 72 1207 WhislL 72 1207 WhisiL 72 | 207 WhislL
50 {—18)} | 76 | 180 Wodblk 76 | 190 Wodblk 76 | 180 Wodbik 76 | 180 Wodblk
51 {—19) 1 77 {190 Wodblk 77 1190 Wodblk 77 | 180 Wodhik 77 {180 Wodblk
52 (—20) | 78 [ 209 Cuica 78 | 208 Cuica 78 | 209 Cuica 78 12089 Cuica
53 { —21) 79 | 209 Cuica 79 | 208 Cuoica 79 | 209 Cuica 7% [ 208 Cuica
54 {(—22)| | BO {189 Triang 80 | 189 Triang 80 1188 Triang 80 {189 Trang
&5 (—23)] | 81 | 189 Triang 81 {189 Trang 81 | 18% Triang B1 | 1BS Triang
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[4} Factory Setting tor the Drum Kus

No. 4, 36 No. 5, 37 No. 6, 38 No. 7

TR808 Jazz 1 Brush 1 Ambient {Layer)
Pad # N:‘e Instrument Ngte Instrument EN?B instrument sz instrument
1 (AOt1): | 49 | 178 CrshC1 - 49 {178 CishC1 17491184 “BrRidC " | 49 [178--CrshC*
2 [AD2) | 57 |179 CrshC2 57 {178 CrshC2 57 | 184 BrRidC 57 1179 CrshC2
3 (AD3)} | 53 {183 RidBIC 53 1183 RidBIC 53 | 184 BrAidC 53 | 183 RidBIC
4 (AD4) { 51 {182 Ride C 51 {182 Ride C 51 | 184 BrRidC 51 | 182 Ride C
5 (AOB) | 50 | 166 80BTom 50 {138 Dy T1 50 | 134 BrshT1 50 | 158 RockTt
6 (AQ8B) 48 | 166 B08Tormn 48 {139 Dry T2 .48 | 135 BrshT2 48 !159 RackT2
7 [AOT7) 45 {166 80BTom 45 1140 Dry T3 45 {136 BrshT3 45 1160 RockT3d
8 (ADB) 41 1166 BO8Tom 41 1141 Dry T4 41 {137 BrshT4 41 [ 181 HockT4
8 (ADS) 37 1127 B808Stk 37 1123 AmbSik 37 1123 AmbSiK 37 1123 AmbStk
10 {A1D} | 39 ;219 808Cip 39 | 219 BOSClp 38 | 57 BrSISt 40 1108 Splatd
11 (A1t} | 42 ;174 BOBCHH 42 | 167 PopCHH 42 1172 BrsCHH 42 1168 RealCH
12 {A12}| | 46 [ 175 BOBOHH 48 | 168 PopOHH 46 {173 BrsQHH 46 1170 RealOH
13 {(A13)) [ 36 ; 42 TRB0BK 36 | 27 HealK 36 | 34 SoftK 36 : 25 PunchK
14 (A14)} | 38 117 TRAOBS 38 | B7 LooseS 38 | 60 BrSwid 38 | 51 AtakS
15 (A15)] { 44 1174 BOBCHA 44 1171 RealPH 44 1171 RealPH 44 {171 ReaiPH
16 (A16) | 56 {220 BOBCow 56 | 185 Cowbe! 56 |1 185 Cowbel 56 {185 Cowbe!
17 (BO1)[ | 69 [204 Caballp 89 {204 CabslUp 6% 1204 CabalUp 69 {255 OFF
18 (B02) 75 {217 B08CIv 75 {198 Claves 75 1198 Claves 75 {255 OFF
19 (BO2) | 70 218 BOBMrc 70 1202 Marcas 70 {202 Marcas 70 | 256 OFF
20 (BO4Y { 58 {1989 Vibslp ;| .} BB 1199 Vibslp : 58 ;189 Vibslp- .1 68 {255 OFF
21 (BOSY | 67 | 208 Agogo 467 1208 Agogo .1 67 1208 Agogo 657 | 250 TomAmb
22 (BO6) | 68 | 208 Agogo 68 | 208 Agoge 68 | 208 -Agogo 68 | 250 TomAmb
23 (BO?) 1 73 | 213 7BGuir 73 | 200 GuiroS 73 {200 GuiroS 73 | 250 TomAmb
24 (BOB) | 74 | 213 7BGuir 74 1201 Guiral 74 {201 Guirol 74 | 250 TemAmb
25 (BOS)[ | 60 | 191 BongoH 80 | 191 BongoH 60 { 191 BongoH B0 | 255 OFF
26 (B10)|'{ 61 | 192 BongolL 81 1192 BongoL 61 | 192 Bongol 81 |249 SnrAmb
27 (Bit)} | 66 {197 Timbal 66 1197 Timbal 66 | 187 Timbal 66 | 255 OFF
28 (B12)} { 65 | 197 Timbal 65 {197 Timbal 85 | 197 Timbal 65 | 255 OFF
29 (B13Y | 54 | 186 Tambrn 54 | 186 Tambrn 54 | 186 Tambrn 54 [248 KikAmb
30 (B14) 62 | 218 BOBCng 62 | 193 - CngHMt 62 1193 CngHMt 62 | 249 SnrAmb
31 (Bi5) | 63 | 216 B0OBCng 63 | 195 CngHOp 63 | 185 CngHOp 83 | 285 QFF
32 (Bi6)| | 64 | 216 B08Cng 64 | 186 CnglOp 64 | 156 CnglLOp 64 | 285 OFF
33(—01) | 27 [ 225 HIQ 27 | 225 HIQ 27 | 225 HiG 27 1225 HIQ
34 (—02} | 28 1231 DncClp 28 {231 DneClp 28 | 231 DncClp 28 1231 BneClp
35 (03} t 28 1221 Scrohl 28 {22t Scrchi 29 1221 SBcrohi 29 1221 Screhl
36 {—04) | 30 {222 Scrch? 130 |222 Scrch2 30 1222 Serch2 30 | 222 Scrch2
37(—085) [ 31 {126 Siicks 31 {126 Sticks 31 {126 Sticks 31 [126 Sticks
36 {—06)| | 32 | 210 58Clav 32 {210 55Clav 32 | 210 55Clav 32 | 210 55Clav
39 (—07) | 33 {212 78Best 33 {212 78Beat 33 {212 7BBeal 33 | 212 7B8Beat
40 (—08) | 34 {212 TBBeat 34 | 212 7BBeat 34 .[|212 7BBeat 34 [ 212 78Beat
41 (09 | 35 | 48 BOBEK 35 | 34 SoftK 35 [ 27 RealK 35 | 44 VbSHKK
42 (—10)} | 40 {121 B09LLS 40 | 1086 Ring & 40 | 56 BrRiIS2 38 | 231 DncClp
43 {—11)| | 43 {166 BOBTom 43 [ 140 Dry T3 43 (136 BrshT3 43 | 160 RockT3
44 {—~12)] | A7 | 166 BODBTom - 47 [139.Dry T2 {.47. 1135 BrshT2 . 47 .| 159 RockT2
45 {—13)] | 52 {181 ChinaC 52 1181 ChinaC 52 | 181 ChinaC 52 1181 ChinaC
46 {—14); | 55 {180 SplshC 55 | 180 SpishC 55 | 180 SplshC 55 | 180 SpishC
47 (—154 | 59 | 182 Ride C 59 | 182 Ride C 59 | 184 BrRidC 58 | 182 Ride C
48 {(—16Y | 711206 Whisi8 71 | 2068 WhislS 71 1206 WhislS 71 1206 WhislS
48 (—17)] | 72 | 207 WhisiL 72 | 207 WhislL 72 | 207 WhisiL 72 1207 WhislL
50 (—18) | 76 | 180 Wodbik 76 | 180 Wodbik 76 190 Wodblk 76 | 150 Wodblk
51 ({— 19} { 77 | 180 Wodblk 77 | 180 Wodbik 77 | 190 Wodblk 77 1190 Wodblk
52 (—20) | 78 | 208 Cuica 78 | 209 Cuica 78 | 208 Cuica 78 1209 Cuica
853 (—21)| { 79 | 208 Cuica 79 ;209 Cuica -4 79 |209 Cuica ; 78 1208 Cuica
54 (—22)f | 80 {185 Triang BG | 189 Trang 80 | 189 Triang 80 1189 Triang
55 (—23) 81 | 188 Triang 81 {189 Trang 81 {189 Triang 81 {189 Triang

Il
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14} Factory Setting for the Drum Kits

