Before using this unit, care-
fully read the sections enti-
tled: “USING THE UNIT
SAFELY” and “IMPOR-
TANT NOTES” (Owner’s
Manual p. 2, 3, 9). These
sections provide important
information concerning the
proper operation of the
unit. Additionally, in order
to feel assured that you

have gained a good grasp

of every feature provided
by vour new unit, Quick
Start and Owner’s Manual
should be read in its entire-
tv. The manuals should be
saved and kept.on hand as
a convenient reference.

Owner's Manual

This owner's manual consists of the following 14 chapters and supplementary information.
Before you read this manual, you should read through the Quick Start manual so you're famil-
iar with the basic operation of the unit.

Chapter 1 An Overview of the JX-305
This chapter explains how the JX-305's sound generator and sequencer are organized, and explains the
basic operation. By reading this chapter, vou can gain an overall understanding of the JX-305.

Chapter 2 Playing the Keyboard
This chapter explains the Key Mode function, the pitch bend lever, the pedals, etc., and how 1o use the
arpeggiator. Be sure to read this chapter.

Chapter 3 Playing Patterns
This chapter explains how to play patterns, and how to use functions such as Real-Time Transpose, Mute,
Part Mixer, and Play Quantize. Be sure to read this chapter.

Chapter 4 One-Touch Phrase Playback (RPS)
This chapter explains the various effect types and how to use them. Read this chapter when you wish to
use effects

Chapter 5
This chapter explains the parameters that modify the sound. Read this chapter so you better understand
how to use the knobs to control the sound when creating your own sounds.

Chapter 6 Creating an Original R m Set (Rhythm Editing)
This chapter explains the rhythm set parameters. Read this chapter when you wish to create an original

rhythm set.
Chapter 7

This chapter cxplains the various effect types and how to use them. Read this chapter when you wish to
use effects.

Chapter 8 Recording Patterns

This chapter explains how to record patterns. Read this chapter when you wish to record patterns.

Chapter 9
This chapter explains how to edit patterns, and how to modify music data after it's been recorded. Read
this chapter as necessary.

Chapter 10  Keeping Frequently Used Patterns Together (Pattern Set)
This chapter explains how to use Pattern Sets and how to store patterns in a set. Read this chapter when
you wish to use a pattern set.

Chapter 11 Placing Patferns in Playback Order to Create a Song
This chapter explains how to play back, record, and edil songs. Be sure to read this chapter if you wish to
use songs.

Chapter 12 Using Memory Cards
Here you can learn how to use memory cards to back up your data, and how to make copies of a card. Be
sure to read this chapter before using memory cards.

Chapter 13 Setting the Operating Environment of the JX-305 {System)
This chapter explains settings that determine the overall configuration for your JX-305, such as its tuning
and synchronization preferences. Read this chapter as necessary.

Chapter 14  Advanced Applications
This chapter explains how the 1X-305 can be used with external MIDI equipment, and gives tips for creat-
ing sounds and performing. Read this chapter as nccessary.

Supplementary Information
Consult this chapter when the JX-305 does not function as you expect, or if an error message is displayed.
Thi P contains information such a  Jists and the MIDI implementation.

* SmartMedia is a trademark of Toshiba corporation.
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[ INSTRUCTIONS FOR THE PREVENTION OF FIRE, ELECTRIC SHOCK, OR INJURY TO PERSONS l

About A\ WARNING and A\ CAUTION Notices

About the Symbols

Used for instructions intended to alert
the user to the risk of death or severe

A\WARNING injury should the unit be wused

improperly.

Used for instructions intended lo alert
the user to the risk of injury or material
damage should the unit be used
improperly.

/\ CAUTION

* Material damage refers to damage or

other adverse effects caused with
respect to the home and all its
furnishings, as well to domestic
animals or pets.

The A\ symbol alerts the user to 1mportant mstructions
or warnings. The specific meaning of the symbol is
ZQ determined by the design contained within the
triangle. In the case of the symbol at left, it is used for
general cautions, warnings, or alerts to danger.

The  symbol alerts the user to items that must never
be carried out (are forbidden). The specific thing that
® must not be done is indicated by the design contained

within the circle. In the case of the symbol at left, it
means that the unit must never be disassembled.

The @ symbol alerts the user to things that must be
carried out. The specific thing that must be done is
& indicated by the design contained within the circle. In

the case of the symbol at left, it means that the power-
cord plug must Pe unplugged from the outlet.

--------------------------------------- ALWAYS OBSERVE THE FOLLOWING - -------=oos-sossmnseemomom oo

/\WARNING |

» Before using this unit, make sure to read the C
instructions below, and the Qwner's Manual.

* Do not open (or modify in any way) the unit or its®
AC adaptor.

» Do not attempt to repair the unit, or replace parts®
within it {except when this manual provides specific
instructions directing you to do so). Refer all servicing

to your retailer, the nearest Roland Service Center, or

an authorized Roland distributor, as listed on the
“Information” page.

¢ Never use or store the unit in places that are: .

* Subject to temperature extremes (e.g., direct
sunlight in an enclosed vehicle, near a heatmg
duct, on top of heat-generating equipment); or are {g_
* Damp (e.g., baths, washrooms, on wet floors); or

are

» Humid; or are

* Dusty; or are

* Subject to high levels of vibration.

« This unit should be used only with a rack or stand &
that is recommended by Roland.

» When using the unit with a rack or stand recom—O
mended by Roland, the rack or stand must be careful-

ly placed so it is level and sure to remain stable. If not
using a rack or stand, you still need to make sure that

any location you choose for placing the unit provides

a level surface that will properly support the unit, and
keep it from wobbling,

| /A\WARNING |

e Be sure to use only the AC adaptor supplied with
the unit. Also, make sure the line voltage at the instal-
lation matches the input voltage specified on the AC
adaptor's body. Other AC adaptors may use a differ-
ent polarity, or be designed for a different voltage, so
their use could result in damage, malfunction, or elec-
tric shock.

¢ Avoid damaging the power cord. Do not bend it®
excessively, step on it, place heavy objects on it, etc. A
damaged cord can easily become a shock or fire haz-

ard. Never use a power cord after it has been dam-
aged.

¢ This unit, cither alone or in combination with an®
amplifier and headphones or speakers, may be capa-

ble of producing sound levels that could cause perma-

nent hearing loss. Do not operate for a long period of
time at a high volume level, or at a level that is
uncomfortable. 1l you experience any hearing loss or
ringing in the ears, you should immediately stop
using the unit, and consult an audiologist.

= Do not allow any objects (e.g., flammable material,
coins, pins); or liquids of any kind (water, soft drinks,

etc.) to penetrate the unit. @
A



/A\AWARNING I

¢ Immediately turn the power off, remove the AC
adaptor from the outlet, and request servicing by your
retailer, the nearest Roland Service Center, or an
authorized Roland distributor, as listed on the
"Information” page when:
* The AC adaptor or the power-supply cord has
been damaged; or
* Objects have fallen into, or liquid has been
spilled onto the unit; or
* The unit has been exposed to rain (or otherwise
has become wet); or
* The unit does not appear to operate normally or
exhibits a marked change in performance.

¢ In households with small children, an adult should
provide supervision until the child is capable of fol-
lowing all the rules essential for the safe operation of
the unit.

* Protect the unit from strong impact. A
(Do not drop it!)

* Do not force the unit's power-supply cord to share ®
an outlet with an unreasonable number of other
devices. Be especially careful when using extension
cords—the total power used by all devices you have
connected to the extension cord's outlet must never
exceed the power rating (watts/amperes) for the
extension cord. Excessive loads can cause the insula-

tion on the cord to heat up and eventually melt
through.

¢ Before using the unit in a foreign country, consult A
with your retailer, the nearest Roland Service Center,

or an authorized Roland distributor, as listed on the
"Information” page.

[ /\ CAUTION |

* The unit and the AC adaptor should be located so &
their location or position does not interfere with their
proper ventilation.

* Always grasp only the plug or the body of the AC
adaptor when plugging into, or unplugging from, an
outlet or this unit.

* Whenever the unit is to remain unused for an 0
extended period of time, disconnect the AC adaptor.

» Try to prevent cords and cables from becoming
entangled. Also, all cords and cables should be placed
so they are out of the reach of children.

* Never climb on top of, nor place heavy objects on ®
the unit.

¢ Never handle the AC adaptor body, or its plugs,
with wet hands when plugging into, or unplugging &’»

from, an outlet or this unit.

» Before moving the unit, disconnect the AC adaptor 0
and all cords coming from external devices.

¢ Before cleaning the unit, turn off the power and
unplug the AC adaptor from the outlet (Quick Start,
p. 5).
* Whenever you suspect the possibility of lightning in 0
your area, disconnect the AC adaptor from the outlet.
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Features of the JX-305

High-performance synthesis engine
The all-important sound generator is a high-perfor-
mance synthesizer offering 64-note polyphony. A rich
array of parameters, including sharp filters and ADSR
envelopes can be modified using the knobs on the
panel to create your own sounds. The sound generator
can also be used as a multitimbral sound module, pro-
viding up to eight parts.

Cutting-edge patterns that lead the
scene

The JX-305 contains 274 high-quality preset patterns
for immediate use and 494 RPS patterns. Since the pat-
terns cover a wide range, from techno to reggae, this
instrument provides everything you need for most sit-
uations.

Sounds that match today’s trends

The diverse assortment of carefully selected sounds
and rhythm sets ranges from those from the TB-303,
JUNO, JUPITER and TR-808/909—indispensable for
the dance scene—to realistic acoustic sounds. From the
day you take the JX-305 home, you can enjoy today’s
leading-edge sounds.

You can also create your own original sounds and
store them in memory for immediate recall at any
time.

Three sophisticated digital effect units
High-performance DSP (digital signal processing)
technology provides you with a wide range of effects.
Three effect units are provided: Reverb adds reverber-
ation, Delay adds echo-like effects, and general-pur-
pose ffect unit provides 24 types of effect that have
been optimized for dance music.

Three key modes

The JX-305 provides three key modes: single, dual,
and split. It’s easy to divide the keyboard into left and
right zones, which can play different sounds simulta-
neously, or you can layer two sounds for every note.

A sequencer to help your ideas take
shape

You can construct a song in real time as you play, sim-
ply by switching the playback patterns. During
recording, you can switch the recording part to record
non-stop.

The JX-305s internal memory by itself can contain
approximately 75,000 notes (up to 200 patterns). By
using a memory card (SmartMedia), the capacity can
be boosted to a maximum of approximately 480,000
notes (up to 200 patterns).

Use the arpeggiator to create phrases
You can play arpeggios simply by pressing the key-
board. Your musical imagination and taste are all you
need to create completely new phrases.

RPS (Real-Time Phrase Sequence) func-
tion

You can play back phrases simply by pressing a single
key. This has a wide variety of uses, such as adding
accents during a song, or playing an entire song using
just RPS.

Play quantize changes the groove in
real time

The JX-305 provides three types of play quantize:
Grid, Shuffle and Groove. Simply by rotating a knob,

you can produce your own “groove” in real time.

Controls for live performance

The JX-305 is designed for live performance, with fea-
tures such as a mute button that lets you instantly
silence the playback of a specific part or rhythm
instrument, and a Real-Time Transpose function that
lets you transpose during pattern playback. Of course,
you can also move knobs during pattern playback to
modify the sound in real time.



Important Notes

In addition to the items listed under “USING THE
UNIT SAFELY” on page 2, please read and observe
the following:

Power Supply

* Do not use this unit on the same power circuit with any
device that will generate line noise (such as an electric
motor or variable lighting system).

¢ The AC adaptor will begin to generate heat after long
hours of consecutive use. This is normal, and is not a
cause for concern.

» Before connecting this unit to other devices, turn off the
power to all units. This will help prevent malfunctions
and/or damage to speakers or other devices.

Placement

* Using the unit near power amplifiers (or other equipment
containing large power transformers) may induce hum.
To alleviate the problem, change the orientation of this
unit; or move it farther away from the source of interfer-
ence.

» This device may interfere with radio and television recep-
tion. Do not use this device in the vicinity of such
receivers.

¢ Do not expose the unit to direct sunlight, place it near
devices that radiate heat, leave it inside an enclosed vehi-
cle, or otherwise subject it to temperature extremes.
Excessive heat can deform or discolor the unit.

Maintenance

» For everyday cleaning wipe the unit with a soft, dry cloth
or one that has been slightly dampened with water. To
remove stubborn dirt, use a cloth impregnated with a
mild, non-abrasive detergent. Afterwards, be sure to wipe
the unit thoroughly with a soft, dry cloth.

¢ Never use benzine, thinners, alcohol or solvents of any
kind, to avoid the possibility of discoloration and/or
deformation.

Repairs and Data

* Dlease be aware that all data contained in the unit's mem-
ory may be lost when the unit is sent for repairs.
Important data should always be backed up on a memory
card, another MIDI device (e.g., a sequencer), or written
down on paper (when possible). During repairs, due care
is taken to avoid the loss of data. However, in certain
cases (such as when circuitry related to memory itself is
out of order), we regret that it may not be possible to
restore the data, and Roland assumes no liability concern-
ing such loss of data.

Additional Precautions

+ Please be aware that the contents of memory can be irre-
trievably lost as a result of a malfunction, or the improper
operation of the unit. To protect yourself against the risk
of loosing important data, we recommend that you peri-
odically save a backup copy of important data you have
stored in the unit’s memory on a memory card or another
MIDI device (e.g., a sequencer).

¢ Unfortunately, it may be impossible to restore the con-
tents of data that was stored in the unit’s memory, a
memory card or another MIDI device (e.g., a sequencer)
once it has been lost. Roland Corporation assumes no lia-
bility concerning such loss of data.

* Use a reasonable amount of care when using the unit’s
buttons, sliders, or other controls; and when using its
jacks and connectors. Rough handling can lead to mal-
functions.

» Never strike or apply strong pressure to the display.

* When connecting/disconnecting all cables, grasp the con-
nector itself—never pull on the cable. This way you will
avoid causing shorts, or damage to the cable’s internal
elements.

» To avoid disturbing your neighbors, try to keep the unit’s
volume at reasonable levels. You may prefer to use head-
phones, so you do not need to be concerned about those
around you (especially when it is late at night).

* When you need to transport the unit, package it in the
box (including padding) that it came in, if possible.
Otherwise, you will need to use equivalent packaging
materials.

The sounds, phrases and patterns contained in this product
are sound recordings protected by copyright. Roland hereby
grants to purchasers of this product the permission to utilize
the sound recordings contained in this product for the cre-
ation and recording of original musical works; provided
however, the sound recordings contained in this product
may not be sampled, downloaded or otherwise re-recorded,
in whole or in part, for any other purpose, including but not
limited to the transmission of all or any part of the sound
recordings via the internet or other digital or analog means
of transmission, and/or the manufacture, for sale or other-
wise, of any collection of sampled sounds, phrases or pat-
terns, on CD-ROM or equivalent means.

The sound recordings contained in this product are the origi-
nal works of Roland Corporation. Roland is not responsible
for the use of the sound recordings contained in this prod-
uct, and assumes no liability for any infringement of any
copyrtight of any third party arising out of use of the sounds,
phrases and patterns in this product.

Important

Please observe the following points when using the ]X-305.
Various types of data required for the JX-305's operation are
held in internal flash memory. If the power is turned off
while data is being written to flash memory, writing will not
be completed correctly, and subsequent operation can be
affected.

While the following display appears, never turn off the
power or remove the memory card.

Proceszind. ..
Foesp Pouer OH !
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1

2

VOLUME Knob
Controls the overall volume of the JX-305.

REALTIME MODIFY Section
Here you can make settings for sound parameters (p. 54) and effects (p. 101). Also, in the Part
Mixer page you can make various settings for each part (p. 33).

QUANTIZE Section
Modifies the groove of the pattern (p. 40).

ARPEGGIATOR/RPS Section
Here you can make arpeggiator (p. 24)/RPS settings (p. 48).

KEYBOARD Section

Here you can make settings which affect the notes played on the keyboard, such as Key Mode
(p. 18), Octave Shift (p. 21), and Portamento (p. 21).

TRANSPOSE Button

Press this button when you wish to transpose (p. 32).

SEQUENCER Section
Here are the buttons related to sequencer playback (p. 30) and recording (p. 125).

DISPLAY Section
The parameter you wish to modify using [INC] [DEC] or the [VALUE] dial appears in the display.

INC/DEC (Increment/Decrement) Buttons
VALUE Dial

Use these to modify the value of a parameter (p. 16).
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10 PAGE</PAGE> Buttons
Use these buttons to switch between levels of the various setting displays. In pages where
you are assigning a name, these buttons move the cursor.

11 SHIFT Button

This button is used in conjunction with other buttons.

12 UNDO/REDO Button

Press this button to cancel the previous operation (p. 17).

13 ENTER/EXIT Buttons

Use these buttons to execute/cancel an operation, or to exit from a setting page.

14 GROUP Section

Here you can select the group for sounds or patterns (p. 18, 30).

15 PART Section

Press these buttons when you wish to use buttons 1- 8 to select or mute parts (p. 18, 32).

16 EDIT/UTILITY Section

Press these buttons when you wish to edit a sound or pattern, or to store or initialize settings.

17 1-8 Buttons
Use these buttons to select the bank and number of a patch or pattern (p. 18), to select parts or
rhythm groups, or to switch muting on/off (p. 32). When editing, these buttons are used to
select parameters.

18 Pitch Bend Lever/Modulation Lever
This lever lets you modify the pitch or apply vibrato. Depending on the settings, this can also
be used to control specific parameters (p. 22, 47).
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1 MEMORY CARD Slot

An optional memory card (SmartMedia) can be inserted here (p. 159).

2 MIDI IN/OUT/THRU Connectors
External MIDI devices can be connected here (p. 171). Use MIDI cables (sold separately) to
make connections.

3 SWITCH PEDAL Jack
A separately sold pedal switch or foot switch can be connected here. The pedal can be operat-
ed to apply various effects (p. 46).

4 CONTROL PEDAL Jack
A separately sold expression pedal can be connected here. The pedal can be operated to
adjust the volume or to make the sound change in various ways (p. 23).

5 HOLD PEDAL Jack

A separately sold pedal switch can be connected here. The pedal can be used to sustain notes
(p. 23).

6 OUTPUT Jacks (L (MONO), R)

An amp or mixer can be connected to these jacks. If outputting in mono, make connections to
the L jack (Quick Start, p. 3).

7 PHONES Jack
Accepts connection of headphones. Audio signals will still be output from the output jacks
even if headphones are connected (Quick Start, p. 3).

8 DC IN Jack
Connect the included AC adapter here (Quick Start, p. 3).

9 POWER Switch

This switch turns the power on/off (Quick Start, p. 5).



n Overview of the JX-305

A brief explanation of the JX-305's internal organiza-
tion was provided in the Quick Start manual, but this
chapter contains a more detailed explanation of the
basic sections: the controller section, sound generating
section, and the sequencer section.

Hovx_!_he JX-305 Is Organized

JX-305

Sound generator Sequencer .

section section '
Playback

Performance Recording .

Controlier section (kayboard. knobs, ete.)

Playing and Operation—Controller

Controllers refer collectively to the keyboard, the
panel knobs, the pitch bend lever, and the pedal con-

nected to the rear panel etc. By operating these con-
trollers you can play sounds or modify them.

Recording Your Performance—
Sequencer

The sequencer can record your playing and controller
operations (knob movements) as MIDI messages, and
can play back the MIDI messages that were recorded.
MIDI messages that have been recorded on the
sequencer can also be transmitted from the MIDI OUT
connector, and used to control external MIDIT devices.

Producing the Sound—Sound
Generator

This is the section that produces the sound. The sound
generator produces sound in response to data it
receives from the JX-305's controllers and its
sequencer. It can also be played by MIDI messages
that arrive from an external MIDI device.

How the Sound Generator Is
Organizgd

The Smallest Unit of Sound—

Tones

Tones are the smallest unit of sound used by the JX-
305. Although it is possible to create a sound using
only one Tone, the sounds vou will normally play on
the JX-305 are “Patches,” which consist of one or more
Tones.

Sounds That You Play—Patches

Palches are the unit of sound that you normally play.
Each Patch consists of up to four Tones.
Tones and Patches are organized as follows.

Modity the pitch
aver tme

* The way in which the four tones are combined will deter-
mine how they will sound. This is determined by the
Structure Type parameter.

~ ww “Settings Common to the Entire Patch

(Common)” (p. 77)

13
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Playing Percussion Instruments—
Rhythm Sets

A collection of various percussion instruments
(rhythm tones) is referred to as a Rhythm Set. A differ-
ent rhythm tone can be assigned to each key (note
number), allowing you to use a large number of
rhythm tones at once.

RHYTHM SET

BN RHYTHM TONE (85)

Assigning Instruments to the

Ensemble—Parts

You can think of “Parts” as slots into which Patches
are placed. They can be thought of as being a little like
musicians. You can select a patch (instrument) for each
part (musician), and play multiple parts at once. The
JX-305 has eight parts for pattern playback, and you
can adjust the volume and pan etc. for each part.

Sound generator section

;_, Setup parameters
Stup parats
' Setup parameters

Parts 1-7

For each of these parts, you can select a patch and play
melodic, bass or chordal instruments. Since it is also
possible to select an individual rhythm tone, you can
also use one of these parts as an auxiliary rhythm part.

14

Rhythm part
For this part, you can select a rhythm set and play per-
cussion instrument sounds.

About simultaneous polyphony
The JX-305 is able to play up to 64 notes simultaneous-
ly. If the incoming musical data requests more than 64
notes simultaneously, some notes will drop out. When
using patches with a long release time or when using
RPS, be careful not to exceed the maximum simultane-
ous polyphony. The number of notes that can be
sounded will actually depend not only on the number
of notes being played, but also on the number of tones
that are used by each patch.
For example, if you are playing a patch that uses four
tones, that patch will take up four times the number of
notes that are played.
ED If you would like to know about the polyphony
settings...
® The Voice Priority parameter can be set for
each patch to specify how notes will be turned
off when the maximum polyphony is exceeded.
w “Settings Common to the Entire Patch
(Common)” (p. 77)
® The Voice Reserve parameter can be set to
specify a minimum number of notes that will
be reserved for each part.
& “Specifying the Number of Notes for Each
Part (Voice Reserve)” (p. 169)

How the Sequencer Is Organized

The sequencer records your performance and con-
troller operations as musical data. Playing back the
sequencer will cause this recorded musical data to be
sent to the sound generator, making it produce sound.
In other words, the sequencer plays the instrument
instead of the musician.

In the sense that it records and plays back a perfor-
mance, a sequencer is similar to a tape recorder.
However, it has unique advantages: the tempo can be
modified without affecting the pitch, there is no
decrease in sound quality no matter how many times
you play something back, and extremely detailed edits
can be made at will.

Musical Data Played Back by the

Sequencer—Patterns

Patterns are musical data of various genres for the
sequencer to play back, and can be selected even while
they play back. The data within each pattern is divid-
ed into parts, and you can record or play back each
part separately, or modify the musical data inside each
part. For each pattern, you can also specify things such
as the patch, volume and effect settings that will be
used by each part.
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You can save the data in the condition that will be
most appropriate, and change the settings as a whole
simply by changing the pattern. These settings can
also be used when you play the keyboard directly.

Sound source  Sequencer
section section

Switch

Pants for pattern
playback Paltern

Currently playing

Parts settings
(Patch selection and
setup parameters)

There are two types of patterns: “Preset Patterns”
which are already built into the JX-305, and “User
Patterns” which can contain patterns that you create.

Collecting Frequently Used

Patterns—Pattern Sets

A Pattern Set lets you collect frequently used patterns
so that they can be recalled instantly. Sixteen patterns
can be registered in each pattern set.

Pattern set example

a 5 8 a 7 7 B B «PART
— =

0 3 GLF B cvm 6 touveRr 7 MIT 8 OTHERS srmrvming
B i i i it i Sl
UA17 UATS PABS P-B73 WUA1
Reglstered
pattern

Arranging Patterns in Playback
Order—Songs

A sequential arrangement of two or more patterns is
called a “song.” When you play back a song, the pat-
terns in the song will play back in succession. A song
can contain up to 50 patterns.

About Memory

“Memory” refers to the place where patch settings and
musical data for patterns and other things are kept.
The memory of the JX-305 is divided into three areas:
System Memory, User Memory, and Preset Memory.
There is also a “temporary area” within memory, into
which data is placed when you select a patch or pat-
tern, and the data in the temporary area is what you
are actually playing and editing.

Memory for Settings That Affect the
Entire JX-305—System Memory

System Memory contains settings for the system para-
meters that configure the JX-305. These include para-
meters that determine the overall operation of the
sound generator or sequencer, and MIDI-related set-
tings.

Rewritable Memory—User Memory

The contents of User Memory can be overwritten, and
are used to store settings or musical data that you cre-
ate. User Memory stores 256 patches, 200 patterns, 50
songs, 60 RPS sets, and 30 pattern sets.

* At the factory settings, the User Patches and the User
Patterns have the same contents as Preset Meniory.

Non-Rewritable Memory—Preset
Memory

The contents of Preset Memory cannot be rewritten.
Preset Memory contains 640 patches and 768 patterns.

15
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Temporary Memory—The Temporary
Area (Temporary Pattern)

When you play a sound or select a patch for editing,
the selected patch is called into a location known as
the “temporary area.”

When you edit or record a pattern, the contents of the
pattern are automatically copied to TMP (temporary
pattern), and your operations will affect this data.

Memory Card
An optional memory card can be used to store 512
User Patches and 200 User Patterns, just as in the user
memory of the JX-305.

JX-305 MEMORY CARD

SYSTEM

PATCH
[ 28]
PTN
[ 200}

SONG

PTN SET

TEMPORARY AREA <

* The data in memory will be preserved even if the power is

turned off, and can be recalled at any time. However, the
data in the temporary area will be lost when the power is
turned off.
When you modify the settings of a patch or the contents of
a pattern, you are actually modifying the data that was
called into the temporary areq or the temporary pattern.
(In other words, you are not directly modifying the data
in memory.) If you wish to keep the changes that you have
made to the patch or pattern, you must save the data as a
user patch or user pattern.

AR w “Saving Patches You've Created (Patch

Write)” (p. 82)
w “Saving Patterns You've Modified (Pattern
Write)” (p. 36)
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Basic Operation

Modifying a Value

To select a patch or pattern, or to modify a parameter
value, use the VALUE dial or the INC/DEC buttons.

VALUE

& PAGE

=
LOWER UPPER
UNDO
/REDD
DEC NG EXIT ENTER

DEMCH

INC button/DEC button

To increase a value press [INC]. To decrease a value
press [DEC].

If you continue pressing the button, the value will con-
tinue to change.

If you press one button while holding down the other
button, the value will change rapidly.

If you hold down [SHIFT] and press a button, the
value will change in larger steps.

VALUE dial

To increase a value, rotate the [VALUE] dial clock-
wise. To decrease a value, rotate the [VALUE] dial
counterclockwise.

If you hold down [SHIFT] as you rotate the [VALUE]
dial, the value will change in larger steps.
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000

Canceling the Previous
Operation (Undo/Redo)

The function which lets a modified parameter value or
edited musical data to be restored to its previous state
is called Undo. The function which returns the para-
meter value or musical data from its “Undone” state
back to the edited state is called Redo.
The JX-305 lets you use undo/redo for the following
operations. This is convenient when you wish to can-
cel a change, or to compare your edits with the origi-
nal data.
0 Pattern Edit == “Editing the Musical Data of a
Specified Part (Pattern Edit)” (p. 138)
Song Edit == “Editing Songs (Song Edit)” (p.
155)
Pattern Recording = “Recording Patterns” (p.
125)
Song Recording = “Recording a Song” (p. 155)

1. Make sure that the pattern or song select
page is displayed.

2. Press [UNDO/REDO].

The following display will appear.

UNDO
/REDO

U0
E> Are You Sure 7

3. Press [ENTER], and your changes will be
“undone,” restoring the value to its
unmodified state.

4, Press [UNDO/REDO] once again.
The following display will appear.

REDD
Fre Yo Surs 7

5. Press [ENTER], and your changes will be
“redone,” returning the value to its edited state.

* Undo/Redo operations must be done immediately after
you nodify the data. Once you save the modified pattern,
the undofredo operation will no longer be available. Also,
if you use a different operation to make a further change
to the data, it will no longer be possible to undo/redo to
the change that was made first.

When you execute an operation that modifies a large
amount of data, such as during pattern editing, the
Undo operation may not be available.

17



Chapter 2. Playing the Keyboard

Selecting a Patch

The JX-305 contains a total of 640 different patches.
By specifying the group, bank, and number, you can
select the desired patch and play it on the keyboard.

1. Press [PART SELECT).
The indicator lights.

2. Use PART [1]-[R] to select the part that you
wish to play on the keyboard.

GROUP PART

T
:’;:—:E wrrry  wexre | SEORGT R e UTILITY
caro [ J ) { HWea) (2 L= N =) =)
oy RO

Barw s 1 102 2 3 :d\-st & B a 7 7 B R apany
C?_'JCE]CE["’ll“ll“’][*'l

The currently selected part is referred to as the “cur-
rent part.”

If the current part is a part 1-7 you can select patches.
If the current part is the rhythm part, you can select
rhythm sets.

m v¥ “Playing a Rhythm Set” {p. 28)

3. In the DISPLAY section, press [PATCH].

The indicator lights, and the display will show the
group, bank, number and name of the currently select-
ed patch (thythm set).

Bank

Group lNumber
AN g
F:f11

PATCH FRHTCHE
BLead TE 1
7/ \

Current part Name

4, In the GROUP section, press [PRESET/USER/
CARD] to select the group.

Patch groups are organized as follows.

PRESET-> P: A-] (Preset Group)

USER-> U: A-D (User Group)

CARD-> C: A-H (Card Group)

GROUP

QO PRESET
USER

(@]
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* The card group cannot be selected unless a separately sold
memory card 1s inserted.

Ak “Using Memory Cards” (p. 159)

5. In the GROUP section, use [< PREV] [NEXT
>] to select the group (A-J, A~D, A-H).

6. Press [PART SELECT] once again.
The [PART SELECT] indicator goes out, and you can
now use BANK and NUMBER [1}-{8] to select a patch.

7. Use BANK [1]-[8] to select a bank.

8. Use NUMBER [1]-[8] to select a number.
Play the keyboard, and you will hear the selected
patch.

* If the [PART SELECT] or [PART MUTE] indicators in
the PART section are lit, steps 7 and 8 will not be possi-
ble. In this case, press [PART SELECT] or [PART
MUTE] to make the indicators go dark.

*

You can also select patches by using [INC] [DEC] or the
[VALUE] dial instead of specifying the group/bank/mumber.
[::1 To view a list of the available patches...

wx “Preset Patch List” (p. 190)

Playing Two Patches from
the Keyboard (Key Mode)

The JX-305 lets you layer two patches, or play different
patches with the right and left hands. This function is
called the Key Mode.

The Key Mode setting can be stored as part of each
pattern.

(7] ®* “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

Playing One Patch Over the
Entire Keyboard (Single)

This is the state in which you will normally play the
keyboard.