No. 8 No. 8 No. 10 No. 11

BigGym {Layer) Cheap Pop {Layer) Hyper (Layer)
Pad # N:‘e Instrument Nc:e Instrument Ngte Instrument N:‘E’ Instrument
1 (AD1) 48 {178 CrshC ‘49 | 177 78 OHH 49 1178 CrshCt 49 [ 178 CrshCt
2 (AD2) 57 1179 CrshC2 57 | 177 78 OHH 57 240 RevCym 57 {179 CrshC2
3 (A03) | 53 | 183 RidBiC 53 1175 808QHH 53 : 183 RidBIC 53 | 183 RidBIC
4 [AD4) 51 [182 Rige C 51 1175 80BOHH 51 {182 Ride C 51 1182 Ride C
5 (ADS) 50 1138 Dry T1 50 ;229 FXnoiz 50 {186 CnglOp 50 ;154 Rim T1
6 (AD06); | 4B [ 138 Dry T2 48 {229 FXnoiz 48 1196 CnglOp 48 1155 Rim T2
7 (AO7) | 45 {140 DryT3 45 1229 FXnoiz 45 [ 196 CnglOp 45 156 "Rim 13
8 (ADS)Y | 41 | 141 Dry T4 41 | 229 FXnoiz 41 11986 CnglOp 41 | 157 Rim T4
g (AD9Y | 37 |124 HalSlk 37 [ 125 MUSik 37 1123 AmbStk 37 {123 AmbSik
10 (A10)} | 40 | 52 BgShiS 39 (226 Snaps 40 1111 SprwkS 40 | 84 Radio8
11 (A11Y } 42 [ 169 RealCH 42 1176 7B CHH 42 167 PopCHH 42 [167 PopCHH
12 (A12) 46 | 170 RealOH 46 | 177 78 OHH 46 1168 PopOHH 46 {168 PopOHH
13 (A13)] [ 36 | 10 RevrbK 36 | 50 B0SHuK 38 5 BriteK 36 | 48 BO3EIK
14 (A14) 38 107 Rock®1 38 [ 115 Tiny 8 38 1102 Realdt 38 | 110 SpritS
15 (A15) 44 1171 RealPH 44 | 171 RealPH 44 1246 RevAmb 44 [ 171 RealPH
16 (A16)] | 56 1208 Agogo 56 | 211 78Cow 56 (220 BOBCow 56 | 208 Agogo
17 {BO1)| | 69 | 255 OFF 59 | 218 BOSMrc B9 | 255 OFF 68 | 255 OFF
18 {BO2) { 75 | 256 OFF 75 {210 55Clav 75 {255 OFF 75 {255 OFF
18 (BO3)| | 70 (255 OFF 70 {215 78Marc 70 [ 2558 OFF 70 1255 QFF
20 (B04)] | 58 [255 OFF J 58 1228 Lu? 38 | 285 OFF 58 1255 OFF
21 {BO5) 67 | 250 TomAmb -87 1220 B0BCow 67 | 186 CngLOp 67 1 248 "SnrAmb
22 {(BO6) | B8 :250 TemAmb 688 1220 B0BCow 68 1196 CnglOp 68 1248 SnrAmb
23 (BO7) | 73 1250 TemAmb 73 1213 78Guir 73 1156 CnglOp 73 1245 SnrAmb
24 (B08) 74 1250 TomAmb 74 1213 78Guir 74 1196 CngiOp 74 1248 SnrAmb
25 (B09) | 60 1255 OFF 60 {191 BongoH 60 1188 Casta 60 | B6 LiteS2
26 (B10)] | 61 | 249 SnrAmb 61 1192 BongolL 61 1234 LiShot 61 ] 81 Muge$§
27 (Bit)| | 66 | 255 OFF 86 197 Timbal §6 1255 OFF 66 | 255 OFF
28 {B12) | B5 |255 OFF 85 1197 Timbal 65 [ 255 OFF 685 | 2856 OFF
29 (B13)}} | 54 | 248 KikAmb 54 | 214 78Tamb 54 1229 FXnoiz 62 [ 233 VvrbSht
an (B14) | 62 | 251 ingVrb 62 | 216 80BCng B2 ;186 Tambm 54 {1B6 Tambrn
31 (B15)] | 83 | 285 OFF 63 | 216 B08Cng 63 | 255 OFF 63 | 255 OFF
32 (B18)] | 64 {255 OFF 64 {216 80BCng 64 | 226 BOBCow 64 | 230 Chink
33 (—01)| { 27 1225 HiOQ 27 1225 HIQ 27 | 225 HiQ 27 1225 HiQ
34 (—02) 28 1231 DacCip 28 | 231 DneClp 28 {231 DncClp 28 1231 DncClp
35 (~-03)] { 29 1221 Scrchi 28 1221 Screchi 20 {221 Screhi 28 {221 Screhi
36 (—04)F | 30 j222 Bcreh2 1 3¢ ;222 Scrch2 30 | 222 Screh2 30 1222 Scrch2
37 (—05) | 31 [ 126 Sticks 31 1126 Sticks a1 1126 Sticks 31 1126 Sticks
38 {(—06) | 32 1210 55Clav 32 1198 Ciaves 32 {210 55Clav 32 1210 55Clav
39 {—07) | 33 | 212 7BBeat 43 1212 78Beat 33 ;212 78Beat 33 (212 7B8Beat
40 {~08)] | 34 | 212 T7BBeat 34 212 78Beat 34 i212 78Beat 34 | 212 78Beat
41 {(—08)] | 35 | 23 MonDpK 35 | 32 ShekK a5 6 Dancek 35 0 Ambo K
42 (—10) t 39 (232 VibClp 40 1122 909RNS 39 1219 808CHp 39 {219 808Clp
43 {—~11)} | 43 [140 Dry T3 43 {228 FXnoiz 43 | 196 CnglOp 43 1156 Rim T3
44 {—12)} | 47 [ 139 Dry T2 47 .1 228 - FXnoiz ~47-1:186 -Cnygl.Op 471155 Rim T2
45 (—13)} § 52 1181 ChinaC 52 | 181 ChinaC 52 1181 ChinaC 52 1181 ChinaC
46 (-~ 14)] | 55 11B0 SpishC 55 | 180 SpishC 55 | 180 SpishC 55 {180 SpishC
47 (—15)} { 58 1182 Ride C 59 | 182 Ride C 59 | 182 HRide C 59 :182 Ride C
48 {—18Y 1 71 [206 WhisiS 71 | 206 WhisiS 71 | 206 WhisiS 71 {206 WhislS
48 (—17) | 72 1207 Whisll 72 1207 WhislL 72 1207 Whisll 72 1207 WhislL
50 (—18)} | 76 | 190 Wodbik 768 1190 Wodblk 76 1180 Wodblk 76 1180 Wodblk
51 (—19) | 77 | 190 Wodbik 77 1190 Wodblk 77 {190 Wpdblk 77 1180 Wodbik
52 (—20) | 78 1209 Cuica 78 1209 Cuica 78 1209 Cuica 78 | 208 Cuica
53 (~21} | 79 {208 Cuica 79 1:208 Cuica 79 | 209 ~Cuica 79 1208 Cuica
54 {—22)] | B0 | 188 Triang 80 {188 Triang 80 1188 Triang 80 | 189 Triang
55 (—23) 81 | 188 Triang 81 | 189 Triang Bt {188 Triang 81 | 188 Triang
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[4) Factory Setting for the Drum Kits

No. 12 No. 13 No. 14 No. 15
Dance 1 Dance 2 Dance 3 Power 2

Pad # N:te Instrurment N:te instrumant N:te Instrument Nite instrument
1 (ADT)Y | 48 (178 CrshCtr '} ] 48 {178 CrshC1 7| 49 (178 %CrshC1 | -] 48 11178-CrshC1
2 (ADR) | 57 | BY NoiseS 57 {251 LngVrb 57 {240 RevCym 57 | 178 CrshC2
3 (AD3) | 53 {246 RevAmb 53 1228 Uut? 53 1241 RevCas 53 | 183 RidBIC
4 (AD4} 51 {225 HiQ 51 {220 80BCow 51 {230 Chink 51 182 Ride C
5 (ADS) 50 1221 Scrchi 50 {223 Serch3 50 | 154 Rim T1 50 [ 132 BoosTH
& (AOCB) | 48 ;222 Scrch2 48 {224 Scrchd 48 |155 Rim T2 48 (132 BoosTH
7 (AD7Y | 45 {236 GlsSht 45 1231 DncClp 45 156 Rim T3 45 | 133 BoosTL
8 (ADB) | 41 {247 RewVrb 471 1234 LtShot 41 157 Rim T4 1 41 1133 BoosTL
8 (AD9) 37 87 Digi§ 37 1112 SwingS 37 79 HousS3 39 1236 GlsSht
10 (A10} | 40 | B8 DiscoS 43 | 80 HsDpn8 3% | 78 HousS2 40 | 53 BrethS8
11 {A11)}} | 42 | 167 PopCHH 42 {167 PopCHH 42 1167 PopCHH 42 1169 RealCH
12 (A12)} | 46 1188 PopOHH 46 | 168 PopOHH 48 {168 PopOHH 48 1170 ReaiOH
13 {A13) 36 8 Dancek 36 | 26 Rap K 36 | 19 HouseK 36 8 Delayx
14 (A14) 38 | 85 DanceS 38 | 69 DopinS 38 | 77 HousSt 38 | 116 TrashS
15 [A15) 44 | 188 Casta 44 | 235 FXShot 44 {214 78Tamb 44 [ 171 RealPH
16 (A16} 54 {186 Tambrn 54 | 186 Tambrn 54 1186 Tambrn 56 : 185 Cowbel
17 (BO1)j | 69 | 204 Cabalp 63 | 204 CabaUp 63 | 204 CabaUp 68 1204 CabalUp
18 (B02) 75 | 198 Claves 75 | 198 Claves 75 {198 Claves 75 1 198 Claves
19 (B03) 70 | 202 Marcas 70 | 202 Marcas 70 {202 Marcas 70 1202 Marcas
20 {BD4);. § 58 | 1989 Vibslp 58 {189 Vibsip 58 {198 :Vibslp - 1 58 [199 Vibslp
21 (BOS5)| | 67 {208 Agogo - 67 1208 -Agego §7 1208 Agogo - 67 1208 Apogo
22 (BO8B) 68 | 208 Agogo 68 | 208 Agego 68 | 208 Agogo 68 1208 Agogo
23 (BO7)| | 73 | 200 GuiroS 73 200 GuireS 73 {200 Guiro3S 73 1200 GuiroS
24 {BOB)| | 74 | 201 -GuiroL 74 1201 Guirol . 74 | 201 GuiroL 74 1201 Guirob
25 (BOY) 60 1191 BongoH 60 | 191 BongoH 60 | 191 BongeH 60 1191 BongoH
26 (B10)] ¢ 61 {192 Bongol 61 1192 Bongel 61 | 192 Bongol 61 1182 Bongel
27 (B11} 86 [ 197 Timbal 66 | 187 Timbal 66 | 197 Timbal 86 187 Timbal
28 (B12y] | 65 {197 Timbal 85 [ 187 Timbal 85 | 197 Timbal 65 187 Timbal
29 (B13)] | 56 {185 Cowbel 56 | 185 Cowbel 56 | 185 Cowbel 54 1186 Tambrn
30 (Bi4)] | 82 | 193 CngHM! 62 1193 CngHMt 62 | 183 CngHMi 62 {183 CngHMt
31 (B15){ | 63 {185 CngHOp 63 | 195 CngHOp £3 1195 - CngHOp 63 {185 CngHOp
32 (B1B) 64 1196 CnglOp 64 {196 CnglOp 64 1196 CnglOp 64 11868 CnglOp
33 (—01) | 27 | 225 HIQ 27 (225 HIQ 27 1225 HiQ 27 1225 HIQ
34 (—02)) 1 28 1231 DncCip 28 {231 DncClp 28 |231 DncClp 28 {231 DneClp
35 (—03)] | 29 1223 Scrch3 -1 28 | 221 Screchi 29 1221 Scrchl 29 1221 Bcrehi
36 (—04)| | 30 [224 Scrché | 430 [222 Scrch2 30 222 Scrch2 30 | 222 Serch2
37 (—05)] | 311126 Sticks 31 | 126 Siicks - 3t | 126 Sticks 31 | 126 Sticks
38 (—06) | 32 {210 55Clav 32 |21 55Clav 32 | 210 S55Clav 32 210 55Clay
39 (—07)| | 33 |212 7BBesat 33 {212 78Beat 33 (212 78Beat 33 | 212 7BBeat
40 (—08)| | 34 1212 7BBeat 34 {212 7BBeat 34.1212 78Beat 34 | 212 78Beat
41 (—~08)] | 35 | 38 TeknoK 35 | 47 B0BAcK 35 | 40 Tightk 35 8 Door K
42 (—10)] | 38 (232 VrbCip 39 | 219 80BCip 40 {219 BOBClp 37 {123 AmbStk
43 (—11)} | 43 {130 AmbhoT3 43 1148 LieT3a 43 1156 Rim T3 43 1133 BoosTL
44 {—12)] | 47 {129 AmboT2 | 471147, LiteT2 471155 RAimT2 1 | 47 1132 BoosTH
45 (—13) | 52 | 181 ChinaC 52 | 181 ChinaC 52 | 181 ChinaC 52 1181 Chinal
46 (—14)| | 55 | 180 SpishC 55 | 180 SplshC 55 | 180 SpishC 55 {180 SpishC
47 {(—15)| | 59 1182 RideC 59 {182 Ride C 59 1182 Ride C 58 {182 Ride C
48 (~-16)| I 71 1206 WhislS 71 1206 WhislS 74 | 206 WhislS 71| 206 WhislS
48 (—17)| | 72 [ 207 WhislL 72 | 207 WhisIL 72 | 207 Whisll 72 {207 WhislL
50 (—18)} | 76 180 Wodblk 78 | 190 Wodbik 76 | 190 Wadblk 76 {1890 Wodbik
51 (—18)| t 77 | 190 Wodblk 77 1190 Wodbik 77 {190 Wodblk 77 1180 Wodbik
52 (—20) | 78 {209 Cuica 78 | 209 Cuica 78 | 208 Cuica 78 | 208 Cuica
53 (—21) | 79 (208 Cuica 79 | 208 Cuica 79 | 209 Cuica .79 208 Cuica
54 (—22) | 80 | 189 Triang B0 {189 Trang 80 | 189 Trang 80 {188 Triang
55 {—23) 81 1188 Triang 81 | 185 Triang 81 | 189 Triang 81 [ 189 Triang
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[4] Factary Setung for the Drum Kns