1. In the KEYBOARD section, make sure that

the [DUAL] and [SPLIT] indicators are dark.
If either indicator is lit, press the button and get the
indicator to go out.

SPLIT DUAL

= &



Chapter 2. Playing the Keyboard

Layering Two Patches (Dual)
1. In the DISPLAY section, press [PATCH].

The indicator lights.

2. In the KEYBOARD section, press [DUAL].
The indicator lights.

SPLIT DUAL

ok

When you select Dual, the following screen will
appear. The part shown in the right of the upper row
is called the “upper part,” and the part shown in the
left of the upper row is called the “lower part.”

Lower part Upper part
[E F:EZE [0 P:AGS

gFortasgnleadd

Patch name

When you play the keyboard, the patches of the lower
part and the upper part will sound simultaneously.
Next, try changing the patch of each part.

3. Press [LOWER].

The indicator lights. The group, bank and number of
the patch for the lower part will be displayed in bold
characters. The lower line of the display will show the
name of the patch that is currently selected for the
lower part.

S R e F:B2E [ F:poe
= {EliEil Bazs 1 ]

Lo UPPER

4. Select a patch.
The patch of the lower part changes.

5. Press [UPPER].

The indicator lights. The group, bank and number of
the patch for the upper part will be displayed in bold
characters. The lower line of the display will show the
name of the patch that is currently selected for the
upper part.

LOWER uPy

- PAGE » { B

=k

6. Select a patch.
The patch of the upper part changes.

7. To return to normal playing condition
(Single), press [DUAL] once again to make
the indicator go dark.

Playing Different Patches with
the Left and Right Hands (Split)

1. In the DISPLAY section, press [PATCH].
The indicator lights.

2. In the KEYBOARD section, press [SPLIT].
The indicator lights.

SPLIT DUAL

E]

When you select Split, the following screen will
appear. The part that is shown in the right of the
upper row is called the “upper part,” and the part that
is shown in the left of the lower row is called the
“lower part.”

Lower part Upper part

[ FiEZe [ P:AGE

gFortatanlead

Paich name

In Split mode, the keyboard is divided into two areas.
Playing the left area will sound the patch of the lower part,
and playing the right area will sound the patch of the upper
part. The note at which the keyboard is devided into left and
right is called the Split Point. For example if the split point is
C4, the keyboard will be divided as shown below. The split
point is included in the Upper part.

c2 c3 C4 8 c7

T

N Split point
Upper part

Lower part

Here’s how to change the patch of each part:

3. Press [LOWER].

The indicator lights. The group, bank and number of
the patch for the lower part will be displayed in bold
characters. The lower line of the display will show the
name of the patch that is currently selected for the
lower part.

Lo UPPER

= P:BZ& 0 F:iR33
= [mm Fazs 1

4. Select a patch.
The patch of the lower part will change.

19
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5. Press [UPPER].

The indicator lights. The group, bank and number of
the patch for the upper part will be displayed in bold
characters. The lower line of the display will show the
name of the patch that is currently selected for the
upper part.

oA . B P:R2e O PIARS
EL;;;] lE]F-'s:-r-'t..ai:'-':ar';Lea-:i J

6. Select a patch.
The patch of the upper part will change.

7. To return to normal play mode (Single),
press [SPLIT] once again to make the indi-
cator go dark.

Changing the Split Point
The split point can be changed freely.

1. Hold down [SPLIT] and press the key that
you wish to set as the split point.

SPLIT

& +

]
KBb: Split Poind
> (")

Selecting the Upper Part/Lower Part

Key modes other than Single use two parts (the Upper
part and Lower part). You can select which of the
eight parts will be used as the Upper part, and which
will be used as the Lower part.

* When the Key Mode is Single, the upper part will be
played by the keyboard.

1. Press [PART SELECT].
The indicator lights.

PART
SELECT
e

2. Press [UPPER].
The indicator on the PART button for the part current-
ly selected as the upper part will light.

-4 PAGE »

‘ s § l -
rd Y
LOWER %—J

3. Press PART [1]-[R] to select the part you
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want to assign to the upper part.

apan

pan
| SXWEEES
Py

4. Press [LOWER].
The indicator on the PART button for the part current-
ly selected as the lower part will light.

- PAGE P

o~ —— ===
AN
LO, UPPER

5. Press PART [1]-[R] to select the part you
want to assign to the lower part.

sankr ] 1 2 3 3 4 4 B s B8 8 7 ? B A arARt
frrre—" {J 2 s : 2 2 PpTerTT

* If you assign the same part to both the upper part and
lower part, it will not be possible to select patches inde-
pendently.

Modifying the Key Mode
Settings in the Editing Pages

EDIT 1 1

-t PAGE
- - - -

LOWER UPRER

(FXGRIGEE) M
KEL: Selit Point)

B C 4J
LEL:  Urrer Fart

B FART 1

[LED:  Lower Fart

L# FART EJ Y

1. Press [EDIT].
The indicator lights, and the Edit page appears.

2. Press BANK [1] (KEYBOARD).
The display will show the Split Point setling page.

EBO: Srplit Point
F ood

3. Use [INC] [DEC] or the [VALUE] dial to set
the value.
Range: C-1-G9
* The Split Point settings is not affected by Octave Shift.
For example, middle C will be "C4" regardless of the
Octave Shift setting.



4. Press PAGE [>] to select the upper part set-
ting page.

KED:  Urrer Fart
? FART 1

5. Use [INC] [DEC] or the [VALUE] dial to select
the upper part.
Range: PART 1-7, PART R

6. Once again press PAGE [>] to select the
lower part setting page.

ERD:  Lower Fart
2 FORT 2

7. Use [INC] [DEC] or the [VALUE] dial to select
the lower part.
Range: PART 1-7, PARTR

8. Press [EXIT] to return to the normal display.

Smoothly Changing the Pitch
of the Sound (Portamento)

Portamento is a function which smoothly changes the
pitch from one note to the next. It is effective when
playing single-note lines.

Portamento On/Off

1. In the KEYBOARD section, press [PORTA-
MENTO].
The indicator lights, and portamento will be turned on.

PORTAMENTO
2. Each time you press [PORTAMENTO], the
function will be switched on or off.

Changing the Time Over Which the
Pitch Changes (Portamento Time)

You can change the speed at which the pitch will
change when portamento is used.

1. In the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times, until the
PITCH indicator lights.

Chapter 2. Playing the Keyboard

FILTER ; )

AMvP [e@]
Js

PITCH -”\“

2. Rotate the [PORTA TIME] knob to adjust the
portamento time value.

Range: 0-127

Rotating the knob clockwise will lengthen the time

over which the pitch changes to that of the next note.

Rotating the knob counterclockwise will shorten the

time.

FILTER ;) CUTQFF

AviP Nej LEVEL
.
PITCH -”\"?ORTA TIME

Portamento settings can be stored as part of the patch.

= “Saving Patches You've Created (Patch
Write)” (p. 82)

Playing Notes Which Lie Outside the
Range of the Keyboard (Octave Shift)

Octave Shift is a function which shifts the range of the
keyboard in one-octave steps (maximum +/- 3
octaves).

For example, bass notes can be easily played with the
right hand if you first use Octave Shift to lower the
range by one or two octaves.

1. In the KEYBOARD section, press OCTAVE [-]
[+]

The range will be shifted in the -/+ direction, and the
button indicator lights.

— OCTAVE +

~ OCTAVE +

=) &

o

FATCH Pt FATCH F:A11
CCTAVE SHIFTE ~1 OCTAVE SHIFTE +1
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Each time you press OCTAVE [+], the range will be
raised one octave.

Each time you press OCTAVE [-], the range will be
lowered one octave.

While an OCTAVE button is pressed, the display will
indicate the current setting.

Changing the Pitch (Pitch Bend Lever)

By moving the pitch bend lever (located at the left of
the keyboard) to left or right, you can change the pitch
of the sound.

IS

e

- BENDER Lot

If you wish to modify the range of pitch
change...

5 “Adjusting the Range of Pitch Bend (Bend
Range)” (p. 76)

Parts affected by the Pitch Bend lever

The part(s) affected by the pitch bend lever will

depend on the Key Mode.

Single: The effect will be applied to the current part.

Split:  The effect will be applied to the upper part
when the [UPPER] indicator is lit, and to the
lower part when the [LOWER] indicator is lit.

Dual: Regardless of the [UPPER]-[LOWER] selec-
tion, the effect will be applied to both parts.

Applying Modulation to the Sound

Using the Modulation Lever

You can use the Modulation lever to apply changes to
the sound.

-y BENDER L

Since the sound will change only when the modula-
tion lever is tilted away from you, this can be used to
add accents to your playing.

22

0 If you wish to specify the parameter affected by
the modulation lever...
x “Specifying the Parameters That Will Be
Modified by Each Controller (Control)” {p. 76)

Using Aftertouch

Pressure which is applied to the keyboard after play-
ing a note is referred to as "aftertouch.” Aftertouch can
be used to apply change to the sound.

To specify the parameter that will be affected
when aftertouch is applied...

1y “Specifying the Parameters That Will Be
Modified by Each Controller (Control)” {p. 76)

Parts that will be affected

The part(s) affected by the modulation lever or after-

touch will depend on the Key Mode.

Single: The effect will be applied to the current part.

Split: The effect will be applied to the upper part
when the [UPPER] indicator is lit, and to the
lower part when the [LOWER] indicator is lit.

Dual: Regardless of the [UPPER]-[LOWER] selec-
tion, the effect will be applied to both parts.

Changing the Keyboard
Dynamics (Keyboard Velocity)

The force with which you play the keyboard is called
“velocity.” Velocity can be used to affect the volume
or the way in which each note sounds.

1. Press [EDIT].
The indicator lights, and the edit page will appear in
the display.

2. Press BANK {5] (CONTROLLER).
The Velocity setting page will appear.

CTEL:kEewlleloc ity
k REAL

3. Use [INC] [DEC] or the [VALUE] dial to set
the value.
Range:
REAL: The velocity value will correspond to the strength
with which you actually play the note.
1-127: A fixed velocity value will be produced,
regardless of how strongly you play.
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4, Press [EXIT] when finished making the setting.
The original display will reappear.
The keyboard velocity setting has now been made.

Sustaining the Notes You

Play (Hold Pedal)

When a pedal switch is connected to the Hold Pedal
jack, notes can be sustained while you continue press-
ing the pedal. Newly played notes will be layered onto
the currently sounding notes. This is the same function
as the damper pedal of a piano.

Parts that will be held

The part(s) that will be held will depend on the Key

Mode.

Single: The current part will be held.

Split:  The upper part will be held when the
[UPPER] indicator is lit, and the lower part
will be held when the [LOWER] indicator is
lit.

Dual: Both parts will be held, regardless of the
[UPPER}-[LOWER] selection.

If you wish to know about the Hold Pedal set-
ting...
wr “Specifying How the Pedal Will Function”
(p. 163)

Using a Pedal to Modify the
Sound (Control Pedal)

If you connect an expression pedal to the control pedal
jack, you can use the pedal to modify the volume and
tonal character of the sound.

Parts that will be controlled

The part(s) that will be controlled by the Control pedal

will depend on the Key Mode.

Single: The sound of the current part will be con-
trolled.

Split:  The upper part will be controlled when the
[UPPER] indicator is lit, and the lower part
when the [LOWER] indicator is lit.

Dual: Regardless of the [UPPER]-[LOWER] selec-
tion, the effect will be applied to both parts.

Control Pedal Settings
1. Press [EDIT].
The indicator lights, and the editing page will appear.

2. Press BANK [5] (CONTROLLER).
The CONTROLLER setting page will appear.

3. Press PAGE [<] [>] several times to select
the Control Pedal Assign page.

CTRELIC-FPodl H==49n
FEAFRESSIOM:CCOLL

4. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the MIDI message that will be transmit-
ted when the pedal is pressed.

Range:

CC 01-95: Controller numbers 1-95
(except for 6, 32, 38)

PITCH BEND UP: Pitch Bend Up

PITCH BEND DOWN: Pitch Bend Down
AFTERTOUCH: Aftertouch

5. Once again press PAGE [>] to select the
Control Pedal Polarity page.

CTEL:  C-Pdl Pol
4 =TRAHDARD

6. Use [INC] [DEC] or the [VALUE] dial to set
the value.

Range: STANDARD, REVERSE

If you are using a pedal whose polarity is inverted

(i.e., when the pedal operation is opposite that of what

you expect), select “REVERSE.”

7. Press [EXIT] to complete the setting.
The original display will reappear.
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Pressing Chords to Produce

Arpeggios (Arpeggiator)

By using the arpeggiator, you can produce an arpeg-
gio (broken chord) simply by holding down the chord.
For example, if you hold down a C major chord as fol-
lows, an arpeggio of C3, E3, G3, E3, C3, E3, G3.... will
be played.

In the case of

Arpeggio Style: 1/4

Octave Range: 0

-&- -

C3 E3 G3 E3 C3 E3 G3 E3

Cc3 E3 G3

Playing Arpeggios

Dual: Arpeggios can be played on either the upper
or the lower, or on both the upper and lower.
For details refer to “Selecting the Part in Dual
Mode Which Will Play the Arpeggio
(Arpeggio Destination)” (p. 26)

Arpeggio Hold

If you hold down [HOLD] and press [ARP], and get
the indicator to start blinking, the arpeggio will con-
tinue sounding even after you take your fingers off the
keyboard. If you play a different chord or notes while
the arpeggio is being held, the arpeggio will change
accordingly.

To cancel Arpeggio Hold, hold down [HOLD] and
press [ARP] simultaneously once again.

gl

Also, if you connect a pedal switch (sold separately) to
the Hold Pedal jack, you can hold the arpeggio as long
as the pedal switch is pressed.

1. Use [PART SELECT] and PART [1]-[R] to
select the part to be used to play arpeg-
gios.

2. In the ARPEGGIATOR/RPS section, press
[ARP].

The indicator lights, and the arpeggiator will be

turned on.

3. When you play the keyboard, any chord
you play will be sounded as an arpeggio.
* The tempo of the arpeggio will be synchronized to the
tempo of the pattern. If you wish to change the speed of
the arpeggio, change the tempo of the pattern.

0 = “Adjusting the Tempo” (p. 31)

Parts that can be used for arpeggios

The part(s) that will sound the arpeggio will depend

on the Key Mode.

Single: Arpeggios can be played on the current part.

Split: Regardless of the [UPPER]-[LOWER] selec-
tion, arpeggios can be played only on the
lower part.
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Creating an Arpeggio Pattern

When you wish to make arpeggiator settings, you will
first select an Arpeggio Style. When you select a style,
optimal values will be set for the four parameters
“Accent Rate,” “Motif,” “Beat Pattern,” and “Shuffle
Rate.” You can adjust parameters such as Accent Rate
and Octave Range to modify the pattern to your taste.
If this is not enough, you can also make more detailed
settings.

AN 1z “Making More Detailed Settings” (p. 26)
The arpeggiator settings you modify can be stored as a
User Style.

ED = “Saving Arpeggio Settings (Arpeggio Write)”
(p. 28)



Changing the Way in Which the
Arpeggio Will Play (Arpeggio Style)
Specifies the basic way in which the arpeggio will be
played. Select one of the following 53 types.

1. Hold down [ARP] in the ARPEGGIATOR/RPS
section, and use [INC] [DEC] or the [VALUE]
dial to select the style.

While you hold down the button, the display will indi-

cate the currently-selected style.

ARF: Stule
F LIMITLESS

Available Settings:

1/4: The rhythm will be divided in quarter notes.

1/6: The rhythm will be divided in quarter note
triplets.

1/8: The rhythm will be divided in eighth notes.

1/12: The rhythm will be divided in eighth note
triplets.

1/16: The rhythum will be divided in 16th notes.

1/32: The rhythm will be divided in 32nd notes.
PORTAMENTO A, B: A style using the portamento
effect.

GLISSANDO: A glissando style.

SEQUENCE A-D: Styles for sequenced patterns.
ECHO: An echo-like style.

SYNTH BASS, HEAVY SLAP, LIGHT SLAP, WALK
BASS: Styles appropriate for bass playing.

RHYTHM GTR 1-5: Styles for guitar cutting. Styles
2-5 are effective when 3-4 notes are held.

3 FINGER: Three-finger guitar style.

STRUMMING GTR: A style simulating a guitar
chord strummed upward (downward). Effective when
5-6 notes are held.

PIANO BACKING, CLAVI CHORD: Styles for key-
board instrument backing.

WALTZ, SWING WALTZ: Styles in triple meter.
REGGAE: A reggae-type style. Effective when 3 notes
are held.

PERCUSSION: A style suitable for percussive instru-
ment sounds.

HARP: The playing style of a harp.

SHAMISEN: The playing style of a Shamisen.
BOUND BALL: A style suggestive of a bouncing ball.
RANDOM: A style in which the notes sound in ran-
dom order.

BOSSANOVA: A style with bossanova guitar cutting.
Hold 3-4 notes for best results. You can increase the
BPM and use this as a Samba.

SALSA:Typical salsa style. Hold 3-4 notes for best
results. _

MAMBO: Typical mambo style. Hold 3-4 notes for
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best results.

LATIN PERCUSION: A rhythm style with Latin per-
cussion instruments such as Clave, Cowbell, Clap,
Bongo, Conga, Agogo etc.

SAMBA: Typical samba style. Use for rhythm patterns
or bass lines.

TANGO: Typical tango rhythm style. Hold the root,
3rd and 5th of a triad etc. for best results.

HOUSE: A style for house piano backing. Hold 34
notes for best results.

LIMITLESS: The settings of all parameters can be
freely combined without restriction.

USER STYLE 1-10: Arpeggio settings can be modified
and saved in one of these user styles.

Adding Expression to the
Arpeggio (Accent Rate)

By modifying the accent strength and note length, you
can change the sense of groove of the arpeggio.

1. Press [ACCENT RATE/OCTAVE RANGE] to
make the indicator go dark.

2. Rotate the [ACCENT RATE] knob to set the
accent rate.

Rotating the knob clockwise will strengthen the sense
of groove. Rotating the knob counterclockwise will
decrease the amount of expression.
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Changing the Pitch Range of the
Arpeggio (Octave Range)

You can specify the pitch range in which the arpeggio
will be developed, in steps of one octave.

1. Press [ACCENT RATE/OCTAVE RANGE] to
make the button indicator light.

2. Rotate the [OCTAVE RANGE] knob to set the
Octave Range.

ACCENT
< RATE

ARy
. OCTAVE
P RANGE

Rotating the knob clockwise will cause the pitch range
to be extended upward from the notes which you
play. Rotating the knob counterclockwise will extend
the pitch range downward.

Selecting the Part in Dual Mode
Which Will Play the Arpeggio
(Arpeggio Destination)

When the Key Mode is set to Dual, this setting speci-

fies whether the upper and/or lower part will play

arpeggios.

1. Make sure that the [ARP] indicator is lit.

2. Hold down [DUAL] and use [LOWER]
[UPPER] to select the destination part.

If you press [LOWER] [UPPER] simultaneously, the
destination part will be "LOWER&UPPER."

ORF: Destination
b LOWEREUFFER

DUAL - PAGE W

Fo 4+ (=]

‘ LOWER UPPER
Range:

LOWER&UPPER: The patches of the upper and
lower parts will be layered to
sound the arpeggio.

Arpeggios will be played only on
the lower part. For example, this
lets you play chords in the upper
part and arpeggios in the lower
part.

Arpeggios will be played only on
the upper part.

LOWER:

UPPER:
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Making More Detailed Settings

Normally you will create the arpeggio pattern by
adjusting the three parameters “Arpeggio Style,”
“Accent Rate,” and “Octave Range.” However by
modifying the settings of additional parameters, you
can create arpeggio patterns that are even richer in
variation.

1. Press [EDIT].
The indicator lights, and the edit page appears.

2. Press BANK [4] (ARPEGGIO).
The ARPEGGIO setting page will appear.

4 4
(F)— (7)) &5t
[(FX ON7OFF ) [ ARPEGGIO ] A
(RF Shulel
G LIMITLESS
ARF: Mot f
Ll* HOTE EIF.IDEF-SJ
[ARF:Beat. Pattern
¥ 14|
[ARF:Shuffle Rate)

b S
grRP: Acroent Rate
b 185
BRP: Octave Rande
e 5
ARF: Walooit)
¥ FEAL
ARF: Destimation]
¥ LOWEREUFFER |

3. Use PAGE [<] [»] to select the parameter
page, and set the paramefers.
To leave the setting page, press [EXIT].
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Style (Arpeggio Style)

This is the setting page for “Changing the Way in
Which the Arpeggio Will Play (Arpeggio Style)” (p.
25).

Motif

Specifies the order in which the notes of the chord will
be sounded.

Available Settings:

SINGLE UP: Notes you press will be sounded indi-
vidually, beginning from low to high.

SINGLE DOWN: Notes you press will be sounded
individually, from high to low.

SINGLE UP&DOWN: Notes you press will be sound-
ed individually, from low to high, and then back
down from high to low.

SINGLE RANDOM: Notes you press will be sounded
individually, in random order.

DUAL UP: Notes you press will be sounded two at a
time, beginning from low to high.

DUAL DOWN: Notes you press will be sounded two
at a time, beginning from high to low.

DUAL UP&DOWN: Notes you press will be sounded
two at a time, from low to high, and then back down
from high to low.

DUAL RANDOM: Notes you press will be sounded
two at a time, in random order.

TRIPLE UP: Notes you press will sound three at a
time, from low to high.

TRIPLE DOWN: Notes you press will sound three at
a time, from high to low.

TRIPLE UP&DOWN: Notes you press will sound
three at a time, from low to high and then back down
from high to low.

TRIPLE RANDOM: Notes you press will sound three
at a time, in random order.

NOTE ORDER: Notes you press will be sounded in
the order in which you pressed them. By pressing the
notes in the appropriate order you can produce
melody lines. Up to 128 notes will be remembered.
GLISSANDO: Each chromatic step between the high-
est and lowest notes you press will sound in succes-
sion, repeating upward and downward. Press only the
lowest and the highest notes.

CHORD: All notes you press will sound simultane-
ously.

BASS+CHORD 1-5: The lowest of the notes you play
will sound, and the remaining notes will sound as a
chord.

BASS+UP 1-8: The lowest of the notes you play will
sound, and the remaining notes will be arpeggiated.
BASS+RND 1-3: The lowest of the notes you play will
sound, and the remaining notes will sound in random
order.

TOP+UP 1-6: The highest of the notes you play will
sound, and the remaining notes will be arpeggiated.
BASS+UP+TOP: The highest and the lowest of the
notes you play will sound, and the remaining notes
will be arpeggiated.

* The parameters which can be set will depend on the cur-
rently-selected Arpeggio Style.

Beat Pattern

This allows you to select the Beat Pattern. It will affect

the accent location and note length, causing the beat

(rhythm) to change.

Range : 1/4, 1/6, 1/8, 1/12, 1/16 1-3, 1/32 1-3, PORTA-A
1-11, PORTA-B 1-15, SEQ-A 1-7, SEQ-B 1-5,
SEQ-C 1, 2, SEQ-D 1-8, ECHO 1-3, MUTE
1-16, STRUM 1-8, REGGAE 1, 2, REF 1, 2,
PERC 1-4, WALKBS, HARFP, BOUND, RAN-
DOM, BOSSA NOVA, SALSA 1-4, MAMBO
1-2, CLAVE, REV CLA, GUILO, AGOGO,
SAMBA, TANGO 14, HOUSE 1, 2

If “PORTA-A 1-11, PORTA-B 1-15" is selected as the
Beat Pattern, the Patch parameter Portamento Time (p.
78) will control the speed of portamento. Adjust the
portamento time as appropriate for the playback
tempo. (It is not necessary to turn portamento on.)

* The parameters which can be set will depend on the cur-
rently-selected Arpeggio Style.

Shuffle Rate

This setting lets you modify the note timing to create
shuffle rhythms.

Range: 50-90 (%)

With a setting of 50%, the notes will sound at equal
spacing. As this value is increased, the notes will
become more “bouncy,” as if they were dotted notes.

Shuffle Rate = 50% Shuffie Rate =90%
50 50 50 80 %0 10 %0 10

* If the Beat Pattern setting is “1/4,” shuffle will not be
applied even if you increase the Shuffle Rate setting.

Accent Rate

This is the setting page for “Adding Expression to the
Arpeggio (Accent Rate)” (p. 25).

Range: 0-100
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Octave Range

This is the setting page for “Changing the Pitch Range
of the Arpeggio (Octave Range)” (p. 26).

Range: -3—+3

Velocity

Specify the loudness of the notes that you play.

Range: REAL, 1-127

If you want the velocity value to change according to
how strongly you played each note, set this to REAL.
If you want to produce a constant velocity value
regardless of how strongly each note was played,
specify the desired value.

Destination

This is the setting page for “Selecting the Part in Dual
Mode Which Will Play the Arpeggio (Arpeggio
Destination)” (p. 26).

Saving Arpeggio Settings
(Arpeggio Write)

When you have created a playback pattern that you
like, save the settings as a User Style. The JX-305 has

ten user styles, USER STYLE 1-10, and user styles that
you save can be recalled at any time.

* Velocity and Destination Part cannot be saved.

1. Create an arpeggio playback pattern.

2. Make sure that the ARPEGGIO setting page
is shown in the display.

If it is not displayed, press {[EDIT] and then press

BANK [4] to access the setting page.

3. Hold down [SHIFT] and press [WRITE].
The indicator will blink, and the following display will
appear.

uTILITY
( ) = (5]

HEFEGGIO WREITE
g WSER STYLE 1

4. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the writing destination user style.
Range: USER STYLE 1-10

5. Press [ENTER].
The execute page will appear in the display.

ARFEGEIO WREITE

Hre Yo Surs 7
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6. Press [ENTER] once again.

The Arpeggio Write operation will be executed, and
the normal display will reappear.

To cancel the operation without executing, press
[EXIT].

Playing a Rhythm Set

The JX-305 contains various rhythm sets, each of
which have a different percussion instrument sound
or sound effect assigned to each key.

These rhythm sets can be selected by specifying the
group, bank and number, and are played from the
keyboard.

1. Use [PART SELECT] and PART [R] to select
the rhythm part.

GROUP

PAESET PAR
USER -apAty  NEXT™ | SE

EDITUTILITY

N unury

CEGHIE)  (WADT)

2. In the DISPLAY section, press [PATCH].

The indicator lights, and the display will show the
group, bank, number and name of the currently select-
ed rhythm set.

Bank

Group lNumber
AN
P:R11

PATCH FHYTHME
OTR-3@3

\

Name

3. In the GROUP section, press [PRESET/USER/
CARD] to select the group.

Rhythm set groups are organized as follows:

PRESET— P: A, B (Preset group)

USER — U: (User group)

CARD — C: (Card group)

O PRESET
QO USER

* The Card group can be selected only when an optional
memory card is inserted.
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= “Using Memory Cards” (p. 159)

4, Press [PART SELECT] once again.

The [PART SELECT] indicator goes out, and you can
now use BANK and NUMBER [1]-[8] to select a
rhythm set.

5. Press BANK [1]-[4] to select the bank.

6. Press NUMBER [1]-[8] to select the number.
Play the keyboard, and the selected rhythm set will be
heard. Each key will play a different percussion instru-
ment sound.

* If the [PART SELECT] or [PART MUTE] indicators in
the PART section are lit, steps 5 and 6 cannot be per-
formed. In this case, press [PART SELECT] or [PART
MUTE] to make the indicator go dark.

* Instead of specifying the group/bank/number, you can
also use [INC] [DEC] or the [VALUE] dial to select a
patch.

* Depending on the group and bank, it may not be possible
to select all numbers [1]-{8].

To view a list of available rhythm sets...
= “Preset Rhythm Set List” (p. 195)

Listening to Sound Processed
by the Effects (Audition)

The JX-305 contains three effects units. Thirty-two dif-
ferent settings for these three effects units, together
with a patch/rhythm set are provided as Effect
Templates (16 for patches, 16 for rhythm sets). The
Audition function lets you use these effects templates
to listen to the sound of a patch as it is processed by
the effects units. Effect templates are assigned to the
sixteen BANK and NUMBER [1]-{8] buttons.

SHORT
REVERB

nasxy 1 v o2 2 g L) 4 5 5 8 s 7 7 B B erANT
f}_‘EDCSEJ
~opnzn e 1 s

2 s 3 e & o B cym 8 w7 AT B OTHEAS amernas
O Y i I Ol O B il S Y W

1. Use [PART SELECT] and PART [1]-{R] to spec-
ify whether you will use an effects tem-
plate for a patch or for a rhythm set.

For parts 1-7, use one of the patch effects templates.

For part R, use one of the rhythm set effects templates.

2. Hold down [SHIFT] and press [AUDITION].
The indicator will begin blinking, and the display will
show the effect type and patch name for the currently
selected effects template.

CJ

ASDITION: FEL
ot Ao Filano

* It is not possible to enter the audition function while a
pattern is playing back.

3. Use BANK and NUMBER [1]-]8] to select an
effects template.

To see the effects templates that are available...
= “Effects Template List” (p. 203)

4. You can use [INC] [DEC] or the [VALUE] dial
to change only the patch without changing
the effects settings.

If you wish to modify the effects settings, use the pro-

cedure given in “Applying Effects to the Sound

(Effects)” (p. 101).

5. To exit the Audition function, press [EXIT].

* When you select a effects template, the setup parameters
of the temporary pattern will change to the settings of the
template.

* It is not possible to select the effects template while a pat-
tern is playing back.

* If you wish to keep the modified effects settings, it is not
possible to rewrite the template, but you can save the data
to a pattern.

= “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

* A noise-like sound may be heard when the NUMBER [5]

template for rhythm sets is selected, but this is not a mal-
function.
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Playing Patterns

1. Make sure that the SEQUENCER section
[MODE] button indicator is dark.

If it is not dark, press [MODE] to make it go dark

(Pattern mode).

MODE

=]

< PATTERN
M- SONG

2. Press [PTN/SONGY] in the DISPLAY section.
The indicator will light.

The display will indicate the group, bank, number and
name of the currently selected pattern.

Bank
Graup iNumber
AN
§ENS FATTERME  P:@1d
=] gFz2 Trance 1
\
Current part Name

3. Press [PRESET/USER/CARD] in the GROUP
section to select the group.

Pattern groups are organized as follows.

PRESET — P:A-L (Preset group) '

USER -  U:A-D (User group)

CARD —» C:A-D (Card group)

GROUP
Q PRESET
O USER -~ PREV NEXT

) I J )

* The card group can be selected only if an optional mentory
card is inserted.

ARk “Using Memory Cards” (p. 159)

* When all three indicators of the GROUP section are dark,
TMP (the temporary pattern) is selected.

4, Press [<PREV] [NEXT>] in the GROUP sec-
tion to select group A-L.

5. Use [INC] [DEC] or the [VALUE] dial to select
the bank and number.

Range: P:A11-P:L88, U:A11-U:D18, C:A11-C:D18

The bank, number and name in the display will

change.
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A pattern has now been selected.

* P:E33-P:L88 are RPS patterns. Each pattern contains
one phrase.

Instead of using [INC] [DEC] or the [VALUE] dial,
you can also select patterns using BANK and NUM-
BER [1]-[8].