No. 16 No. 17 No. 18 No. 19
Power 3 Perc 1 Perc 2 Perc 3

Pad # N:tei Instrument N‘;‘e Instrument Ngle‘ instrument Nr;te Instrument
T (AD1) 49 178 CrshCi 69 1204 Cabatp | | 76 190 Wodblk 27 1211 78Cow
2 (AD2) 57 1179 CrshC2 58 1205 CabaDn 77 1190 Wodbik 75 1217 B08Cly
3 {(AD3) 53 1183 RidBIC 75 {198 Claves 80 1189 Triang 70 {218 808Mrc
4 (A04) 51 1182 Ride C 70 | 202 Marcas 81 {188 Trang 32 (210 55Clav
5 (A0S) '] 50 {162 RoomT:? 54 [1B6 Tambm 54 ;186 Tambrn 54 1214 7BTamb
& (A0B) | 48 | 163 RoomT2 76 | 187 SiBell 75 198 Claves B2 {215 B(0BCng
7 (AOT)| | 45 1164 RoomT3 73 1200 GuiroS 60 191 BongoH 63 {215 BOBCng
8 {ADB) 41 164 RoomT3 74 201 Guirol 61 | 1892 Bongol 64 1216 BOBCng
. 9 (ADS) 37 123 AmbStk B0 1191 BongoH 69 : 204 Cabalp 29 | 214 7BTamb
10 (A10) | 39 111 SprwkS 61 1192 Bongol 70 :203 Shaker 30 [ 220 BDBCow
i1 {A11) 42 11687 PopCHH 86 ;197 Timbal 71 206 WhisiS 34 212 78Beal
12 {A12)] | 46 | 168 PopOHH 65 | 197 Timbal 72 1207 WhisiL 33 1292 78Beal
13 (A13) 38 30 RoomKz2 62 1193 CngHM 78 1208 Cuica 35 47 BOBAcK
14 (A14) 38 | 87 RckinS 77 1194 CngSlp 79 1209 Cuica 40 1121 909LiS
15 (A15)} | 44 1171 RealPH 63 | 195 CngHOp 67 1208 Agogo 73 1213 78Guir
16 (A18)] | 56 {185 Cowbel 64 1196 CnglOp 68 | 208 Agogo 74 {213 7BGuir
17 (BO1)f § 27 [ 204 Caballp 43 178 CrshCt 49 1178 CrshCi 48 1178 CrshC1
18 (Bo2)} | 75 1198 Claves 57 | 178 CrshC2 57 1179 CrshC2 87 {179 Crsh(2
19 (B3} | 70 1202 Marcas 53 {183 RidBIC 53 1183 RidBIC 53 1183 RidBIC
20 (BO4)Y ) 32 1199 Vibslp {81 |282 Hide C 51 {182 Ride C 51 i 182 ‘Ride C ~
21 (B05) 54 208 Agogo 50 [ 150 - RealTt 50 1162 AoomT1 50 166 B80BTom
22 (B06) 62 1208 Agogo 48 | 151 RealT2 48 ;163 RopoomT2 48 | 166 BOBTom
23 (BO7TY | 63 {200 GuiroS 45 | 152 RealTd 45 11684 RoomT3 45 [ 166 BOBTom
24 (BOB)| | 64 | 201 GuiroL 41 1153 RealT4 41 1165 BoomT4 41 | 166 BCBTom
25 {(BD9) | 29 | 191 BongoH 37 1123 AmbStk 37 1124 HalStk 37 {127 B0BSik
26 (B10)| | 30 | 192 BongoL 39 {219 BOBCIp 39 1231 DneClp 39 | 219 80BCIH
27 (B11)} | 34 1197 Timbal 42 1167 PopCHH 42 | 168 RealCH 42 {174 BOBCHH
28 (B12)f | 33 | 197 Timbal 48 1168 PopOHH ‘46 {170 AealOM 48 {175 BOBOHH
29 {B13)| | 35 [ 186 Tambmn 36 | 20 HybrdK 36 1 Aftakk 36 | 40 BOBGIK
30 {B14)] | 40 {193 CngHM!t 38 | 90 PiecS1 38 1108 RockS82 38 | 54 BriteS
31 (B19)} | 73 1185 CngMOp 44 1171 RealPH 44 {171 BRealPH 44 1174 BOBCHH
32 (B16)} { 74 | 186 CnglOp 56 | 185 Cowbel 56 | 185 Cowbasl 56 1220 808Cow
33 (~01) | 28 [228 HIQ 27 1225 HiQ 27 (225 HiQ 28 1231 DncCip
34 (—02) 31 | 231 DneClp 28 1231 BneCip 28 |231 DncClp 31 | 126 Sticks
35 (—03) | 43 | 221 Secrehi 29 {221 -Scrohi 29 | 221 Scrchl 43 | 166 B808Tom
36 { —04) 47 | 222 Secrch2 30 | 222 Scrch2 30 1222 Scrch2 47 | 166 808Tom
37 (—05) | 52 | 126 Siicks 31 {1268 Sficks 31 | 126 Sticks 52 {181 ChinaC
38 (—06) | 55 {210 S&5Ciav 32 {210 55Ciav 32 ;210 55Clav 55 1180 SplshC
s {~07) | 58 1212 78Beat 33 | 212 78Beat 33 [ 212 7BBeat 58 {199 Vibslp
40 (—08)] | B9 (212 78Beat 34 [ 212 78Beat 34 1212 7BBeat 59 | 182 Ride C
41 {—08)} | 60 : 10 DpVmK 35 | 24 Pilwk 35 3 BoSidK 60 | 191 BongoH
42 {—10) 61 1218 BOBCIp 40 1113 ThinS 40 1 99 AckPwS 61 1182 Bongol
43 {—11) | 65 164 RoomT3 43 | 152 RealT3 43 1154 HoomT3 85 {187 Timbal
44 { —12) 68 | 163 BoomT2 . 47 | 151 -Reall2 | 47 | 183 -Room72 | {66 {197 Timba!
45 {-13)}} | 67 {181 ChinaC 52 {181 ChinaC §2 {181 ChinaC 67 {208 Agogo
46 {—14)j | 88 | 180 SplshC 55 1180 SplshC 55 | 180 SplshC 68 {208 Agogo
47 {—15)} | 69 | 182 Ride C 50 | 182 Ride C 58 1199 Vibsip 69 1204 Cabalp
48 (—16)} | 71 | 206 WhislS 67 '] 208 - Agoge 59 1182 Ride C 71 {206 ‘WhislS
48 (—17) | 72 | 207 Whisil 68 1208 Agogo 62 | 183 CngHMi 72 | 207 WhisiL
50 (—18Y | 78 | 190 Wodblk 71 1208 WhisiS 63 | 185 CngHOp 76 1190 Wodblk
51 (~19}f | 77 1180 Wodblk 72 1207 Whisil 64 | 186 CpglOp 77 {180 Wodblk
52 (—20) | 78 1208 Cuica 78 1208 Cuica 65 | 187 Timbal 78 | 209 Cuica
53 {—21) 79 {209 Cuica 79 | 208 Cuica 66 1197 “Timbal 79 1208 Cuica
54 (—22) | 80 {189 Triang 80 {189 Triang 73 1200 GuiroS 80 | 188 Triang
55 { —23) 81 1189 Triang 81 {189 Triang 74 1201 Guirpl 81 | 188 Triang
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[4) Factory Selting for the Drum Xis

No. 20 No. 21 No. 22 No. 23

Reggae Light FX TR309
Pad # N;te instrument N:te; Instrument N:te Instrument N:le Instrument
1 {AD1) 48 | 178 GrshG1 49 §-1-78 CrshC1 -} --1-48.{178 -CrshC1 - «¢ 49 1178 - Lrshl1- . .
2 (AD2) 57 (179 CrshC2 57 1179 CrshC2 57 j240 RevCym 57 {178 Crsh(2
3 {AO03)} | 53 | 1B3 RidBIC 53 1183 RidBIC 28 1246 RevAmb 53 1183 RidBIC
4 (AD4)] | 51 1182 Ride C 51 1182 Ride C 51 {182 Ride C 51 {182 Ride C
5 (ADS)| | 50 {154 Him T1 ] 50 {145 LiteT1 50 ; 70 FEtecS1 50 [ 146 LiteT1
6 {AD6) 48 [ 155 Rim T2 48 1147 LiteT2 48 | 70 EiecS1 48 {147 LiteT2
7 [AD7)| | 45 {156 Rim T3 45 1148 LiteT3 45 { 70 ElecS1 45 | 148 LiteT3
8 (A0D8B)| | 41 157 Rim T4 41 1149 LiteT4 41 | 70 EiecS1t 41 | 149 LiteT4
9 (ADY9)| | 37 1123 AmbStk 37 | 125 MtiSik 37 {126 Sticks 37 | 123 AmbStk
10 (A1D)| [ 40 | 105 ReggS? 40 1 86 LiteS2 39 [232 VrbClp 38 | 219 BORCIp
11 {A1l) 42 {168 RealCH 42 1167 PopCHH 42 1167 PopCHH 42 | 168 ReaiCH
12 (A12) 46 1170 RealOH 46 {188 PopOHH 48 ;168 PopOHH 46 [ 170 RealOH
13 {(A13)] [ 36 | 18 HardK 36 | 18 HardK 36 & Door K 36 | 43 TRO09K
14 (A14)] | 38 [ 104 ReggSt 38 | 85 LiteSt 3| 73 FX S 38 | 118 TR9098
15 - (A15)] | 44 | 171 RealPH 44 1171 RealPH 127 1228 FXnoiz 44 | 171 RealPH
16. {A18) 56 1185 Cowhel 56 {208 Agogo 56 ;188 Casta 568 | 211 78Cow
17 {BD1)| | 68 | 204 Cabalp 69 {204 Caballp 69 1214 78Tambd 80 | 204 CabaUp
18 (B02) 75 1188 Claves 75 {198 Claves 75 1211 78Cow 75 | 217 808Clv
19 {(BD3) 70 1202 Marcas 70 1202 Marcas 70 1213 T78Guir 70 | 218 BOBMrc
20 (B04)] | 5B 1189 Vibslp { -] 58 1199 Vibslp 58 1189 Vibsip - | .| B8 {198 Vibslp
21 {BOS)| { 87 1 208 Agogo = | 87 1208 Agogo - 29 1221 Secreht 67 | 208 Agogo
22 (BO6)} | 68 1208 Agogo 68 {208 Agogo 30 1222 Scrch2 68 | 208 Agogo
23 (BO7)] | 73 [ 200 GuireS 73 1200 GuireS 73 1200 GuiroS 73 | 213 78Guir
24 (BO8)l | 74 | 201 GuiroL 74 1201 Guirob 74 1201 GuiroL 74 1213 78Guir
25 (B09)] | 60 1191 BongoM 50 ; 181 Bongoit 71 1206 WhislS 60 | 1891 BongoH
26 (Bi0)] [ &1 192 BongolL 61 {192 Bongol 72 207 Whisl 61 | 182 Bongoi.
27 (Bi1)} | 86 1197 Timbal 66 | 197 Timbal 66 §223 Screh3 86 | 187 Timbal
28 (Bi2) B85 1187 Timbat 85 | 197 Timbal 65 {224 Scrchd 65 | 187 Timbal
29 (B13) 54 11868 Tambrn 54 {186 Tambra 54 1186 Tambm 54 | 186 Tambm
30 (Bi4)] { 62 1193 CngHMt | | 62 ;183 CnghHMi 62 1230 Chink 62 {216 808Cng
31 (B15)| [ 63 {185 CngHOp 63 {185 CngHOp 63 {234 LiBhot 63 {216 80BCng
32 (B16)| | 84 1196 CnglOp 64 1196 CnglOp 64 1236 GlsSht 64 | 216 BOBCng
33 {—01) | 27 1225 HIQ 27 1225 HiQ 31 {126 Sticks 27 j225 HiQ
34 (—02) | 28 1231 DncClp 28 {231 DncClp ‘32 {210 55Ciav 28 | 231 DncClp
35 (—03)} | 28 1221 Bcreht 29 {221 Scrchi 33 1292 7BBeat 28 | 221 Serchi
36 (—04)] [ 30 1222 Scrch2 w ].30 {222 Sereh2 34 1212 7BBeat 30 1222 8erch2
37T {~05) | 31 126 Sticks 31 {126 BSticks 35 1 13 DullK 31 1126 Sticks
3B {—06)) | 32 1210 55CHav 32 | 210 55Ciav 40 § 74 GlassS 32 | 210 55Clav
38 (—07)| | 33 1212 7BBeat 33 [ 212 78Beat 43 | 70 ElecHt 33 [ 212 78Beat
40 {—08)| | 34 {212 78Beat 34 {212 78Beat 44 1171 ReaiPH 34 | 212 78Beat
41 (—09) | 35 2 BBaliK 35 | 12 DryK2 47 1 70 Elec®d 35 | 50 S08HdK
42 {(—10y] [ 39 :219 BOBCIp 39 {219 BOBClp 52 |18t ChinaC 40 [ 122 909ARS
43 {—11)] | 43 1156 Rim 713 43 1148 LiteT3 53 [ 183 RidBiC 43 | 148 LiteT3
44 {—12)| | 47 ;155 Rim73¥2 | 47 1147 LiteT2 | 55 1180 SpishC 1 47 1147 LiteT2
45 {(—13)| { 52 {181 ChinaC “['s2 7181 ChinaC 59 182 Ride C 52 | 181 ChinaC
46 {—14)| | 55 {1B0 SBpishC 55 1180 SpishC 60 1191 BongoH 55 | 180 SpishC
47 (—15)| { 59 j182 Ride C 58 i 182 Ride C 61 1192 Bongol 59 | 182 Ride C
48 (—16)| | 71 1206 WhislS 71 1208 WhislS 67 {208 Agogo 71 | 206 WhislS
48 (—17)| { 72 1207 WhislL 72 1207 Whislh 68 | 208 Agogo 72 | 207 WhislL
50 (—18)] | 76 1180 Wodblk 76 1190 Wodbik 768 {180 Wodblk 76 | 190 Wodblk
51 (~-19) | 77 1190 Wodblk 77 1190 Wodbik 77 | 190 Wodblk 77 {190 Wodbik
52 (—20)) | 78 1209 Cuica 7B : 208 Cuica 78 {209 Cuica 78 1209 Cuica
53 (—21) | 79 209 Cuica 79 1209 Cuica 79 1209 Cuica 78 1209 Cuica
54 (—22) | BO 1189 Triang 80 ;188 Triang 80 | 189 Triang 80 {189 Triang
55 (—23)] { 81 1189 Trang 81 {189 Triang B1 189 Triang 81 [ 1B8 Triang
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[4] Factory Setting tor the Drum Kis