If you wish to use BANK and NUMBER {1]-[8] to
select patterns, make the [PART SELECT] and [PART
MUTE] indicators go dark.

6. Press [STOP/PLAY] and the pattern will
play back.

STOP/PLAY

FRY

u/»

The pattern that is currently playing back is referred to
as the “current pattern,” and the pattern that is sched-
uled to play next is called the "next pattern.”
Immediately after a pattern is played back, the current
pattern and the next pattern will be the same pattern,
and that pattern will play back repeatedly.

7. Use steps 3-5 to select the next pattern.
The display will indicate the group, bank, number and
name of the next pattern.

When you select the next pattern, the ” ¥ ” at the left
of the pattern group will change to “ - .”

Next pattern

¥
FRATTERMI- PR1Z
fiFza Tranoce 2

8. When the current pattern plays to the end,
the next pattern will automatically be
selected.

9. Press [STOP/PLAY] and the pattern will
stop playing.

STOP/PLAY

=)

n/»

* Immediately before the pattern changes or repents, the fol-
lowing display will appear, notifying you that the pattern
is about to change. During this time it is not possible to
select the next pattern.



Chapter 3. Playing Patterns

FRATTERMI PiR1Z
1] FirlleFaQlz

~ N

Current pattern Next pattern

* If you press [STOP/PLAY] to stop playback after select-
ing the next pattern, the pattern that you had reserved
will be canceled.

* With the factory settings, the User group contain empty
patterns that contain no musical data. Even if you select
an empty pattern, it will not play back. If you specify an
empty pattern as the next pattern, playback will stop the
instant that the pattern changes.

Fast-forward and rewind

Each time you press [FWD], the pattern will advance
one measure. Each time you press [BWD], the pattern
will go back one measure.

If you hold down [FWD] and press [BWD], you will
advance to the last measure. If you hold down [BWD]
and press [FWD], you will return to the beginning.
When a pattern is stopped, “ I ” will sometimes be
displayed in the display. This indicates that the pat-
tern was stopped in the middle of the measure.

4
FATTERH® P:A11
gFsg Trance 1

Changing patterns instantly

By holding down [SHIFT)] and press PAGE [<1[>]
while a pattemn is playing back, you can switch imme-
diately to the previous or next pattern. In this case the
pattern will play back the optimal tempo for that pat-
tern.

Also, if you make a new recording and create a pattern
that is only one measure long, and play back this pat-
tern, it will in some cases be impossible to use [INC]
[DEC], the [VALUE] dial or PAGE [<] [>] to select the
next pattern. In such cases, holding down [SHIFT] and
use PAGE [<] [>] to change patterns.

If you would like to know what kind of pat-
terns are available...
sz “Preset Pattern List” (p. 204)

Adjusting the Tempo

The tempo can be adjusted freely even while a pattern
is playing back.

1. In the DISPLAY section, press [TEMPO& MEASURE].
Indicator will light, and the upper line of the display
will show the current tempo value.

TEMPO &

MEASURE TEMFO R
MEASLIRE

2. Use the [VALUE] dial to modify the tempo
(20.0-240.0 BPM).

The tempo can be adjusted in 0.1 BPM steps.

By holding down [SHIFT] and rotating the IVALUE]

dial, you can adjust the tempo in 1 BPM units.

BPM
BPM stands for Beats Per Minute, and indicates the
number of quarter notes that occur in one minute.

Standard tempo

An optimal tempo is already set for each pattern. This
is called the “standard tempo.”

If you select another pattern while pattern playback is
stopped, the tempo will change to the standard tempo
of that pattern. When you use [INC] [DEC] or the
[VALUE] dial to switch to another pattern during pat-
tern playback, the tempo value of the previous pattern
will be maintained.

Viewing the Number of
Measures in a Pattern

If you wish to know the total number of measures in
the current pattern, or the current playback location,
use the following procedure.

1. Press [TEMPOS&MEASURE].

The lower line of the display will show the number of
measures in the entire pattern, and the playback loca-
tion (measure and beat). In the example shown below,
“Total number of measures = 16 measures” “Playback
location = third beat of measure 12"

FERN

MEABURE [TEH POk

156.8
MERZURE

1E-12.3

2. To return to the pattern select page, press
[PTN/SONG].
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Muting a Specific Part (Part

Mute/Rhythm Mute)

During pattern playback, you can mute the playback
of a specific part or rhythm tone.

1. Press [PART MUTE].

The [PART MUTE] indicator will light, and the PART
button [1}- [R] indicators will show the current status
of that part.

The RHYTHM button {BD]- [OTHERS] indicators will
also show the current status of that rhythm group.

PART
MUTE

-
SN

Blinking: The playback data is muted.
Lit: The playback data is not muted.
Dark: There is no playback data.

2. Press the button of the part or rhythm
group that you wish to mute.

The indicator of the button you pressed will begin

blinking, and the playback data will be muted.

R

To cancel muting, press the button for the muted part
or thythm group to make the indicator light.

* The indicator will not light even if you press the button of
a part or rhythm group which is dark.
* None of the preset patterns (P:A11-P:E32) contain play-
back data for part 1.
You can change the mute status of each part,
and save the setting in a user pattern.
¥ “Saving Patterns You've Modified (Pattern
Write)” (p. 36)
* Rhythnt mute scttings will not be active if the Part Mute
function has been used to mute the rhythm part itself.

* The vhythm tones that are muted by each RHYTHM but-
ton will depend on the selected rhythm set.

0 If you would like to know which rhythm tones
correspond to each rhythm group...
e¥ “Preset Rhythm Set List” (p. 195)
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Other type of muting

In addition to Part Mute and Rhythm Mute, a variety
of other muting operations are available. Use them as
appropriate for your needs.

Simultaneously muting all parts (All Mute)

Hold down [SHIFT] and press [PART MUTE].

The indicator of [PART MUTE] will blink and all parts
will be muted. Perform the same operation once again
to return to the previous condition.

Playing back only a specific part (Monitor)
Hold down [PART MUTE] and press the PART button
for the part that you wish to hear.

Exchanging the mute status of all parts (Mute
Exchange)
Hold down [PART MUTE] and press [PART SELECT].

Transposing During Playback

(Real-Time Transpose)

Using the VALUE Dial or [INC]
[DEC]

1. Hold down [TRANSPOSE] and use the
[VALUE] dial or [INC] [DEC] to specify the
transpose value,

Range: -12-+12 semitones (factory setting is +4)

TRANSPOSE
= +'@

FATTERH  P:A11
TREMEFOSEE  +5

The display will indicate the current setting while you
continue pressing the button. When you modify the
transpose value, the " I at the left of the transpose
value will change to " [+ ."

2. The transposition will be applied from the
moment that you release the button.

To return to the original key, press [TRANSPOSE]

once again to make the button indicator go dark.
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Using the Keyboard

1. Hold down [TRANSPOSE] and press a key
to set the transpose value.

The transpose value can be set in a range of -12—+12

semitones, above and below the C4 key.

TRANSPOSE

ol

C4

PATTERN P:R1Y
TRAHSFOSEr -12

PATTERH P A11
TRANSFOSEY  +12

2, The frdnSﬁOSlﬂon will be applied from the
moment that you press the keyboard.

To return to the original key, press [TRANSPOSE]

once again to make the button indicator go dark.

Changing the Settings of Each Part

The settings of a pattern (the volume and pan of each
part, etc.) can be modified in the following two ways.

Using the Part Mixer Page to
Make Changes

In the Part Mixer page, the setting values of each part
are displayed graphically. Here you can also record
the modified settings to a pattern.

R w5 “Recording Part Mixer Operations” (p. 128)

(SHIFT) MEASURE

< PAGE W=
LOWEH UPPER

45ETR Lwnwl 5 A
T¢l++T+$ Pik 157
ZI4SETR Panes)

eaeadEss FlE &353R

(12T4567R E-Sftes

g gy o oo 5 2 gy Filk +24J

IT45ETR Rewrbes
Telb+ttd Flb 157)
ZFASETR Delawes)
T-LJ.-I--LT'I'-L Flk 127
2I45ETR M-Fue
MEEEEEEE Fib OFF Y

1. Hold down [SHIFT] and press [MIXER].
The indicator will light and the display will show the
Part Mixer page.

2. Use PART [1]-[R] to select the part for
which you wish to make settings.

3. Use PAGE [<] [>] to select the parameter
that you wish to set.

4, Use [INC] [DEC] or the [VALUE] dial to set
the value.

When you enter the Part Mixer page, all indicators of
[ENVELOPE/LFO1/EFFECTS], [FILTER/ AMP/PITCH]
and [GRID/SHUFFLE/GROOVE] will blink, and you
can use the eight knobs of the REALTIME MODIFY
section and the QUANTIZE section to adjust the set-
tings of each part. At this time, the QUANTIZE set-
tings or REALTIME MODIFY cannot be modified by
the knobs.

5. Press [EXIT] to exit the Part Mixer page.

Adjusting the volume of each part
(Part Level)

Z34567R Lewel +

Tllddttd FLB 127

Range: 0-127
With a setting of “127,” the volume setting of the patch
itself will be fully active.

Adjusting the pan of each part (Part Pan)
You can adjust the stereo location in the stereo output
from the OUTPUT jacks. For example, you might place
the drums and bass in the center, the piano at right,
and a pad at left.

1234567 Fary
sag3ates Flk &3F

Range: L64-63R
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When this setting is at “0,” the setting of the patch
itself will be unaffected.

* Pan is specified independently for each tone of a patch (or
each rhythm tone of a rhythm set). Modifying the Part
Pan applies a relative change to the overall panning of the
patch or rhiythm set.

* For some patches, a siall amount of sound may be heard
from the opposite speaker even if the pan is set to full left
or full right. Also, the Part Pan setting will have no effect
in the following cases.

* When monaural connections are used

* Tones/rhythm tones for which Random Pan is ON

¥ “Causing pan to change randomly (Random
Pan Switch)” (p. 67)

¢ Patches/rhythm tones to which a mono-output
Multi Effects (spectrum, overdrive, distortion, noise
generator, phonograph, limiter, phaser) is applied
The same applies for the Lo-Fi or Radio Tuning
effects if the output setting of them is set to MONO.
AN v “Applying Various Effects to the Sound
(Multi-Effects)” (p. 106)

Adjusting the pitch of each part (Part
Key Shift)

You can adjust the pitch of the sound of each part.

1234536FR E-Sftes

mamg—w ]+

Range: -48—+48 semitones

When the value is “0,” the original pitch of the patch
itself will be used without change.

If you hold down [SHIFT] and change the value using
[INC] [DEC] or the [VALUE] dial, the pitch will
change in units of an octave (12 semitones).

Adjusting the reverb volume for each
part (Part Reverb Level)

You can adjust the volume of the reverberation for
each part.

12734567E Renrbes

Tdlddttd F1F 127

Rangéz 0-127

-1 % “Adding Reverberation to the Sound
(Reverb)” (p. 102)
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Adjusting the delay volume for each
part (Part Delay Level) '

You can adjust the volume of the delay sound for each
part.

1274567F Delawss

Thl+dTrd FLF 127

Range: 0-127

ED i “Adding an Echo to the Sound (Delay)” (p.
103)

Applying multi-effects to each part
(Part Multi-Effects Switch)

For each part you can switch multi-effects on/off.

2IXA5eVE HM-FiE+
ERNEAEEE F1k OFF

Range:

OFF:  Multi-effects will not be applied.

RHY: The sound will be output according to the
Rhythm Tone Multi-Effects Switch, Rhythm
Tone Reverb Level, and Rhythm Tone Delay
Level settings of the selected rhythm set (only
for the rhythm part) (p. 97).

ON:  Multi-effects will be applied.

1) = “Applying Various Effects to the Sound
(Multi-Effects)” (p. 106)

Using the Editing Pages to Make
Changes

In the editing pages you can make settings for all part
parameters, but cannot record the modified settings to
a pattern.

1. Press [EDIT].

The indicator will light and the display will show the
Edit page.

2. Press BANK [3] (PART).

The part setting page will appear.

3. Use [PART SELECT] and PART[1]-[R] to select
the part.

4. Use PAGE [<] [>] to switch parameters.

5. Use [INC] [DEC] or the [VALUE] dial to make
seftings.
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3 3

) — St
A
FORT: Patoh
Fib Lead TE 1
(FART: Leuel
Fib s
[FART: Fatieot.
L LEd
FART: Kew Shift]

Fik —2d
FERT: Rt

= |
FART: [zl zw

Fip a
PART:Multi~Fx Sh)
F1k aFF
(PART: SER Outeut]

Fik BOTH| Y

5. Press [EXIT] to leave the setting page.

Selecting the patch that will be

assigned to a part
The patch that is assigned to each part is memorized
as part of the pattern settings.

FHET: Patch
Fik Lead TB 1

Adjusting the volume of each part
(Part Level)

FPRRET: Leusl
F1b 27
Range: 0-127

With a setting of “127,” the volume setting of the patch
itself will be fully active.

Adjusting the pan of each part (Part
Pan)

You can adjust the stereo location in the stereo output
from the OUTPUT jacks.

FHRET: Farirol
F1k L&
Range: L64-63R

When this setting is at “0,” the setting of the patch
itself will be unaffected.

Adjusting the pitch of each part (Part
Key Shift)

You can adjust the pitch of the sound of each part.

FART: FKea Shift
Fik ~24
Range: -48-+48 semitones

When the value is “0,” the original pitch of the patch
itself will be used without change.

Adjusting the reverb volume for each
part (Part Reverb Level)

The volume of reverberation can be specified for each part.

FRRET:= Fewerb
F1k 5]
Range: 0-127

— = “Adding Reverberation to the Sound
(Reverb)” (p. 102)

Adjusting the delay volume for each
part (Part Delay Level)

The volume of the delay sound can be specified for
each part.

FHRT: [=law
FLlE 5]
Range: 0-127

[:I] = “Adding an Echo to the Sound (Delay)” (p.
103)

Applying multi-effects to each part
(Part Multi-Effects Switch)

Multi-effects can be switched on/off for each part.

FRRT:Multi-Fa Sl
Flk OFF

Range:

OFF : Multi-effects will not be applied.

RHY : The sound will be output according to the
Rhythm Tone Multi-Effects Switch, Rhythm
Tone Reverb Level, and Rhythm Tone Delay
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Level settings of the selected rhythm set
(rthythm part only) (p. 97).
ON : Multi-effects will be applied.

¥ “Applying Various Effects to the Sound
{(Multi-Effects)” (p. 106)

Specifying the output destination for
musical data

(Sequencer Output Assign)

You can specify the output destination for the musical
data of each part. For example, if you wish to use the
JX-305 together with a sampler such as the 5P-202, you
can set Sequencer Output Assign to “EXT” for one or
more of the parts. This will allow playback data from
the JX-305 sequencer to control the external MIDI
device.

If you want to control an external MIDI device
such as a sampler...
& “Controlling an External MIDI Device from
the JX-305” (p. 174)

F1k

FRET:
BOTH

ZEi Dutput}

JX-305

SEQOut Assign = INT [BI™

MIDI OUT

A\ 4
I SP-202 l
Range:
INT: Musical data from the sequencer will be
sent to the internal sound generator of the
JX-305.
EXT: Musical data from the sequencer will be
sent to an external device via MIDI OUT.
BOTH : Musical data from the sequencer will be

sent both to the internal sound generator
and from MIDI OUT.

*If “EXT” or “BOTH" is selected, that part will not be
heard even if you play back the pattern.
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Musical data from parts that are set to EXT will be
transmitted as MIDI messages from MIDI OUT on a
different MIDI channel for each part.

The musical data of each part is transmitted on the fol-
lowing MIDI channels.

Part 1 2 3 4 5 6 7 R
Channel 1 2 3 4 5 6 7 10

If you wish to use the keyboard to directly play an

external MIDI device, set the Local Switch to “EXT.”

) “Disconnecting the Keyboard from the
Internal Sound Generator (Local Switch)” (p.
165)

Saving Patterns You've

Modified (Pattern Write)

If you have modified the patch and part mixer settings
for each part to create a pattern that you wish to keep,
you can save that pattern as a User Pattern.

1. Make sure that the pattern is stopped.

2. Press [PTN/SONG] to access the pattern
select page.

3. Hold down [SHIFT] and press [WRITE}.

The indicator will blink.

The following display will appear, and “ 7 (the cur-
sor) will appear at the left of the number.

SHIFT UTILITY
l l + “FA-
LN

PTH WRITER U:plid
Fauw Trance 1

If you do not wish to change the number or name, you
can skip steps 4-8.
If you decide not to save the pattern, press [EXIT].

4. Press [PRESET/USER/CARD] to select the
save destination group.
* The PRESET group and TMP annot be selected.
* CARD groups can be selected only if an optional memory
card is inserted.
Q:l ¥ “Using Memory Cards” (p. 159)

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination bank and number.

You can also use the BANK and NUMBER [1]-[8] but-

tons to select the save destination bank and number.
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e R e

At this time, you can press [UNDO/REDO] to check
the name of the pattern that is currently in the save
destination number. After you have found a pattern
that you do not mind overwriting, press
[UNDO/REDO] once again to retuin to the previous
display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line of the display.

FTH WMRITE LhALZ
FPza Trance 1

7. Assign a name to the pattern.

Use [INC] [DEC] or the [VALUE] dial to select charac-
ters.

The following characters are available.

space, A~Z,a-z,0-9,! “#$% &' ()*+,-./:;<=>7
@i¥]n~_" {1

8. Repeat steps 6-7 to input the name.

You can move the cursor back toward the left by
pressing PAGE [<].

9. Press [ENTER].

The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

FTH WRITE UiALZ

Fre You Sure 7

10. Press [ENTER] once again.

Processifd... |
besr Fower OH !

The Pattern Write operation will be carried out, then
the normal display will reappear.
The pattern has now been saved.

On the JX-305, the following parameters are memo-
rized for each pattern.

Standard Tempo (p. 31)

Patch Number * (p. 18)

Part Level * (p. 33)

Part Pan * (p. 33)

Part Key Shift * (p. 34)

Part Reverb Level * (p. 34)

Part Delay Level * (p. 34)

Part Multi-Effects Switch * (p. 34)
Reverb settings # (p. 102)

Delay settings # (p. 103)

Multi Effects settings (p. 106)

Part Mute status * (p. 32)

Rhythm Mute status (p. 32)

Sequencer Output Assign * (p. 36)

Key Mode # (p. 18)

Split Point # (p. 20)

Part number assigned to the upper part # (p. 20)
Part number assigned to the lower part # (p. 20)

* The **" indicates parameters that are set independently
for each part.

* If you switch patterns while playback is stopped, “#" set-
tings will be updated. However, if you switch patterns
during playback, These parameters will maintain the set-
ting of the previous pattern.

These parameters are collectively referred to as the

“setup parameters.”

Copying and Initializing Settings

Setup Copy
This operation copies the setup parameters of a speci-
fied pattern to the temporary pattern.

1. Press [PTN/SONG] to access the pattern
select page.

2. Press [UTILITY].
The indicator will light.

3. Press PAGE [<] [>] several times to select
#COPY,” and press [ENTER].

4. Press PAGE [<] [>] several times to select
“SETUP PARAM,” and press [ENTER].

The display will indicate the copy source pattern, copy

source part, and copy destination part.

SETUF FARAM CORY
FoIE11- Fls PL

5. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the copy source pattern, the copy source
part, and the copy destination part.

You can move the cursor by pressing PAGE [<] [>].

Available settings for the part:

P1-P7, R: Setup parameters of the specified part

FX: Effects setup parameters

ALL: All setup parameters

If the copy source part setting is “R,” “FX” or “ALL,”

it will not be possible to specify the copy destination

part.

6. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].
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SETUF FRARAM COPY
Are Yo Supee 7

7. Press [ENTER] once again.

Feap Fowsr OH

Frooessifid., . . }
]

The Setup Copy operation will be carried out, then the
normal display will reappear.

To save the copied pattern, use the Pattern Write oper-
ation.

& “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

Pattern Initialize
This operation initializes a pattern to a state of con-
taining no musical data (empty pattern).

1. Press [PTN/SONG] to access the pattern
select page.

2. Select the pattern that you wish to initial-
ize.
* It is not posibble to initialize if you select a preset pattern.

3. Press [UTILITY].
The indicator will light.

4. Press PAGE [<] [>] several times to select
“INITIALIZE,” and press [ENTER].

5. Select “PATTERN,” and press [ENTER].
The following display will appear.

FTH IHIT :Hli}

Hre You Sure

6. Press [ENTER].

beper Fouwsr OH

Frocezsind. .. l
|

The Pattern Initialize operation will be carried out,
then the normal display will reappear.

The pattern that was initialized will be saved automat-
ically.
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Using the Knobs to Modify
the Sound During Playback

(Real-Time Modify)

You can freely modify the sound of a patch by moving
the sound parameter knobs while a pattern is playing.
This capability is referred to as Real-Time Modify, and
is especially effective when used during a live perfor-
mance. Realtime Modify adjusts the tone of the entire
patch (rhythm set) selected for the current part, or the
tone of an entire rhythm group.

1. Select a pattern, and play it (p. 30).

2. Use [PART SELECT] and PART [1]-[R] to
select the part.

PRESET
usER wPREV  NEXTEe

o e | e |
AN e T 2 2 3 a2 4 4 B 5 8 a 7 7 8 15 ePANT
1=H==H=H==|Cill=l[“‘1==

The part(s) affected by Realtime Modify

The part(s) whose sound will be affected by Realtime

Modify will depend on the Key Mode.

Single:  The sound of the current part will be
affected.

Split: The sound of the upper part will be affect-
ed when the [UPPER] indicator is lit, and
the lower part when the [LOWER] indica-
tor is lit.

Dual: The sounds of both the upper and lower
parts will be affected.

PART PART MUTE
5 3l MUTE CTRL ki UTILITY

5 o | i
R )

e

GROUP l ECIT/ATIITY

3. Use the knobs to modify the sound.

TN N TN NN

200000 @@

'O mar FADE TRAE  PiTEH
m:mo HEVIRR LEVEC ORI AV LEVR MR

* When modifying the rhythm part, parameters of LFO1
and PORTAMENTO are ot used.

If you wish to learn about the function of each
knob and button...
ve“Creating Original Sounds (Patch Edit)” (p.
53)
w“Creating an Original Rhythm Set (Rhythm
Edit)” (p. 85)
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You can switch the current part during playback to
change the part that you are modifying.

Modifying the Sound for an
Individual Rhythm Group

In the rhythm part, a different rhythm tone is assigned
to each key, and you can use Real-Time Modify to
modify the sound of rhythm tone groups such as Bass
Drum or Snare Drum.

1. Select a pattern, and play it (p. 30).
2. Select the rhythm part as the current part.

EDHUTILTY
PRESET PART Py UTE
<avney  nexte | of e GRE Ty

e | i s { i s e i

(EXTRID)  (WADE)

Barme 1 i 2 2 3 :VQE 8 8 s 7 7 8 R arant
r?wr—é"]r—s‘:r'aﬂr—;jr?j

The indicator will light, and the RHYTHM buttons
will indicate the rhythm group that is selected for
Real-Time Modify.

BD sb HH cLp CYM TOMPERC HIT  OTHERS
I I N Y e I N Y N B 2 Y el

*

Select

Rhythm groups with button indicators that are lit will
be affected by Real-Time Modify.

For example, if you select [TOM/PERC], all toms and
percussion-type rhythm tones in the rhythm set can be
modified.

3. Press a button [BD]}- [OTHERS] to select the
rhythm group that will be affected by Real-
Time Modify.

The indicator of the selected button will light.

* It is not possible to select two or more groups simultane-

ously.

If no rhythm group is selected, all rhythm groups will

be affected by Realtime Modify.

4, Use the knobs to modify the sound.

In addition to this, you can also modify each rhythm
tone in the Rhythm Edit page.
w “Creating an Original Rhythm Set” (Rhythm
Edit) (p. 85)

By selecting a different part or rhythm group, you can
change the object of your modifications even while the
pattern is playing.

When the same pattern plays back repeatedly in
Pattern mode, the modified parameter settings will
remain as they are even if you return to the beginning
of the pattern.
These knob movements are referred to as “modify
data,” and can be recorded in a pattern.
s “Recording Knob Movements (Modify
Data)” (p. 128)

Returning a Pattern to lIts Original
State During Playback (Pattern Reset)

When you use Real-Time Modify, the pattern will
remain in its modified state until a different pattern is
selected. Here’s how you can restore a modified pat-
tern to its original state during playback.

Restoring only the patch of a specific

part that was modified

1. Press [PATCH] to access the patch select
page.

2. Select the part that you wish to restore as
the current part.

3. Press [UNDO/REDO].
The following display will appear.

J/AERO
[:::]E:> FATCH RESET
Are Yoo Sues 7

4. Press [ENTER] to return to the previous
patch.

The “*” (asterisk) at the left of the patch number will

disappear.

¥
P:R11

FATCHE
fdLe=ad TE 1
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Restoring the patch (rhythm set) and

part mixer settings of all parts that

were modified

1. In the pattern select page, re-select the pat-
tern that is currently playing (p. 30).

The pattern will return to the beginning, and the origi-

nal settings will be restored.

The relation between modify data that was
recorded and modify data from the knobs

If you perform Real-Time Modify while playing back a
part for which modify data has already been recorded,
the manual knob movements will take priority, and
the modify data within the musical data for that part
will be canceled, and will not be sent to the sound gen-
erator. (Note messages in the musical data will be sent
to the sound generator regardless of knob operations.)

Musical data of Part 1

13)1nAPi 010 aRL

Note data

Modily data

Sound
P source
saction

NJRIPI R naR1A | freec
AU
: Modily data
. Realtime Mé)dify begins
3 . ld Modify data
: : from knob
G 0 movements

Modify Data that was canceled will once again be

transmitted to the sound generator when the pattern

returns to its beginning, or when you select a different
pattern.

* Each knob has eleven switching points as calibrated on the
panel. Modify Data within the musical data will be can-
celed from the moment that a knob is moved through one
of these points.

Switch point

Modify data is canceled
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Ensuring Correct Playback from
the Middle of a Pattern
(MIDI Update)

When a pattern is played back from the middle after
fast-forward or rewind, some parts (depending on the
pattern) may have incorrect pitch or volume. This is
because when you move to a different location within
a pattern, the musical data that was “skipped over” is
not transmitted to the sound generator. In such cases,
use the MIDI Update function so that the musical data
(other than note messages) that lies between the begin-
ning of the pattern and the current location will be
transmitted to the sound generator, ensuring that
playback will occur correctly.

1. Make sure that the pattern is stopped.
2. Hold down [SHIFT] and press [STOP/PLAY].

While this operation is being performed, the following
display will appear.

STOP/PLAY

( J+ (= ]
/>

MIDI UPDATE

Flegze Wait !

Changing the Groove of a

Pattern (Play Quantize)

Play Quantize is a function which modifies the pattern
that is being played back by correcting or skewing the
timing of the notes according to a specified rule. This
means that you can modify only the timing with
which the pattern will play back, without affecting the
contents of the data itself.

The JX-305 provides three types of quantization,
which you can use as appropriate for your situation.
You can apply Play Quantize to a specified part while
a pattern plays back, and make detailed timing adjust-
ments in real time while you listen to the playback.

* Quantization affects only the timing of the note messages
(the timing at which notes are played and released), and
does not modify the timing of other messages. This means
that if a pattern contains messages (such as pitch bend)
that apply real-time change to the sound, quantization
settings may cause the timing of these messages to no
longer match the timing of the note messages, so Ht
playback will be incorrect. When applying quantization, it
is best to use a pattern which does not contain messages
that apply real-time change to the sound.
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Selecting Parts to Use with Play

Quantize

Play Quantize can be applied to the playback of a spe-
cific part. Before you apply Play Quantize, you must
specify the part(s) to which it will apply.

1. Hold down [SHIFT] and press [QTZ SELECT].
The button indicator will blink.

SELEeT
( 4= ()

2. Use PART [1]-[R] to select the pari(s) to
which you wish to apply Play Quantize.
Play Quantize will be applied to the parts whose indi-

cators are lit.

1 2 3 4 5 6 7 R
i R el it i I Il i I N Y O

You can simultaneously select more than one part.

Correcting Inaccuracies in the
Rhythm (Grid Quantize)

Grid Quantize will quantize the pattern playback tim-
ing to the nearest specified note value. This will cause
the pattern to play back with accurate timing.

IS ES PR

4
* When Grid Quantize is used, the playback timing will be
correct, but conversely this may produce a mechanical,
inhuman feel. If you wish to preserve the feel of the perfor-
mance, you can set Resolution to a fine value, or lower the
Strength setting.

Specifying the Unit (Resolution)

The note value unit to which quantization will adjust
the timing is called the Resolution. The timing of notes
will be adjusted to the nearest grid interval of the note
value you specify here. Set this to the length of the
smallest note value that occurs in the pattern.

1. Press [PTN/SONG].

2. Press [GRID/SHFFLE/GROOVE] several
times to make the GRID indicator light.

m—

[]
GRID -@-
I'\
SHUFFLE O
GROOVE O

3. Press [EDIT].
The indicator will light and the display will show the
Edit page.

4. Press NUMBER [7] (QUANTIZE).
The Grid Quantize setting page will appear.

ED!T
FLHT HTS: bEID
tesolut. lonk F
FLEY BTZ HREID
St Er gthh 16

5. Use [INC] [DEC] or the [VALUE] dial to set
the Resolution.

Range: FRFJafdal
To exit the setting page, press [EXIT].

When the GRID indicator is lit, you can also hold
down [GRID/SHUFFLE/GROOVE] and rotate the
[VALUE] dial to modify the Resolution.

Applying Grid Quantize

1. Play back the pattern that you wish to
quantize.

2. Press [GRID/SHUFFLE/GROOVE] several
times to make the GRID indicator light.

s

[y

GRID =~ ?‘-
SHUFFLE O
GROOVE QO

3. Grid Quantize will be applied to the play-
back data according to the Resolution set-
ting.

4, In the QUANTIZE section, rotate the [TIM-
ING] knob to adjust the Strength.

Range: 0-100%
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= TIMING
~mi~ VELOCITY

: 100% '
. 50% H
[ 0% '

Strength specifies the degree to which the note timing
will be corrected toward the note value specified by
Resolution. Rotating the knob clockwise will cause the
notes to be corrected all the way to their correct timing.
When this setting is at “0%,” the notes will be played
at their original (un-quantized) timing.

In the Grid Quantize setting page, you can use PAGE
[<] [>] to access the Strength setting page and view the
numerical value of the knob setting while you apply
quantization.

Gk IL

16885

FLAY OT2:
Strendthk

Giving Swing to the Rhythm
(Shuffle Quantize)

By applying Shuffle Quantize, you can adjust the tim-
ing of the backbeats of the pattern to create “bouncy”
rhythms such as shuffle or swing.

ISR S V)

Specifying the Unit (Resolution)

Specifies the Resolution. The timing of notes will be
adjusted to the nearest grid interval of the note value
you specify here. Set this to the length of the smallest
note value that occurs in the pattern.