No. 24 No. 25 No. 26 No. 27

Jazz 2 Brush 2 SlapBs Syn Bs
Pad # sz instrument N;te Instrument Nz!e Instrument N:le instrument
1 {AO1) 49 1178 Crsh(1 49 58 BroIs2 64 i 253 SiapBs 164 1254 SynBs
2 (AD2) 57 (179 CrshCR2 57 59 BrSIS3 65 {253 SiapBs 85 {254 SynBs
3 {AD3) 53 | 183 RidBIC 53 | 184 BrRidC 66 1253 SlapB8s 66 | 254 Syn Bs
4 (AQ4) 51 | 182 Ride C 51 {184 BrRigC 67 1253 SlapBs 67 1254 SynBs
5 (A0S5) 50 | 138 Dry T1 50 {134 BrshT1 68 | 253 SlapBs 68 {254 SynBs
6 (AOH) 48 | 139 Dry T2 48 | 135 BrshT2 B89 {253 SlapBs 89 {2564 Syn Bs
7 (AOT) 45 | 140 Dry T3 45 138 BrshT3 70 {253 SlapBs 70 1254 SynBs
g (A08) [ 41 [141 Dry T4 41 137 BrshT4 7t | 253 SlapBs 71 | 254 SynBs
g (AD9)| | 37 [123 AmbStk 37 | 56 BrRIs2 72 | 253 SlapBs 72 1254 Syn Bs
10 {A10) 40 : 91 PiccS2 39 ¢ 57 BrSIS1 73 1253 SlapBs 73 {254 SynBs
11 (A1) 42 1167 PopCHH 42 1172 BrsCHH 74 | 253 SiapBs 74 {254 SynBs
12 (A12) 46 1168 PopOHH 46 ;173 BrsOHH 75 | 253 SiapBs 75 {254 SynBs
13 (A13) |36 | 458 Wood K 36 | 34 SohHK 76 | 253 SlapBs 76 | 254 Syn Bs
14 (A14) 38 | 82 PiccS3 38 60 BrswiS 77 {253 SlapBs 77 1254 8yn Bs
15 (A15) 44 1171 RealPH 44 | 55 BrRIS1 78 1253 SlapBs 78 1254 8ynBs
16 (A16)} | 56 | 185 Cowbsl 58 [ 185 Cowbel 79 | 253 SlapBs 73 {254 Syn Bs
17 (BO1)} | 69 1204 Caballp B9 | 204 Cabalp 48 | 178 CrshCh 43 {1178 CrshC1
18 (BOZ) 75 1198 Claves 75 1198 Claves 57 1178 CrshC2 57 {178 CrshC2
19 (803) 70 [ 202 Marcas 70 1202 Margas 33 1183 RidBIC 53 1183 RIidBIC .
20 {B04)i | 5B {189 Vibslp 58 .1 193 Vibsip 51 |1B2 HRideC 51 1182 Ride C
21 (BO5) €7 {208 Agogo 67 {208 :Agogo 50 | 158 RockTi ~ 56 1128 AmboTt
22 (BOB)| | 68 1208 Agogo 68 | 208 Agoge 4B | 159 RockT2 48 | 129 AmboT2
23 (BOT) | 73 {200 GuirgS 73 ;200 GuireS 45 | 160 RockT3 45 1130 Ambot3
24 (BOB)Y | 74 [201 GuircL 74 12010 Guirol 41 | 161 RockT4 41 {131 AmboT4
25 (BO%) 60 | 181 BangoH 60 : 181 BongoH 37.1123 AmbStk 38 (232 VrbClp
26 (B10) B1 | 192 BaongolL 61 {182 Bongol 39 {232 VrbClp 40 [ 120 90's S
27 (B11) 65 | 197 Timbal 68 [ 187 Timbal 42 {167 PopCHH 42 {169 RealCH
28 (B12) 66 | 187 Timbal 65 | 197 Timbal 46 | 168 PopOHH 46 | 170 RealOH
29 (B13)| | 54 | 186 Tambm 54 1186 Tambrn 36 : 35 SolidK 36 | 50 909HdK
30 {B14) 62 1183 CngHMt &2 | 183 CngHMt 38 | 88 NastyS 38 | 118 TRIOSS
31 (Bi15) 63 1195 CngHOp 63 1195 CngHOp 44 1171 RealPH 44 | 171 RealPH
32 (B16)] { 64 1196 CnglOp B4 1196 CnglOp 56 | 185 Cowbel 54 | 1868 Tambrn
33(~01)] | 27 1225 HIQ 27 {225 HiO 27 1225 HiQ 27 1225 HiQ
34 (—02} 28 {231 DncCip 28 1231 DncClp 28 {231 DncClp 28 1231 DncClp
A5 (—03)f { 28 {221 Serchi 29 1221 Screchi 29 | 221 Scrchil 28 1221 Scrchi
36 {~04)) 130 1222 Scrch? 30 {222 Scrch2 30 | 222 Scrch2 30 (222 Scrch2
37 { —05) 32 {210 558Clav 31 1126 Slicks 31 [ 128 Sticks 31 j 126 Sticks
38 ({—06) | 31 1126 Sicks 32 1210 5B5Clav 32 | 210 55Clav 32 | 210 55Clav
39 (—07) | 33 {212 78Beat 33 212 T7BBeal 33 1212 78Beat 33 |212 78Beat
40 ( — 08) 34 [212 78Beat 34 1212 7BBeat 34 | 212 78Beat 34 | 212 7BBeat
41 {09} | 35 | 34 SoftK 35 | 27 RealK 35 : 40 TighK 35 | 39 Thud K
42 {—10}} | 38 {218 BOBCIp 40 | 58 BrRIS2 40 100 RckRmS 37 1234 LiShot
43 (—11M | 43 {140 Dy T3 43 | 136 Brshi3 43 1160 RHock73 43 {130 AmbaT3
44 (—12) | 47 | 138 Dy T2 A7 11185 ‘Brshi2 4 :47.1159-RockT2 47 1128 AmboT2
45 (—13)] | 52 [1B1 ChinaC 52 1181 ChinaC 52 1181 ChinaC 52 1181 ChinaC
46 (—14)| | 55 | 180 SpishC 585 1180 SpishC 54 | 186 Tambm 65 {1B0 SplshC
47 (—15) | 59 | 182 Ride C 59 | 184 BrRidC 55 | 180 SpishC 56 | 220 BOBCow
48 (16} { 71 | 208 Whisl§ 71 (206 WhisiS 58 1198 Vibslp 58 1199 Vibslp
49 { —17) 72 1207 WhislL 72 1207 WhislL 59 {182 Ride C 59 1182 Ride C
50 {—18) 78 1190 Wodblk 76 1180 Wodblk 60 | 191 BgngoH 60 } 181 BongoH
59 {—19) 77 1190 Wadblk 77 | 180 Wodblk 161 1192 BangolL 61 1192 BongoL
52 {—20)] | 78 1209 Cuica 78 | 209 Cuica 62 {193 CngHM! 62 | 193 CnghMt
53 (—21} | 79 {209 Cuica 75 | 209 Cuica 63 1195 -CngHOp 63 [ 195 CngHOp
54 (—22)} | 80 [1BY Triang 80 | 189 Triang B0 {189 Triang 80 1189 Triang
55 { —23)} | 81 [1B8E Triang 81 [ 189 Triang 81 {189 Triang 8% {189 Triang
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{4} Factory Setting for the Drum Kis

No. 28 No. 28 No. 30 No. 31
X fade Chorus Delay Vrb & Dly

Pad # Nr;;te instrument N';te instrument N;te Instrument N:&e nstrument
1 {AD1) 49 178 CrshC1 49 1178 -CrshCi 1-49 178 -CrshC1 .| 1 49 |178 .CrshCt
2 [ADZ2Y | 57 1178 CrshC2 57 {179 CrshC?2 57 1179 Crshi2 57 1179 CrshC2
3 {AO3) | 53 | 182 Ride C 83 | 183 RidBIC 53 1183 RidBIC 53 {183 RidBiC
4 {AD4) | 51 | 182 Ride C 51 {182 Ride C 51 (182 Ride C 51 {182 Ride C
5 (ADS)] | 50 {146 LiteT1 50 | 142 ElecT 50 | 146 LiteT1 50 1166 BOBTom
& (ADB) 48 | 147 LiteT2 48 1143 ElecT? 4B {147 LiteT2 48 | 166 808Tom
7 (AD?Y | 45 | 148 LieT3 45 1144 FlecTl 45 [ 148 LiteT3d 45 | 166 B80BTom
B (ADB) | 41 | 149 LiteT4 41 1145 ElecT4 41 1148 LiteT4 41 | 166 808Tom
9 (AD9Y | 37 [ 123 AmbSik 37 1125 MtISk 37 1125 MuStk 37 {127 B08Stk
10 (A10) | 40 1220 BOBCow 39 1235 FXShot 40 | B6 LiteS2 38 | 219 808CIp
11 {A11) 42 1169 RealCH 42 1189 RealCH 42 1167 PopCHH 42 | 174 BOBCHH
12 (A12)f | 48 1170 RealOH 4B {170 RealQH 48 {168 PopOHH 46 | 175 BOBOHH
13 (A13)} | 36 | 43 TRO0OK 36 | 14 ElecK1 36 | 18 HardK 36 | 42 TRBOBK
14 (A14) | 38 | 117 TRHBO8S 38 | 70 ElecSt 38 ! 85 LiteS1 38 {117 THBO8S
15 {A15) | 44 [ 171 RealPH 44 1171 RealPH 44 1171 RealPH 44 1174 BOBCHH
i6 {A1B) 56 1230 Chink 56 | 185 Cowbel 56 | 208 Agogo 56 1220 B0OBCow
17 (BO1) | 69 | 180 SpishC 89 | 204 CabaUp €2 [ 204 Cabalp 69 1204 Cabalp
18 (BO2) 75 1181 ChipaC 75 1198 Claves 75 {198 Claves 75 1217 BOBCIv
19 (B03)] | 70 | 183 RidBIC 70 {202 Marcas 70 {202 Marcas 70 1218 BOBMrc
20 (B04)] | 58 | 182 Rige C 58 {199 Vibsip | 58 1199 Vibslp 5B {199 Vibslp
21 (BOS)| | 67 | 146 LiteT3 't 67 1208 Agogo 67 1208 Agogo |67 1208 Agogo
22 {(BO6) 68 | 147 LiteT2 68 | 208 .Agogo 68 | 208 Agogo 68 {208 Agogo
23 (BO?)). | 73 1148 LiteT3 73 1200 GuiroS 73 1200 GuiroS 73 {213 78Guir
24 (BO8) 74 1149 LiteT4 74 1201 Guirol 74 ;201 GuiroL 74 1213 78Guir
25 (BO9) 850 1124 HalStk 60 | 181 BongoH 60 1191 BongoH 60 | 191 BongoH
26 (Bi0)} | 61 1220 BO8Cow €1 {192 Bongol 61 {192 Bongol. 61 | 192 Bongol
27 (B11)) | 86 | 125 MtStk 86 | 197 Timbai 66 | 197 Timbai 66 | 197 Timbal
28 {(B12)} | 65 ! 170 RealOH 85 1197 Timbal 85 | 187 Timbal 65 | 197 Timbal
29 (B13) 54 | 46 Wood K 54 | 186 Tambrn 54 | 186 Tambm 54 i 186 Tambm
30 (B14)| | 62 | 106 ReggS2 62 | 193 CngHM1 62 1193 CngHMt §2 1216 80BCng
31 (B15) 63 {186 Tamhbm 63 [ 195 CngHOp 63 [ 195 CngHOp €3 {218 BOBCng
32 (B16)} | 64 {230 Chink 84 1196 CngtOp 64 | 186 CnglOp 84 1216 BOBCng
A3 {—01) | 27 {225 HIQ 27 (225 HiQ 27 | 225 HIQ 27 | 2256 HiQ
34 (—02) | 28 | 231 DncClp 28 1231 DncCip 28 [231 DneClp 28 {231 DncClp
35 (—03) | 29 {221 Scre 29 1221 Screhi 29 {221 Scrchl 28 {221 Screhi
36 (—04)] | 30 {222 Serch2 71 30 1222 Scrch2 30 {222 Scrch? 30 | 222 Scrch2
37 (—05)} 1 31 } 126 Sticks 31 | 126 Sticks 31 1126 Sticks 31 | 126 Sticks
38 {—06)} | 32 {210 55Clav 3z {210 S85Clav 32 1210 55Clav 32 | 210 55Clav
38 (—07) | 33 1212 7BBeat a3 {212 78Beat 33 [212 78Beat 33 | 212 78Beat
40 (~08) | 34 | 212 78Beat 34 {212 7BBeat 34 1212 7B8Beat 34 | 212 78EBeat
41 {—09)] | 35 | 47 BOBAcK 35 1 15 ElecK2 35 | 12 Dry K2 35 | 48 BOBEIK
42 {10y | 3@ {218 80BClp 40 | 71 ElesS2 39 {219 808CHp 40 121 906LES
43 {—11)| | 43 | 148 LiteT3 43 | 144 ElscT3 43 | 14B LiteT3 43 1166 80BTom
44 (—12)} | 47 {147 iiteT2 1 47 1143 EiecT2 47 | 147 LiteT2 47 | 166 BOBTom
45 (—13)] | 52 | 181 ChinaC 52 {181 ChinaC | 52 1181 ChinaC | 62 | 181 ChinaC
46 (—14)| | 55 | 180 SplshC 55 {180 SpishC 55 | 180 SpishC 55 | 180 SpishC
47 (—15)] | 59 {182 Ride O 58 ] 182 Ride C 58 1182 Ride C 59 | 182 RideC
4B (—16) | 71 {2068 WhislS 71 | 206 WhisiS 71 1206 WhislS 71 {206 WhislS
49 {—17) | 72 1207 WhisiL 72 1207 WhislL 72 1207 WhislL 72 | 207. Whisil
50 {18} | 76 | 180 Wodblk 76 {190 Wodbik 75 | 190 Wodbik 76 | 180 Wodbik
51 (—19) | 77 | 180 Wodblk 77 1190 Wodbik 77 {190 Wodbik 77 1190 Wodblk
52 ( —20) 78 1209 Cuica 78 | 209 Cuica 78 | 209 Cuka 78 1209 Cuica
§3 {21} | 79 1208 Cuica 79 3209 Cuica 79 1208 Cuica 78 208 Cuica
54 { —22) BO | 18% Trang 80 | 189 Triang 80 | 189 Trang 80 {188 Trang
55 {—23) Bt | 185 Triang 81 1 188 Triang 81 | 1B8 Triang 81 1188 Trang
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[5] Preset Pattern Table

52! BrushSwing Ongnat

53: BrushSwing Fiil in tp Variation
54! Brush3wing Variation

55: BrushSwing Fill in to Original
56! Country Qriginal

57i Country Fill in to Variation
58; Couniry Variation

59{ Country Fili in to Original
60| Dance Original

61| Dance Fillin to Varigtion
62| Oance Variation

63 Dance Fil! in to Original
64| House Original

65, House Fiil in to Variation
66: House Variation

67! House Fill in to Original
68| Rapt Original

69 Rapt Fillin to Variation
70! Rapt Variaticn

71, Rapt Fill in 10 Original

72! Rap2 Qriginal

73| Rap? Fill in to Variation
74| . Rap2 Variation

785 Rap2 Fill in to Original

76| Samba Original

77! Samba Fill in 1o Variation
78/ Samba Variation

79i Samba Fifl in to Qriginal
80{ Salsa Original

81! Salsa Fili in to Variation
82 Salsa Variation

83! Salsa Fill in to Original

84! Bossanova Criginal

85! Bossanova Fill in t¢ Variation
86! Bossanova Varlation

87| Bossanova Fill in to Original
88| Heggae Original

B8 Reggae Fill in to Vadation
90 Reggae Variation

91| Reggae Fill in to Original
92! Mamba Original

93! Mambgc Fill in to Variation
94 . Mambo-Variation

95! Mambo Fill in to Original
96{ Beguina Original

87| Beguine Fill in to Variation
98] Beguine Variation

99

D; 8beai Original
11 Bheat! Fill in to Vanation
2! Bbeat Variation
3| 8beat Filiin to Original
4! PopRock Criginal
5 PopRock Fill in fo Variation
& PopRock Variation
7: PopHock Fili in to Originat
8: HardRock! Original
9. HardRock? Fillin to Variation
101 HardRockt Variation
11{ HardRocki Fiit in 1o Original
12. HardRock2 Original
13| HardRock? Fill in to Variatien
14| HardRock?2 Variation
151 HardRock?2 Fill in to Original
161 Rock N Acll Original
17| Rock N Roll Fili in to Variation
18! Rock N Roll Variation
19! Rock N Roll Fill in t5 Original
20! SlowRock Original
21! SlowRock Fill in to Variation
22! SlowRock Variation
23] SlowRaock Fill in to Qriginal
24| 16beat Original
25! 16beat Fill in to Variation
26/ 1Bbeat Variation
27 16beat Fill in to Original
28, R & B Originai
29| A & B Fill in to Varialion
30 R & B Variation
31 R & B Fillin to Original
32| Cidies Originaf
33! Qldies Filf in 1o Variation
34] Oldies Variation
3581 Oldies Fill in to Originai
36! Disco Original
37| Disco Fill in to Variation
38! Disco Variation
38: Disco Fill ins to Original
40| Funk Original
41 Funk Fil! in o0 Variation
42| Funk Variation
43| Funk Fill in 1o Original
44! Swingl Original
45! Swingt Fill in to Variation
46! Swingt Vanation
471 Swingt Fill in 1o Qriginal
48| Swing2 Criginal
48{ Swing? Fill'in 1o Variation
50| Swing2 Variation
&1 Swing2 Fill in to Original

Beguine Fill in te Originat

!
4
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[6] Blank Chart

[Song Data)

Song # :

Title :

Part # -

Pattern #

Part #

~Pattern #

Part #

Pattern # {i Part#.

-Pattern# .

Part #-

~Pattern #
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{6) Blank Chart

[Effect Parameter]

Drum
Kit

A. TYPE

R. TIME

R. LPF

D. FDBK

C.TYPE

C.DPTH

C. RATE

C.FDBK

C.DLY

7

8

9

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26

27

28

29

30

31

32

33

34

35

36

37

38
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{6} Biank Chart

[Pad Parameter]

Drum Kit Name :

Pad #

Note #

Instrument ]

Levei

Pitch

Decay

Nuance

Pan

Assign
Type

Sense
Curve

(AD1}

(AD2)

(AD3)

(A04)

(A0DS)

(AOB)

{AOT)

[--RENRE- REL IR EARE SN

{ADB)

-]

{AD9)

—
L]

{A10)

-
-

{A11)

-
h

(A12)

pury
L

{A13)

pry
F

(A14)

ry
o«

(A15)

-
(-]

{A16)

-
oy

(801}

-
-]

(802}

—
o

{B03})

[~
=]

(B04)

N
—

(BOS)

o
LN

{BOS)

Ll
w

(BO7)

n
g

{B08)

[
in

(B09)

26

{B10}

27

(B11)

28

{812}

28

{B13)

30

(B14)

31

(B15)

32

(B816)

33 (—01)

34 {(—02)

35 (—03)

36 (~04)

37 (~—05)

as { — 06}

38 {— 07}

40 {~ 08}

41 (—09)

42 {10}

43 (—11)

a8 (—12)

45 {— 13)

46 (—14)

47 (— 15)

48 (— 16)

49 (—17)

50 (— 18)

51 (—18)

52 {—20)

53 {(—21)

54 (— 22)

55 {— 23)
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Roland Exclusive Messages

-C_m;z Farmar for Exrdissve Messag J

Rulond’s MU implementinan ases the toilowing dats banuer fue o adl

extiunive meskrges  viw 1Y

Byte Description

FaH Exclusive status

41H Manufacturer 1D (Aatand}
DEV Device {0

MDL Mode! 1

CMD Cammard 10

{8aDY] | Mamn data

Fiv Eng of excluzive

= MIDT states . FOH. FTH
An exclusive message must he flanked oy 2 pair of status codes, starung
with 2 ManufacisrerIl} immedately after FUH  (MID] versio

= MarnrwlacturerID 0 41H
The ManulacturesiD enndies the manufacturer of & MIDI mstroment
that tripgers an exclusse Mmessage. Yaiue 41H represents Roiznd's
ManufacturerB.