1. Press [PTN/SONG].

2. Press [GRID/SHFFLE/GROOVE] several
times to make the SHUFFLE indicator light.

GRID ;)

}
SHUFFLE ~@~
rd ] A Y

GROOVE O
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3. Press [EDIT].
The indicator will light and the display will show the
Edit page .

4. Press NUMBER [7] (QUANTIZE).
The Shuffle Quantize setting page will appear.

EDIT 7 HIT
o o - PAGE -
) — =

FX ON/OFF

FLAY QTZ:SHUFFLE
Fozolutionk fa

LAY QT2 SHUFFLE
W fleRatepkl 88

______,
L
st

5. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the Resolution.

Range: F3 I3

To exit the setting page, press [EXIT].

When the SHUFFLE indicator is lit, you can also hold
down [GRID/SHUFFLE/GROOVE] and rotate the
[VALUE] dial to modify the Resolution.

Applying Shuffle Quantize

1. Play back the pattern that you wish to
quantize.

2. Press [GRID/SHUFFLE/GROOVE] several
times to make the SHUFFLE indicator light.

GRID ; )

1
SHUFFLE - @~
4 I hY

GROOVE O

3. Shuffle Quantize will be applied according
to the Resolution sefting.

4. In the QUANTIZE section, rotate the [TIM-
ING] knob to adjust the Shuffle Rate.
Range: 0~100 %

0% 50% 100%

= TIMING
== VELOCITY
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Shuffle Rate refers to the degree to which the back-

beats will bounce, and specifies the ratio by which the

backbeats will be separated from the downbeats.

When the knob is in the center position, this setting is

at 50%, and the backbeats will be located exactly

between the adjacent downbeats.

Rotating the knob clockwise will move the backbeats

later in time. Rotating the knob counterclockwise will

move the backbeats earlier in time.

0%:  Backbeats will fall at the same timing as the
preceding downbeat.

100%: Backbeats will fall at the same timing as the
following downbeat.

In the Shuffle Quantize setting page, you can use
PAGE [<] [>] to access the Shuffle Rate setting page,
and apply quantization while viewing the numerical
setting of the knob.

FLEY ATZ:=SHUFFLE
ShuffleRatekl 98

Giving a Groove to the Rhythm
(Groove Quantize)

Groove Quantize lets you select a template by which
the playback timing and the velocity will be quan-
tized. Simply by selecting a different template, you can
give a variety of different-feeling grooves to a pattern.
The JX-305 contains 71 different types of quantization
templates, each of which contains a different set of
playback timing and velocity (dynamics) data.

2h0 b =l 9y

* The templates are for use with 4/4 time signatures. They
will not produce the desired result when applied to other
time signalures.

Selecting the Template
1. Press [PTN/SONG].

2. Press [GRID/SHFFLE/GROOVE] several
times to make the GROOVE indicator light.

GRID ; )

SHUFFLE O
v s
GROOVE - ?\-

3. Press [EDIT].

The indicator will light and the display will show the
Edit page .

4, Press NUMBER [7] (QUANTIZE).

The Groove Quantize Template setting page will
appear.

2]k 7 HIT
Eall () &
N ——r- PR
=
FX ON/OFF

(FLEY OTZ: GROCGUE] A
kE11 :Dance—-Hm—-L. H::.‘

FLAY OTZ: GROOUE
Shierrdthk 1865

[FLOY BTZ: GROOUE)

Velocitak 18es Y

5. Use [INC] [DEC] or the [VALUE] dial to select
the template.

To exit the setting page, press [EXIT].
Available Settings:

16 Beat Dance type

01 : Dance-Nm-L.Ac exact/low dynamics

02 : Dance-Nm-H.Ac  exact/high dynamics

03 : Dance-Nm-L.Sw  exact/light swing

04 : Dance-Nm-H.Sw  exact/strong swing

05 : Dance-Hv-L.Ac dragging/low dynamics
06 : Dance-Hv-H.Ac dragging/high dynamics
07 : Dance-Hv-L.5w dragging/light swing
08 : Dance-Hv-H.5w dragging/strong swing
09 : Dance-Ps-L.Ac rushing/low dynamics
10 : Dance-Ps-H.Ac rushing/high dynamics
11 : Dance-Ps-L.Sw rushing/light swing

12 : Dance-Ps-H.5w rushing/strong swing

16 Beat Fusion type

13 : Fuson-Nm-L.Ac exact/low dynamics

14 : Fuson-Nm-H.Ac  exact/high dynamics

15 : Fuson-Nm-L.Sw exact/light swing

16 : Fuson-Nm-H.Sw  exact/strong swing

17 : Fuson-Hv-L.Ac dragging/low dynamics
18 : Fuson-Hv-H.Ac dragging/high dynamics
19 : Fuson-Hv-L.Sw dragging/light swing
20 : Fuson-Hv-H.Sw dragging/strong swing
21 : Fuson-Ps-L.Ac rushing/low dynamics
22 : Fuson-Ps-H.Ac rushing /high dynamics
23 : Fuson-Ps-L.Sw rushing/light swing

24 : Fuson-Ps-H.Sw rushing/strong swing
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16 Beat Reggae type

25 : Regge-Nm-L.Ac
26 : Regge-Nm-H.Ac
27 : Regge-Nm-L.Sw
28 : Regge-Nm-H.Sw
29 : Regge-Hv-L.Ac
30 : Regge-Hv-H.Ac
31 : Regge-Hv-L.5w
32 : Regge-Hv-H.5w
33 : Regge-Ps-L.Ac
34 : Regge-Ps-H.Ac
35 : Regge-Ps-L.Sw
36 : Regge-Ps-H.S5w

exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging/low dynamics
dragging/high dynamics
dragging/light swing
dragging/strong swing
rushing /low dynamics
rushing /high dynamics
rushing /light swing
rushing/strong swing

8 Beat Pops type

37 : Pops-Nm-L.Ac
38 : Pops-Nm-H.Ac
39 : Pops-Nm-L.Sw
40 : Pops-Nm-H.Sw
41 : Pops-Hv-L.Ac
42 : Pops-Hv-H.Ac
43 : Pops-Hv-L.Sw
44 : Pops-Hv-H.5w
45 : Pops-Ps-L.Ac
46 : Pops-Ps-H.Ac
47 : Pops-Ps-L.5w
48 : Pops-Ps-H.Sw

exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging/low dynamics
dragging/high dynamics
dragging/light swing
dragging/strong swing
rushing /low dynamics
rushing /high dynamics
rushing/light swing
rushing/strong swing

8 Beat Rhumba type

49 : Rhumb-Nm-L.Ac
50 : Rhumb-Nm-H.Ac
51 : Rhumb-Nm-L.Sw
52 : Rhumb-Nm-H.Sw
53 : Rhumb-Hv-L.Ac
54 : Rhumb-Hv-H.Ac
55 : Rhumb-Hv-L.Sw
56 : Rhumb-Hv-H.Sw
57 : Rhumb-Ps-L.Ac
58 : Rhumb-Ps-H.Ac
59 : Rhumb-Ps-L.Sw
60 : Rhumb-Ps-H.Sw
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exact/low dynamics
exact/high dynamics
exact/light swing
exact/strong swing
dragging/low dynamics
dragging/high dynamics
dragging/light swing
dragging/strong swing
rushing/low dynamics
rushing /high dynamics
rushing/light swing
rushing/strong swing

Others

61 : Samba 1 samba (pandero)

62 : Samba 2 samba (surdo and timba)
63 : Axel axe (caixa)

64 : Axe 2 axe (surdo)

65 : Salsa 1 salsa (cascara)

66 : Salsa 2 salsa (conga)

67 : Triplets triplets

68 : Quintuplets  quintuplets

69 : Sextuplets  sextuplets

70 : 7 against2  seven notes played over two beats
71 : Lagging Tri  lagging triplets

Selecting a template

Templates are categorized by the three elements of
genre, groove, and variation.

Select the template which combines the desired ele-
ments.

Genre

Dance : 16 beat dance
Fuson  : 16 beat fusion
Regge : 16 beat reggae

Pops : 8 beat pops
Rhumb : 8 beat rhumba
Others : samba, axe, salsa, tuplets

Groove

Nm (Normal) : on the beat

Hv (Heavy) : “dragging” the beat
Ps (Pushed) : “rushing” the beat

Variation

L.Ac (Light Accent) : light dynamics
H.Ac (Hard Accent) : heavy dynamics
L.Sw (Light Swing) : light swing
H.5w (Hard Swing) : strong swing

For example, in the case of a dance song where you
wish to drag the beat with light swing, you would
select “Dance-Hv-L.Sw.”

* The genre names are only a guideline, and do not mean
that those templates can be used only in the nanted genre.
Try out additional possibilities.

* If you apply Groove Quantize to musical data which con-
tains inaccuracies in timing, you may not obtain the
desired results. In such cases, it is best to apply Grid
Quantize first, to bring the timing of the original musical
data into alignment with the printed notes.
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* The templates are for use with 4/4 time signatures.
Applying them to other time signatures may not produce
the desired result.

* For samba, axe, salsa and tuplet, it is not possible to select
groove or variation.

When the GROOVE indicator is lit, you can hold
down [GRID/SHUFFLE/GROOVE] and rotate the
[VALUE] dial to change the template.

Applying Groove Quantize

1. Play back the pattern that you wish to
quantize.

2. Press [GRID/SHUFFLE/GROOVE] to make
the GROOVE indicator light.

GRID ; )]

SHUFFLE QO
s
GROOVE -",\-

3. Groove Quantize will be applied according
to the settings of the selected template.

4. In the QUANTIZE section, rotate the [TIM-
ING] knob to adjust the Strength.

1 )
I ﬁ ﬁ |

i !
‘a N t 1

0. ) ] |
:'t} 100% 'j'l

1 50% !
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Template timing

Range: 0-100%

Strength specifies the degree to which the note timing
will be corrected toward the timings specified by the
template. As the knob is rotated clockwise, the notes
will be corrected further toward the timing of the tem-
plate.

When this setting is at “0%,” the notes will be played
at their original (un-quantized) timing.

5. Press [TIMING/VELOCITY] to make the indi-

cator light, and rotate the [VELOCITY] knob
to adjust the Velocity Strength.

100%50% 0% e o - Y _ o o £
< TIMING
Wi VELOCITY
TR
! Template velocity
Range: 0-100%

Velocity Strength is the degree to which the velocities
of the pattern will be adjusted toward the velocities of
the template. As the knob is rotated clockwise, the
velocities that are played will be closer to the velocities
of the template.

When this setting is at “0%,” the notes will be played
at their original velocities.

In the Groove Quantize setting page, you can also use
PAGE [<] [>] to access the Strength or Velocity
Strength setting pages, and use the knobs to adjust the
setting while you view the numerical setting of the
parameter.

Techniques for creating a sense of groove
Templates use a variety of means to produce an opti-
mal performance result for Groove Quantize. Refer to
the following points as you use templates.

Apply Groove Quantize to drums and bass lines
The drums and bass are the most important parts in
creating the groove. Thus, the templates are created to
match these instruments. It is best to apply Groove
Quantize only to instruments which need it.

Adjust the tempo

The groove templates have been created based on a
tempo in the range of J=120~140. When applying
Groove Quantize to a song with a faster tempo than
this, set Strength to 100% for maximum effectiveness.
For a song with a slower tempo than this, set Strength
below 100%.

To create an effective swing

Careful attention to the tempo is an important part of
creating an effective swing. For example, in the case of
jazz, it will be effective to apply deeper swing to songs
that have a slow tempo. Conversely, lightening the
swing for a faster tempo will give a greater sense of
speed. In another example, applying deeper swing to a
dance-type rhythm at a rapid tempo will produce a
fecling of “bounce.”

Try out various settings to find the most effective type
of swing.
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Using Pedal for Control

(Switch Pedal)

A pedal switch connected to the SWITCH PEDAL jack
can be used to control the JX-305’s sequencer.

Specifying the Function of the
Switch Pedal

‘1. Press [EDIT].

The indicator will light and the display will show the
Edit page.

2. Press BANK [5] (CONTROLLER).

The Controller setting page will appear.

3. Press BANK [5] (CONTROLLER) or PAGE [<]
[>] several times to select the Switch Pedal
Assign page.

CTREL: ==Fdl B==9n
B TREHSFOSE

4. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the function of the switch pedal.

Range:

STOP/PLAY: The pedal will act like the
[STOP/PLAY] button.

PTN INC: (Pattern Increment) The patterns of

the currently selected pattern set will
be successively selected as the next
pattern.
e= “Collecting Frequently Used Patterns in a Set
(Pattern Set)” (p. 152)

TRANSPOSE: The pedal will act like the [TRANS-
POSE] button (p. 32).

SHIFT: The pedal will act like the [SHIFT]
button.

RPSHOLD:  The RPS function can be heid (p. 49).

TAP: The tempo will be modified to the

interval at which you press the pedal.

5. Once again press BANK [5] (CONTROLLER)
or PAGE [>] to select the Switch Pedal
Polarity page.

CTRL:  S=Pdl Pol
k S THHDHED

6. Use [INC] [DEC] or the [VALUE] dial to
switch the polarity of the pedal.
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Range: STANDARD, REVERSE

If you are using a pedal with inverted polarity (so the
pedal functions in a way opposite from what you
expect), select “REVERSE.”

7. Press [EXIT] to complete the setting.
The original display will reappear.
Switch pedal settings have now been made.

Using the Pedal to Change the Tempo

You can modify the tempo by the interval at which
you press the pedal.

1. Set the pedal switch setting to “TAP.”

2. Press the pedal at least three times at quar-
ter-note intervals of the desired tempo.

The tempo will be calculated automatically, and the tempo

will be changed to the interval at which you press the pedal.

TEMFOF 150
"" C> |MERSURE  16-12

TAP  TAP  TAP

rul"'a
l]l_.l

The pedal can be used to change the tempo even when
the tempo value is not shown in the display.

The BEAT indicator will show the tempo and time sig-
nature.

The indicator will blink red on the first beat, and green
on other beats.
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Simultaneously Changing the

Tempo and Pitch (Turntable)

Turntable is a function which lets you use the pitch
bend lever and modulation lever to affect the playback
of a pattern. When you move the modulation lever, all
parts will be instantly muted. When you move the
pitch bend lever, the tempo and pitch will change
simultaneously, producing an effect similar to when
the pitch of a record turntable is changed.

1. Hold down [SHIFT] and move the modula-
tion lever away from yourself.

The following screen will appear, and you will be able to use

the pitch bend lever to control the Turntable function.

¢

5
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2. Move the pitch bend lever to left and right.

The tempo and pitch of all parts will change simulta-

neously.

Moving the pitch bend lever toward the left will

simultaneously lower the tempo and pitch.

Moving it toward the right will simultaneously raise

the pitch. Returning the lever to its normal position

will restore the initial tempo and pitch.

* If the tempo of the pattern is fast, the tempo will not
increase even if the pitch bend lever is moved toward the
right.

3. Move the modulation lever away from
yourself.
While the modulation lever is moved away from your-
self, all parts will be muted.
* The keyboard performance (including arpeggios) and RPS
playback will not be muted.

When the modulation lever is returned te its normal
position, the initial mute status will be restored.

4. To turn off the Turntable effect, once again
hold down [SHIFT] and move the modula-
tion lever away from yourself.

The following screen will appear, and the pitch bend

lever and modulation lever will return to their normal

function.
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RPS (Realtime Phrase Sequence) is a function which
lets you play back the musical data for one part of a
pattern simply by pressing a specified note. You can
play different phrases depending on the note that you
press. Since you can play back RPS phrases while you
play the keyboard or play back a pattern, this function
is ideal for use during a live performance, etc.

For example, if a drum fill-in phrase used by one pat-
tern is assigned as an RPS, you can play back another
pattern without a fill-in, and then add the fill-in sim-
ply by pressing a key.