= Device-iD | DEV
Thne Device-lll contains a umgue vaiue that dentrfies the indvidual device
n the mulniple wsplementzuon of MIDY nstruments. I is usualiy set to
OO0H -~ GFE, 2 value smallet by one thkan that of a bzc channel bur
vajue BOH - 1FH may be used for a device wnh muliiple basiw channsis,

= ModedID D MDBL
The ModeilD comtains 2 vaive thar umguely idenplies ane maded from
another. Different models, however, may share an identical ModeiID if
they hardle simitar data,

The Model [T formst may costain OG0B tn ane or more plages to provide
an extanded data feld. The following are exampies of valic ModetiDs,
sach represenlng 8 umgue model !

d1K

12H

{3H

ooH. IH

GOH. DZH

OUH, UOH, OLH

= Command D@ CMD
The CommandiD indicates the function of an exciusive message. The
Cemmang [ {ormat may contais UBH in one or more places te provide
an extended data field. The folivwing are exampies of vakd Command
Ms. ench representing a unique funetion |

0iH
024
Q3H
{0H
BUH.
O0H, 0OH, 0B

# Main dam T BODY
This field coatains a message o be exchanged across an isterface.
The exat! data size and contents will vary with the ModelID and
Command-D.

- Addresemappeg Data Transfer 1

Address mapping is 2 technique for transierring messages conforming
to the data formst given in Section 1. It assigns & series of memory
residest records-waveform and tone data. switch status, and paramerers.
for example-to specific Jocations in a machine-dependent address space.
theseby allowing aceess to dala residing at the address a messajic
spacifies.

Address-mapped data transfer is therefore independent of medels and
data categories, This technique allows use of two different transfer
procedures . one-way transier and handshake transfern

i

tnewan transler procedure  iSer Serden 3 for deisiss
This procedure 5 suited ot 1be transfer oi & small amount of date
It sends ouT an exciusive message completely independent of @ receivag
device staluk

LContieenion [hagram

Davice (A} Device {B}
'
Wil Ut ] A W
Y. ~-q‘;--- s oul

Connectivn at pomt 2 is essenval for “Request gata” procedures. {(See
Section 3.3

o Handshaketransfer procedure
iThis device does nol caver this procedurs?
This procedurs initiates 3 predetermines transfer senuence {(handshaking!
across the interface before data fransier takes place. Handshaking ensures
that relisbdity ang transfer spesd are high enough i handle a3 large
amouwt of data.

Coanection Diagram

Device {A] Cevice (@)
'
ot out ] 1401 4
MIDT - T MIDE QUT

Connection at points 1 and 2 is essential

Notes on the above ™wo procedures
% There are separate Command-IDs for differeatl transfer procedures.
% Devices A and B cannot exchange data unless they use the same
transfer procedure. share wenticai Device-TD and Model B, and are

ready for communication.

—One—way Transiar Procadurr:lE

This procedure sends ouwt data all the way untl it stops and i5 used
when the messages are so short that answerbacks need not be checked.
For lohg messages. however, the receiving device must arquire each
message in Gme with the trausfer sequence, which ingerts inmtervals of
at feast 20 milliseconds in between. :

Types of Messages

Meszagn Commang 1D

Asquest data 1 FROT (11H)

Data set ! DT {12H)

# Request data £1. RQI (11H;
This message is sent out when there i5 a need to acquire data from
a device a1 the nther end of the interface. It cantains data for the address
and size that specify designation and length, respectively, of fata required.

On recriving an RQ] message. the remote device checks its memory for
the data address and sze that satisfy the request.

H it finds them and is ready for commanicadon. the device will transmit
a "Data set ] (DT1}" imessage, which conlains the requested data.
(nherwise, the device wiil send out sothing.

anse Description
FOH Exclusive staius
41H Manutacturar 1D {Reland)
DEV Device D
MOL Model 1D
11H Command 1D
aaH Address MSE
- ¥
H 3
H H
LsB
saH H siza o8
A :
: H
158
sum Chack sum
FIH End of sxchusive




= Data set

The size of the requesied data does nol widicate the number of byles
that will make vp a DT messape. bur represents the address fieids
where the requested dain resudes,

Some models are subject ta limitatens o dats Jormat used fur a
singie transachion. Reguesied data, for exampie, smay have a hLimit
n iength or must be diaded B0 predeterinined address figlds before
it exchanged across the interfare,

The same number ol byles comprises address and size data. which,
however, vary with 1the MeodelID

The error checking process uses a checksum thar provides a bi
pastern where the least significant 7 bits are zero when values for
an address, sixe, and that checksum are summed.

t: DTL {12Hy

This messzge correspands to the actual data transfer process.
Because every byte s the dalz is assigned 2 unigue address. s DT)
messzEe Can convey the starnng address of one or smore data as well
as a series of dala formatted in an address- dependent order.

The MIDM srandards inhibir nonreal nime messages from mferrupling an
exclusive one. This fact s inconvenient for the devices that suppert z
"sofrthrough” mechamsm, Te meintain compatibility with such devices,
Hoiand hes timied the DT1 10 258 bytes s0 thatl zn excessively lang
message 5 senf oul 1N separale segments.

Byte Deszriplion
FOH Exciusive
414 Manutasturer 13 {Roland}
DEV Deveca 1D
MOL Modet 1
12¢ Commang 1D
asH Address MSB

' .

H '

1.58

ddH Data

; i

: s
sum Check sum
FiH End of exclusive

»~

A DT1 message is capadle of providing only the valid dats among
those specified by an RQI message.

Some moedeis are subject to limitations o dats  format used for a
single transaction. Reguested datz. {or example, may kave a limit
in length or must be divided into predetermined address fizids before
it is exchanged across the interface.

The number of bytes comprising address data varies from one Model
D 1w apother.

The error checking process uses a checksum that provides a bit
pattern where the jeast significant 7 bits are zero when valges for
an address, size, and that checksum are summed.

& Exampie of Message Transactions
®Device A sending data 1o Device B

Transfer of 4 DT} message is all that takes place.

Gavice (B}

{Dsta 38t 1] ——————re e
* More than 20m sac tima mnternal

{Data sat 1] ~—rree————————ie

{Data set 1]  rreere—————

Rofand Exclusive Messages

@ Device B orequesung dats fram Device A
Device B sends an RG! rmessage to Device A. Checking the
message, Device A sends a2 DT message back (o Device B,

Device (B}

{Date ser 1] {Reques! data]
{Data set 1]
* Mgte than 20m sac Lims internal,

{Data et l}. el

{Datz sar 1] ewr—————ie—— -
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DR. RHYTHM
Madei DA -660

[L TRANSMITTED DATA]

M hannel Voice Message

Channel Vowce Messages are transmotied on the channet which 1s ser at Millch
i MIDI mode,

Naorte Event

< Note O

Stalus Ln Thurd

GnH wiH BIH

n =MD} Charnet COH -~ FH  ichd — chif)
kk = Note Number CIBH - 1B 27 -~ BRI
TXewe On

Plakus Secong

SnH KkH

n = MG Channel DG - FH kg - chd)
Xk = Note Number D1BH - S1H 27 - B
v = Velocity IOIH - FFH (1 - 127)

Note number asmgned 10 e2ch MStUment a0 current drum set is used.
If mete number is set ra 'OFF . then note evests for that mstrument cannot be
iransmitted,

Gate ume {the isterval from Note On' 1o Note Off') is about 50msec usually.
It thay be shartened when same instrument is sounded repeatedly in short interval

@ Conrrel Change

Ti¥alume

Sratus Second id

Enh g7H H

n =MD Channei D O0H ~  FR  {ch.l - ch.i6;
vv = Volume CO0R - FFHO{0 - 127

Transmitted when MIDU volurme o5 changed i MIDT mode.
#®Program Change

Status Segond
TnH ol

n = MIDI Channel
pp = Program Number

0B ~  FH {ch. - ch.6)
DO0H - TFH {0 - 127}

The following messages are transmitted when Drum Kit is changed.

— [ —
I Drom Rit § ™ I Drum Kit ! o] t
I t {
I Standard 1O © &)y Userld PAH{ T7 0
§ Hoom 1 08H { B ) { Userld fAEH [ TR
i Power 110K { 161 1 Userib J4F L TR
{ Electranic 1 1BH [ 241 | Useri? 1 50H ¢ BO )
} TR-BOB fI8H U 25 ) | lserid te{ H1)1
b Jazz PROH 0 3Z Y ) lserid tezH (82 )
I Brush 128 (40 ) | VserZe PEIH L 83 )t
t User 1 1AM (& ) f Useril U T
1 User 2 {81 ( 65 ) 7 Userll P 5SH { 8BS ) I
1 User 3 1S { 66 ) ¢ UserZl | 588 { BE )}
1 tser 4 | 43K { 67 } 1 User2d 1 57H { &7 ) {
| Hser & L 44K [ 68 ) | UserZs | 588 ¢ BB}
| User & PASH [ OB9 ) 1 User2B PS8 ) |
P User 7 P4EH £ 70 ) § User2? | BAR L M) E
i User & 1Tam 6 71 ) 1 User28 L EBH (81 )
i User 9 1480 { 72 )t User2w PSCH (92 )k
| Userld 1 480 1 73 ) | Userdo 150 (93 )1
| Userll P 4B T4 § Userdd P SEH (9431
1 Useri2 L AR [ 75 ) User32 {5FH ( 95 ) 1
| Userld Va0 TR i 1
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MSysiem Exclusive Message

Salus

FOH I System Ezciusive

F7H CEOXN (End O Exciusives

With rhe DR ~ 660 the Sysytem Extlusive Massage can be used to Bulk Dump
ALuad of Segoence data, Drum Kit. set ~up and Global data.

For details refer to Excusve Comnumicatons and “Roland Exclusive Message™.
M System Common Message

Not transmitted whes Sync is set w 'MIDI' in MID mode.

@ Song Positien Poinler

Status Second hird
FzH mmH HE
DOOH.00H — FFEIFH (0 — 16383)

lmm = value

Transmitted whes SONG mode is selected, new song is selected in SONG mode.
or the FART is specitied by pressng BWD or FWD in SONG maode.

@ Sang Select
Statug Second
FiH ssH

ts = Song Number DO0H — 63H o — 9%)

Transmitted when SONG mode is selected. ot new sosg is selected 0 SONG
mode.

M System Real Time Mayssage

Not transmitted when Sync is set to "MIDE in MIDY mode.

Timing Ciocks are aiways transinined even if the rhythm is not runsing.
When RESET is pressed with the DR ~ 660 is in playing, Stop and St messages
ars traasmitied continuousiy.

Timing Clock

Satus
F8H

@ Start

Status
FAH

# Continue

Status
FEH

& 5op

ks
FCH

@ Active Sexsing

Stalus
FEH

Transmitted for checking MID] conaection between DR - 866G and external
rquipment.



ZRECOGNIZED RECEIVE AT .-\l

M Thaanel Vire Mesnape

Goiv. the Channet Ve Messeaes on the channei wineh is set st MIDIch in

MM mode are recopnered.

@ Mnte Event

T Note D

Status Second hirgd

BnH kkH wvH

h KkH GOH

# o+ MIDY Channet GH -  FH  chd - chlf;

kk = Note Number JiBH - AlH (27 - Bl)

vv = Veiocity CO0H - 7FH D~ §2T)

Velooiy is igbored.

Z Nne On
tus Secons nirg

9nH kkH vvH

n = MID! Channel . 0H - FH ichld — ch.lfl

Note Number C1BH - 3IH 137 -~ 81!

vv & Velacity OJH - JFH 11 - 1273

@ Contro! Change

OValeme

Status Secang Thizd

Bri oTH vvH

n = MID! Channel o - FH (chd ~ ¢hlg)

vv = Valume OGH - 7FH D - 127)

Conirols total volume. Memorized.

CExpression

Sratyy Speand Third

BrH iik veH

n = MID! Channel L OH = FH ichl - ch.if;

vv = Expression JBOB - TFH (0 - 127)

Centrols total velume. Set to 127 when lurn the DR ~ 660 on.

@ FProgram Change

Statys Second

CnH ppH

n =MDl Channei P OH - FH f(ch.i - chlI§)

pp = Program Mumber TO0H - TFH D - 12T}

Changes Prum Kits.
| -} i Brum Xit op I Dram K1t f
| i |
bOOH - OFH £ 0 - 7} 4 Standard 1 4CH { 76} | Userid t
| 0BH - OFH { 8 - 15} 1 Room 1 4DH (T | Userld t
| 10H - 17H { 16 - 23} { Power i 4EH { 78} ! Userls |
I 18K £ 24) { Electronic § 4FH ( 79} i Userls i
| 184 { 28} i TR-808 i 50H ( 80} | Userl? t
| 1AH - 1FH { 26 - 31} ! Electronic | 814 { B1) 1 Userld i
1208 - 20 { 32 - 39 | Jarz I a2 { 82) | Userlg !
1 28 - ZFH { 40 - 47) i Brush | 53H { 83} | User2p 1
1 | 48 ( 84) | User2 i
{ 30H - 3FH ( 4B - 63) | Standard | 55H ( B5) { User?? i
i | 56H { 86) t Userzd i
A { 64) i Usar 1 | s { BT} i User2d i
43 B8) 1 User 2 I S6H { B8} ! Userz§ §
P 4ZH { B6) | User 3 1 5594 { B9} t Userze t
43R [ 67 | bser 4 1 SAH {30} i User2? i
t 44 { 681 i lser 5 { 5BH {81 | UserZB i
i 45H | 69} i liser 6 I 5CH { 32} ! UserZs [
1 46H [ 70} { lser 7 1 3DH ( 93) I Userdd }
PATH (11 P User 8 | SEH ( 54) b liserdl t
1 48R ( 72f i User § 1 SFH { 95) b Userd2 t
! 498 ( 73) b Useril i |
L4k {74 t Userii ! 60K - TFH ( 86 - 127) | Standard |
| 4B% 1 75) ¢ Useri2 i t I

W System Exclusive Message

Recogrized only when the DR - 660 is i stop with RxEXC s sel o ON'
MID! maode.

Hatus
FOR D System Exclusive
FTH  (EGX (End Of Exrlisive;

Wiah the DR - 660 the Sysytem Exclusive Message can be used to Bulk Dump
ALoad of Sequence data. Drum Kit set —up and Global dala.

For detas .refer to para. 3.Exclusive. Comhumications and “Relasd Exclusive
Message”.

HSystem Commot Message

Recogrized only when the DR - 660 is in siop wuh Sync is set to MIDP in
MIDI mode,

®Song Fosition Pomier

Saus Secong hard
FZH mmi i

l.mm = value TDOHOQOH -~ TFH.TFH (0 -~ 16383

Wher the DR - 860 rtersives Song Position Pointer in SONG mode it calis the
positon in the song and when 1 PATTERN mode the position w the pattern.

®Song Select

Statvs Berond
F3H asH

55 = Song Number D00H - 03H g - 3}

Changes songs if received 1n SONG mode.

MSystem Realrime message
Recognized only when Syor i5 set to 'MIDU in MIDI mode.
@ Timing Clock

Sratus
FBH

@5an

Halus
FAH
®Contiguz

FBH

®5Stop

FCH
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[ EXCLUSIVE conmunicaTIoNs] {4 PARAMETER ADDRESS MAF ]

Witk he DR — 660, Exclusive One Way Messages can br used foc transfernng Address are shuwn tn 7 - bot hezadecimal
of Sequence data, Deam Kit set - up and Global dara.
- Address Msa 158
In Exclosve messape. the mude! [0 s expressed by 37H and device Db i smaller Binary Daas aaaa bbb bhbb free ceee Gddd dddd
the pasic chasnel fumber by 1. 7 bit hex. AA B8 cc B
Size M3B LEE
M One - Way Communicatians Binary 0555 5555 ortr iy fuuu wpuw Ovyy vuvy
7 - bit hex. AR BB cc jule]
@ Request Datal RQ1  t1H:
pute BGescnbtion WParameter base address
Fak Exefusive statps
41 Manufactures D {Roland} With the DR ~ 860, the parameters can be transferred enther by bulk dump or
dev Dewice I [dev . DDH - OFH: by individual paramerter contzol
mdt Model I} {mdi: SEHY
1iH Command ID RG1Y Address Block Kate
waH Address MBE
bbH Address L e B + Ind;vidual
wcH Addresys
ddil address L3E
ssH Size MBB O 00 00 00 st stsrsrnn . Individual
1H Size b Global parometers |
vuH Stze Fmm e g
vuH Size LSB 02 60 00 08 s-memmewmecesmnenem~s  Bulk
sum Chetk sum i Trumkit i
F7H EQX (Ead of exclusivel
3 00 00 00 Bulk
®Daa Setl DT (1ZH:
Dyte Deseriotion o 00000 Bulx
FOH Exclugive staius
41H Manulactures [0 {Eolandg;
dev Devies 1T idev: 0OH - OFH)
mdi Modei D (md}: 5ZH: @ Curren? Drumkit {Individual parameter}
12H Command [ (DTi}
aaH Address MSB - CPad
bbH Address
ceH Address Address (H) Size{}  Patald) Paremeter
ddH Address L3B
dit Lata 0000 pp 00 0D 00 DO 0L O - 83  Instd upper 4bizs (0 - 255)
H N W pp Gl DODODOD 8- 63 Instd lower 4bits
ddH Dara G000 pp 02 CHOCDGOL O - 15 LEVEL
sum Check sum DO pp 03 QO OO GG OL O - J4  NANCE (-7 - 47}
F7H EGX {End of exciusive! W0 pp 04 0000 B0 B 0 -3  PITCH wpper Zbits {-2400 - +2400)
0000 pp 05 Q0 0OO0 0L D - 127 PITHH lower Thils
00 00 pp 08 OO 06 00 OL 0 - 62 DECAY {-31 - +31)

00 00 pp 07 0000 00 01 O - 15 PAN (LT - C - R7, INDIV]

00D pp 08 000DOGDL B Polyphony (Mono. Foly)

0 GOpp 08 0000 0O 0-7  Assigh Group (OFF. EXC1-T)

DG Blpp OA Q000000 O-0 Reverh Send level

oD pp 0B DOODDOO) O -9 Chorus Send Level

* pp = Pad sumber & — 54 {AD1~ AR, BOI - BiS, — 01 - —23)

» Ingt# is transferred by dividing vatue 0 ~ 255 into 4 — hit MSB and 4bit LS8

* PITCH is transferred by dividing vaiue 0 — 488 into 2 - bit MSB and Toi
LSE.

* With combination of Polyphony and Assign Group, A, TYPE is defined as follows.

Polyphony Assign Group | A Type

0 (Mono} b {(GFF) | MWOWD
0 {ona) i (EChH | N EXC)
0 {Monio) z (Excz) { W EL2
0 {Nena) 3 {E63) ¥ MEICS
0 (Monn} 4 (Excs) I OWE
0 (Mono} 5 (EICS) 1 W EXS
0 (dono) & (EICS) | M ECE
¢ (Mono) T (ECN 1 W EY
i (Poly) 0 (OFF} I PLY
i (Poly} 1 {EXCH | PEL
1 (Poiy) 2 (B | FEL
i (Poiy) 3 {EX03) t P EIC3
i {Poiy) a {EICH) f P EX4
1 {Foiy) A5 {EXC3) i PEICS
1 (Poly) § (EACh} | PEICE
1 {Foly) 1 (B0 | P ERLT
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o Note Numbbr Assign

Address H) Size i Datail) Parameter

O3 01 60 pp 00 0O 00 O 27 - Bl hoted of Pad pp
* np =~ Pad number @ - %4 [ADL - AlB, BOI - Big, ~ Q1 - - 23}
C:Effert

Address 'K} Sizeth)  Datail! Farameter
00020000 0000 0801 0 -4  RTYPE (BALL ROOM, PLATE DELAY. PAN-DLY)
00 62000 0COGONOL 6 -31 ROTIME
o200z GRO0000 &-7F RLPF
00020003 00DOOOGL O -3 DOFDBK
0020004 00 DOODOL B -9 Heverd Output iLevel
0B 0005 DBORO000L O -1 Revert OQurput &¥
G e20006 QGO0 0DOT O -1} C.TYPE {CHORLS, FLANGER)
G -3
G -1
G-
G- 1
G-9
G-

00 02 00 07 00 B0 09 01 t CDLY
O0 200 08 0D B¢ 00 01 5 (.DPTH
00 62 0D 0% 00 D0 00 D1 3 CHATE
00 02 G0 DA 0D 00 DO Ot 5 CFDBE
00 02 50 68 00 06 (0 01 - Chorus Ourput Levei
00 02 Gb 60 00 06 00 01 - Chours Output &%
» When R.TYPE is set 16 DELAY or PAN -~ DLY, R TIME hecome the parameter
whirch set delay time. At this time, delay time 15 shown as {cHows.

RTHE i ¢ H 2 3 1 5 &

-
o
"

W 45 60 5 S0 105 120
12 1 M 15 W 17 18 19

deiay ticeimsi |
RTIEE

=97
-

135 130 163 180 i85 710 223 246 283 270
w020 22 23 % 2B W 7w 9

delay timeims!
R THE

delay time(nsi | 263 300 315 330 345 360 375 300 {0% 420
RTE | 36 31

e i g

delay timeims) | 435 450

CPed Bank

Address{Hi SizeiH) JatalD; Parameter

W wxd o6-7 Sense (urve for Pad dank-A

(EXPY.LIN: EXP2.LIN2 LFDO, IFDE, FIXL.FIX2)
QOD3IOOOL QOO 0-7 Sense Curve for Pad Bank-B

{EXF1. LINL, EXPZ. LINC, XFDO, XFOI FIIL F1I2)
Woz0e02 OO0 O-1 Pad Bank layer 5% {OFF. ON)

ODrumkit Name

Address (%) SizelH;  Datalll Parameter

00 04 00 00 00 OC D0 07 32 - 127 ASCI) Character
@ Global {Individual parameter}
OMID! SW

Address (H} Sizelly  Dmralll Parameter

01000000 QOOODOCQY O -1 SYNC (INT. NIDD)
01O0C00T DOOOODC O PRG (OFF, ON)

0I00CO0Z COOOODOI O-1 VoL (OFF, ON)
0r 9060003 0OOOODCO1 &-1 RxEXPR (GEFF, ON}
0TO0 G004 CADOOD QY O -1  THRY (OFF. (W}

CRoil, Flam, Meteronome

Address (K} SizetH}  Dazal(D} Farmmeter

DIDLOOO0 COODODOOl 1-8  ROLL INT
{3/32. 1/16{3). 1/16. 1/B{3}. 1B,
1/403). 144, 1/2)

01510001 000000 O30 FuaINT

0 G1 G002 0000 DGOl O-7  FLAK RATIC

01010003 ORO0O0DE O-7 K EVEL

01010004 0000 OCE 3 -7 QLK SEL (116 L/BL3). 1/B. LA4(3). W4)

& Drumian {Bulks

Size of all User Drumkit parametars = ]2860 byies
12800 byres w 2 {nibblize! = 0} 48 80 {MIDD

Address {H} SizeiH Daratl) Parameter

042 00 GO G0 00 61 48 00 Prumk il parameters
@ Song (Bulk}

Size of Al User Song data = 2000 bytes
2000 bytes = 2 {nibblize} = IF 20 (MIDL

Address(H) SizelH Dara(D} Paraseter

63 06 00 GO 0 0G IF 20 Song data
@ Faiern (Bulk)

Size of Al User Pattern data = 14018 bytes
14010 bytes * 2 (mibblize) = 01 5A 74 (MDD

Address (H) Size(H: Datatd) Farameter

04 G GO G0 00 D 54 T4 Fattern data
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DR. RHYTHM Date . Feb. 15 1992
‘Modei DR -850 MID! Implementation Chart Version | 1.00
Transmitted Recognized Remarks
Funclion ==+
Basic Defauit i—1i6 1—1% * 1
Channet Changed 1—18 1—16
Default Mode 3 Mode 3
Mede Messages x %
Altered W ok k k ok ok ko ok
Note . 27—81 %2 27 —81 %2
Number True Voice # o ook ok ok ok ok K
Velocit Note ON Co9n V=1-—127 @]
oery Note OFF X 9n v=0 X
Atter Kev's x b4
Touch Ch's x X
Pitch Bend x X
71O * 3 Volume %3
111X * 3 Expression
Contral
Change
Prog @] * 3 Used for
Change True ¥ * sk ok Kk k¥ Kk *Drum Kit change’
System Exclusive O * 3
== 5 == MID
System Song Pos O Sync=INT O Sync=MID
Song Sel O Syne=INT ) Sync=MIDI
Common
Tune X X
System Ciock O Sync=INT O Sync=MiDI
Real Time Commands O Sync=INT O Sync= hiDI
Local ON/OFF | X X
Aux All Notes OFF X x
Messages  Active Sense O X
Reset X X
Notas %1 Memorized (Non -volatile) '
%2 Note Number assignment for each instrument is commanly use for

transmitting and receiving, Preset or user setting can be selected.
%3 Can be set to O or X manually, and memorized.

Mode 1. OMNI ON, POLY
Mode 3 : OMNI OFF, POLY

Mode 2 ¢ OMNI ON, MONO
Made 4 : OMNI OFF, MONO

O P Yes



Specifications

DR-660: Dr.RHYTHM

@ Maximum Polyphory

12voices

® instruments
255

@ Effect

Reverb
Choru

® Rhythm Patterns
Programmable Paterns: 150
Preser Patterns: 100

@ Song
Songs: 100
Song Leagth
Maximum Pans for a song: 250
Total parts for songs: 900

@ Reasolution
per quarter note: 96

® Tempo
Quarier noe: 20 — 260

@ Display

Custom L.CD [3 - 1/8(W) X 1 - 7/16({D) inches]

@ Data input Method
Realtime/Step

@ Pads
Dynamics Pads: 16

@ Synchronization
MIDI

@ Connectors
Stereo Output Jacks (L, R)
Individual Output Jacks {1, 2)
Headphone jack
MIE Consectors (In, Out)
AC adaptor Jack (ACI2V))

@ Power Supply
AU Adaptor

4 Current Draw

440mA

& Dimensions
215(W) X 165(D} X 57(H) mm

8- 12(W) X 6- 1/AD) X 2 - 1/4(H} inches

@ Weight
T20g 7! Ibs 10cz

@ Accsessories
AC Adapror (BOSS BRA series)
Owner's Manual

#The specifications for this productare subject o change

without prior niotice,
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Information

When you need rapair service, call vour tocal Roland Service Station or the authorized Rolend distributor in your
country as shown below.

U. 8 A

Roland Corparation US
7200 Dominion Circle
Los Angeles, CA.
90040-3647, 11 8. A,
X (213)685 - 5141

CANADA

Rojand Canada Music [ad.
{Head Office) ’
5480 Parkwood

Richmond B. C., V6V 2M4
CANADA

. I (604)270 - 5626

Roland Canada Music Lid.
9425 Transcanadienne
Service Rd. M., 5t Laurent.
Quebec H4S 1V3,
CANADA

o (514)335 - 2009

Roland Canada Music Lad.
346 Watline Avenue,
Mississauga, Ontatio 14Z
1X2, CANADA

I (416)850 - 6488

AUSTRALIA

Roland Corporation
(Ausiralia) Pry. Ltd.

(Head Office)

38 Campbell Avenue

Dee Why West. NSW 2099
AUSTRALIA

2% (02)982 - B266

" Roland Corporatian
(Australia) Pry. Lid.
(Melbourne Office)

S0 Garden Street

South Yarra, Vicioria 3141
AUSTRALIA

3 (03)241 - §254

UNITED KINGDOM
Rojand(LLK.) Lid.

Rye Close

Ancelis Business Park
Flaet, Hampshire GU13
BUY, UNITED KINGDOM
1 0252 - B14181

.Roland{lJ.K.) L.,
Swansea Office
Atiantic Close, Swansea
Enterprise Park, Swansea,
West Glamorgan SAT9F],
UNITED KINGDOM
o (07923700 - 139

ITALY

Roland ltaly 5. p. A.
Viale delie Industrie 8
20020 ARESE MILANO
TALY

a2 - 93581314

SPAIN

Roland Electronics

de Espafia, 5. A-

Calie Bolivia 239

08020 Rarcelona, SPAIN
93 - 308 - 1000

GERMANY

Roland Elekrronische
Musiidnstrumente
Handeisgesealischaft mbH.
Oststrasse 96, 2000
NMordersted, GERMANY

.17 040/52 60 090 .

FRANCE

Musikengro

102 Avenue Jean-Jaures
£9007 Lyon Cedex 07
FRANCE

X (7)858 - 54 60

Musikengra (Paris Office)
Centre Region Parisienne
4§ rue Chartes-Fourier,
94400 Vitry s/Seine
FRANCE

3 (1)46380 86 62

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

B-2260 Oevel-Westerlo
BELGILM

0 (0032)14 - 575811

DENMARK

Roland Scandinavis ASS
Langebrogads &

Box 1937

DK-1023 Capenhagen K.
DENMARK
mw31-953i 1

SWEDEN

Roland Scandinavia A/S
DanvikCenter 28 A, 21tr.
5-131 30 Nacka
SWEDEN

=08 -7020020

NORWAY

Roland Scandinavia
Avd, Norge
Lilieakerveien 2
Postboks 95 Lillsaker
N-0216 Osio 2
NORWAY
=02-730074

FINLAND
Fazer Musik [nc.
Lansituulentie
POB {69
SF-02101 Espao
FINLAND
™0-4350 11

NEW ZEALAND
Raland Corporation
(NZ) L

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

% (09)3098 - 715

SWITZERLAND
Musitronic AG
Gerberstrasse 5, CH-4410
Liestal, SWITZERLAND
7061921 1615

Roland CK {Switzadand}
AG
Postfach/Hauptstrasse 21
CH-4456 Tenniken
SWITZERLAND

X 06198 60 55

Repair Service by
Musitronic AG

AUSTRIA

E. Dematic &Co.
New-Rum Siemens-
Strasse 4

A-6021 [nnsbruck Box 591
AUSTRIA

1 (0512)63 451

GREECE

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

=1 - 34620130

PORTUGAL

Cass Caius instrumentos
Musicais Lds,

flua de Santa Catarina 131
Parta. PORTUGAL
TOZ-38 4456

HUNGARY
Intermusica Ltd.
Warehouse Area 'DEPO’
Torokbalint, Bucapest
HUNGARY

5 {1}1868905

ISRAEL

DA, International Lid.
25 Pinsker St Tet Aviv
ISRAEL

o972 -3 - 52R3015

CYPRUS

Radex Sound Eguipment
Lad.

17 Panteli Katslari Sir.
P.0.Bax 2046, Nicosia
CYPRUS

T 453426, 466423

TURKEY

Barkal Sanay: ve Ticarst
Siraselviler Cad. 86/6
Taksim Istanbui, TURKEY
T 14959324

EGYPT

Al Fanny Trading Office
9, Ehn Hagar Askalany

Street, Ard Bl Galf,

Hetiopolis, Cairo, EGYPT
T 2917803 - 665918

BRAZIL

Roland Brasil Lida.
R. Alvarenga 591
CEP-05509 Saa Pavia
BRAZIL

TE{011)813 - 7967

_.Repair Service for. Roland

and Rhodes products

Ofiver do Brasil S.A.
lastrumentos Musicais
Av. Ceci, No.578 Ceniro
Empresarial Tambare
Barueri 5P CEP 06400
BRAZIL '

2 (011)709 - 1267
Repair Service for BOSS
products

MEXICO

Case Veerkamp, s.a. dec.v,
Mesones Na. 2i

Cal. Centro

C.P. 65080 Mexico, DF.
MEXICO

o (51708 - 3716

La Casa Wagner de
Guadalajara s.2. de c.v.
Av. Corona Ne. 202 8.5,
C.P.44100

Guadaiajara, Jalisco
MEXICO

o (36)13 - 1414

ARGENTINA
Netin S5.A.
Venezuela 1433
1095 Buenos Aires
ARGENTINA

o 37 - 1632

HONG KONG

Torm Lee Music Co., Lad.
Service Division

2232 Pun Shan Street,
Tsuen Wan, New
Territories, HONG KONG
415 -0911

KOREA

Cosmos Comporatian
Service Station

26t 2nd Floor Nak-Wen
arcade

Jong-Ro ku, Seoul, KOREA
T (02} 747 BB44

SINGAPORE
Swee Lee Company
Bras fasan Complex
#03-23 Singapore D178
SINGAPORE

™ 1367886

THAILAND

Theera Music Co., Lid.

330 Verng Nakom Kasem,
Soi 2, Bangkok 10100,

THAILAND
132248821

MALAYSIA
Syarikat Bentley
No.t42, Jalan Bukit
Bintang 55100 Kuala
Lumpur, MALAYSIA
2421288

INDONESIA

PT Galestra Inti
Kompleks Perkantoran
Duta Merdin Blok C/59
Il Gajah mada Ne.3-5

=™ Jikarta 10130

INDONESIA
{321} 354604, 354606

TAIWAN

Siruba Enterprise{Taiwan)
Co., LTD.

Rooem, 5, 911 No. 112
Chung Shaa N.Road Sec2
Taipei, TAIWAN, R.O.C.
3 {02)5364546

SOUTH AFRICA
Thai Other Music
Shop(PTY) LTD.

256 Bree Strest,
Johannesburg 2001
Republic of South Africa
™337 - 6573

Paui Bothner(PTY) LTD.
17 Werdmuller Centre
Claremont 7700
Repuhblic of South Africa
021 - 64 - 4030
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