Pressing Notes to Play Back
Phrases

On the JX-305, phrases assigned to the sixteen notes
from C#2 to E3 are handled as one RPS set. The con-
tents of an RIS set can be freely re-assigned later, and
sixty different RPS sets can be stored in memory. The
notes which can be used to assign phrases are the six-
teen notes in the diagram except for the C2 note (RPS
Stop).

RPS sample

Pattern P:A33
[ ﬂ JJDJD ﬂjj ] (phrase from Part 2)

5
i)

1. In the DISPLAY section, press [RPS SET].

The indicator will light, and the display will indicate
the group, bank, number and name of the currently
selected RPS set.

RPS STOP

Bank
Group l Number
~_ 1~

SET RFS SETE 111
BTrarmce 1
Name

2. Use [INC] [DEC] or the [VALUE] dial to select
the bank and number.

You can also use the BANK and NUMBER [1]-]8] but-

tons to select RPS sets.

Range: 11-84

The selection in the display will change.
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The RPS set is now selected.

* A brief interval of time is needed for the RPS set to
change. Also, if you change RPS scts during pattern play-
back, the pattern may slow down or falter, so it is best to
change RPS sets while pattern playback is stopped.

3. Press [RPS] to make the button indicator
light.

RPS

- -
2N

4. Press a key to play back a phrase.
The phrase will play back while you continue pressing
the key.

RPS Modify

While you are pressing a key to play an RPS, you can
move the Patch parameter knobs to modify the sound
of the RPS. If you are pressing two or more keys, You
can modify the sound of the key that was last pressed.

+ @

C‘S CUTOFF

* 1t is not possible to modify an RPS while editing a
patch/riythng set or when you enter the Part Mixer page.

RPS

* When you release the note, the sound of the current part
(not RPS) will be modified.

RPS playback timing

If you use RPS while a pattern is playing back, the
phrase will start in synchronization with the beat of
the pattern.

By changing the RPS Trigger Quantize setting, you can
modify the timing at which the RPS will play back.
(™ v “Specifying the Timing for RPS Playback

“ (RPS Trigger Quantize)” (p. 167)

Maximum simultaneous RPS playback

Even while a pattern is playing back, the JX-305 can
play back up to 8 phrases simultaneously. However, if
phrases with large amounts of data are played back
simultaneously, the timing may lag behind or notes
may be interrupted. If this occurs, decease the number
of phrases that you play simultaneously.
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Causing a Phrase to Continue
Playing (RPS Hold)

Normally, the phrase will stop playing when you take
your finger off the note. However when the RPS Hold
function is used, the phrase will continue playing even
after you release the note.

There are two ways to hold an RPS phrase.

Holding all phrases

1. Hold down [HOLD] and press [RPS].
The indicator will blink.

HOLD RPS

REl

2. Press a note to play back a phrase.

The phrase will continue playing back even after you
release the note.

You can press additional notes while the indicator is
blinking, and their phrases will be held.

3. To stop playback of a phrase, hold down
the note of the phrase that you wish to
stop, and press the note at the far left (RPS
STOP).

4. To stop playback of all phrases, either
press the note at the far left (RPS STOP), or
once again press [RPS] and [HOLD] simulta-
neously.

Holding a specific phrases

1. Press a note to play back the phrase that
you wish to hold.

2. While continuing to press the note, press
[HOLD].

The phrase will continue playing even after you

release the note.

If you release [HOLD] and then press and release

other notes, their phrases will not be held.

3. To stop playback of a phrase, hold down
the note to which that phrase is assigned,
and press the note at the far left (RPS
STOP).

RPS

+ O

RPS STOP Key of phrase
{o be stopped

4. To stop playback of all phrases, press the
note at the far left (RPS STOP).

RPS

RPS STOP

Alternatively, if you connect a pedal switch or foot
switch (optional) and set the System setting “Switch
Pedal Assign” to “RPS HOLD,” the pedal switch can
be used to hold RPS phrases in the same way as with
the [HOLD] button (p. 46).

Assigning Phrases to the
Keyboard

The phrases that are assigned to an RIS set can be re-
assigned whenever you wish. You will find it conve-
nient to assign your favorite or frequently-used phras-
es in one RPS set. As an example, here’s how to assign
the phrase of part 2 of P:A12 in an RPS set.

First we must select the RPS set in which we will
assign the phrase.

1. Select the RPS set to which you wish to
assign the phrase.

2. Select pattern P:A12.

3. Use [PART MUTE] and the PART buttons
[1]-[R] to mute all parts except for part 2.

* You can quickly mute all parts except for part 2 by hold-
ing [PART MUTE] and pressing PART [2].

GROUP PART EOT/UTILITY
PRESET ART. PaRT MyTE
UsER weney  wExTm | SELEGT A YR Il gney
= = ) = =
e ) ) CO|C=0) G CEDICED 5]

= =- = e S B e e
4. Make sure that the [RPS] indicator is lit.
49




Chapter 4. One Touch Phrase Playback (RPS)

5. Hold down [RPS], and press the key to
which you wish to assign the phrase.

RPS

RPS

AN

”+

The phrase will be assigned to the key that you
pressed.
Phrases can be assigned even while a pattern is play-
ing back.

P:E33-P:L88 contain patterns which are prepared
specifically for use with RPS. You might find it conve-
nient to assign phrases from these patterns to use as
fill-ins, or for other situations.

Cautions when assigning an RPS

* It is not possible to assign phrases of two or more parts to
a single key. You must mute all but one of the parts, the
one with the desired phrase, before assigning it. If any of
the extra parts have been left unmuted when you make
your assignment, the following message will appear in the
display:

CHUTION ¢
Carrot Hssi149n

* If after assigning a phrase from a user pattern as an RPS,
you then modify the playback data of the pattern which
contains that phrase, be aware that any change to the
phrase will also be reflected in the way it is played back by
RPS. For example, if you delete the musical data of the
pattern which contains the phrase that you assigned, there
will be no sound when you attempt to play back that
phrase by RPS.

* Even if you assign the phrase of a part that has a setting
of “BOTH" or "EXT” for its Sequencer Qutput Assign
(p. 36) parameter, the musical data of that phrase will not
be transmitted from MIDI OUT.

* If you assign a phrase from a part that uses multi-cffects,
the RPS playback will use the multi-effects settings of the
pattern that is selected at that time. This means that what
you hear when the RPS plays back may be somewhat dif-
ferent from the original phrase.
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* If a rhiythm part phrase is assigned, the Rlythin Mute set-
tings will be ignored during RPS playback.

* Each phrase is played back by a special RPS part 1-16
whicl corresponds to each key, but phrases assigned from
a rhythm part will be played back using the riytimm part
of the currently-selected pattern. For His reason, a differ-
ent rhythm set than that of the registered pattern may
sound inn some cases. If the pattern changes so that a dif-
Serent rhythm set is selected, the rhythm set which will
play the RPS will also change.

PART12345867 )

slé‘|7l§l9|1bl11 12!123[14!15‘16
APS PART

Checking the pattern number and part that
were registered

If you hold down a key to which an RPS was regis-
tered and press [PTN/SONG], the pattern number,
name and the part registered to that key will appear in
the display while you continue pressing the key.

Fart K
Techrno [rums 1

FrE3S

Making Settings for Each
Phrase

Using the Part Mixer to Modify
Settings

You can use the part mixer to modify settings such as
volume and pan for each RPS part.

The following parameters can be modified for each
RPS part.

RPS Level (RPS Part Level)

RPS Panpot (RPS Part Pan)

RPS Key Shift (RPS Part Key Shift)

RPS Reverb (RPS Part Reverb Level)

RPS Delay (RPS Part Delay Level)

RPS M-FX SW (RPS Part Multi-Effects Switch)

1. Make sure that the [RPS] indicator is lit.
2. Hold down [RPS] and Press [MIXER].
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The indicator will light, and the display will graphical-
ly show the current setting of each RPS part.

3. Press PAGE [<] [>] several times to select
the parameter that you wish to modify.

TEMPO &
RPS MEASURE

L= JL=)

LOWER UPPER
RFS Lewesl * RFZ Lewsl *
TiLbdt+l #B1RLIET TdLlddtl pLEP 22

FEPS Parrot s EFS Faneot R

eI0IDCGI ol FEIR

PELE L -TE I I 2 s

RFE Mew Shift e+
~mmmemmw FE]P+ES

RFS Kew Shift +»
T g Lt I

FFS Rewerb -
TdlddTtd FIGEF 25
RFZ Delax P

Tild+THd riGr 22

RFS Fouerb  ix
TLLE+THL FO1FIZT
RFS Delaw —

Tilddttl FRIFLILZY

RFS M-Fs =W+ |
BENEREER = 1CMOFF

REPS H-Fi SW &=
RAREENEN =Gl eOFF] |

-

=

@

4. Press a note to which a phrase has been
registered to switch the part shown in the
display.

If you press any note C#2-G#2, the settings of RPS

parts 1-8 will be graphically displayed.

If you press any note A2-E3, the settings of RIS parts

9-16 will be graphically displayed.

The right side of the display will indicate the current

setting value of the selected RPS part.

5. Use the eight knobs of the REALTIME MODI-
FY section and the QUANTIZE section to
adjust the settings of each RPS part.

RPS PART
1.2 3 4 5 6 7 8
(9) 10)(11)(12)(13)  (14(15)  (16)

280000

thceram  FTEMOE iR

* Keys to which a rhythm part phrase is assigned will
reflect the rhythm part settings of the currently selected
pattern. For example, if RPS phrases using the rhythm
part are assigned to keys C#2 and D2, modifying the vol-
ume setting or rhythm sct of C#2 key will cause the set-
tings of D2 key and the rhytlun part of the selected pat-
tern to change in the same way.

Changing the Patch of Each RPS
Part

You can change the sound which plays each RPS part,
so that the phrase assigned to each key will be heard
with a different sound.

1. Hold down [RPS] and press [PATCH].
The indicator will light, and the following display will
appear.

et (RS FATCHE PEATA
+ [F-L:m Lezd TE 1
Pari4

2. Press the note for the phrase whose patch
you wish to change to select the RPS part.
The display will indicate the patch of the selected RPS

part.

3. Use [INC] [DEC] or the [VALUE] dial to select
the desired patch.

You can also use the GROUP section [PRESET/USER/

CARD], [<PREV] [NEXT>] and BANK and NUMBER

[1]-[8] buttons to select a patch.

* If you change the rhythni set of a key to which a rlythm
part phrase is registered, the rhythm set of the currently
selected pattern will change in the same way.
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Saving the Phrases You

Assigned (RPS Set Write)

When you have assigned phrases to create an RPS set
that you like, here’s how to save it as a User RPS Set.

1. Make sure that the pattern is stopped.

2. Press [RPS SET] to access the RPS Set Select
page.

When you modify the contents of an RPS set, an aster-
isk “*” will appear at the left of the number, indicating
that the selected RPS set has been modified (edited).
Be aware that if you turn off the power without saving
the modified RPS set, the previous settings will reap-
pear.

3. Hold down [SHIFT] and press [WRITE}.

The indicator will blink.

The following display will appear, and a cursor “ p”
will appear at the left of the number.

SHIFT UTILITY

C O+ )

WHITE

[EPS SET WRETEU:11

Trance 1

If you do not wish to change the bank, number or
name, you may skip steps 4-7.
If you decide not to save the pattern, press [EXIT].

4. Use [INC] [DEC] or the [VALUE] dial to select
the save destination bunk and number.
You can also use the BANK and NUMBER [1]-[8] but-
tons to select an RPS set.
* When saving an RPS set, only the user group can be
selected.

At this time, you can press [UNDO/REDO] to check
the name of the RPS set that is currently in the save
destination number. After you have found an RPS set
that you do not mind overwriting, press
[UNDO/REDO]J once again to return to the previous
display.

5. Press PAGE [>].
The cursor will move to the beginning of the second
line of the display.

EF= SET WET 1z
FTrarce 1
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6. Assign a name to the RPS set.

Use [INC] [DEC] or the [VALUE] dial to specify the
characters.

The following characters can be selected.

space, A~Z, a~z, 0-9, ! "#$ % &' ()*+,-./1;<=>7?
@[¥]~_"

7. Repeat steps 5-6 to input the name.

By pressing PAGE [<] you can move the cursor back
counterclockwise.

8. Press [ENTER].
The execute display will appear.
If you wish to cancel the operation, press [EXIT].

FFPS SET WET Wiz

Are Yo Sure

9. Press [ENTER] once again,

Frocessind. ..
Feer Fowsr O !

The RPS Set Write operation will be executed, and the
normal display will reappear.
The RPS set has now been saved.
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Although you can use Real-Time Modify to modify
the sound of a patch in real time while a pattern plays,
it is also possible to modify the various aspects of the
sound beforehand to create the perfect patch for your
music. This process is called Patch Edit, allows you to
make detailed parameter settings for each tone.

The sound parameters that can be set during patch
editing are referred to as Patch parameters.

The Basis for the Sound of a
Patch (Tones)

What a Tone Consists of

On the [X-305, the Tone is the smallest unit of sound.
However it is not possible to play tones. Patches are
the unit that you normally play, and tones are the
building blocks which make up these patches.

A tone contains the following elements.

§ WAVE PITCH

i Select the basc wavelorm

“PITCH ENV FILTER ENV

Modiythepich || Modiy o brightnoss |
over tme over time

WAVE

Select the PCM waveform (wave) that is the basis of
the sound.

The JX-305 contains 636 types (A001-A254, B001-B251,
C001-C131) of waveform. Each of the patches in the
JX-305 consist of tones, which in turn are based on
these waveforms.

PITCH

Specify how the pitch will change.

ating Original Sounds (Patch Edif)

FILTER
Specify how the frequency components of the sound
will change.

AMPLIFIER

Specify how the volume and pan will change.

LFO (Low Frequency Oscillator)

The LFO creates cyclic change (modulation). There are
two LFOs, and these can apply change to the PITCH,
FILTER, and AMPLIFIER. When the LFO is applied to
pitch, a vibrato effect is produced. When the LFO is
applied to filter cutoff frequency, a wah effect is pro-
duced, and when it is applied to the amplifier volume
a tremolo effect is produced.

Sound-Editing Procedure

1. Select one of the parts 1-7 as the current
part.

2. Select the patch that you wish to edit (p.
18).

3. Make sure that the patch select page is dis-
played.

4, Press [EDIT].

The indicator will light, and the edit page will appear
in the display.

Selact Parameh

if

ELIT:
I-"-

5. Select the patch parameter that you wish
to modify, and edit it.
There are two ways to select patch parameters.

Accessing the setting pages and edit-
ing

Here’s how you can use NUMBER [1] (COMMON)-[7]
(CONTROL) to access the various setting pages, use
PAGE [<] [>] to switch parameter pages, and edit the
desired parameter. This allows you to edit all parame-
ters, and is a good method when you wish to create
sounds in a logical sequence such as “waveform” —
“pitch” — “brightness,” and so forth.

Use [INC] [DEC] or the [VALUE] dial to modify the
values.

For the procedure of how to access each setting page,
refer to “Making More Detailed Settings.”
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Using knobs or buttons to select an
editing page

By operating a front panel knob or button, you can
directly access the screen page for that parameter, and
edit it. For example, if you rotate the [CUTOFF] knob,
the display will automatically change to the Cutoff
Frequency setting page, and you can edit the setting
while viewing the values for each tone.

* This method cannot be used to edit parameters for which
there is o knob or button on the front panel.

Parameters which are assigned to a knob

The parameters which can be adjusted by a knob are
determined by the status of the [ENVELOPE/LFO1/
EFFECTS] indicator and the [FILTER/AMP/PITCH]
indicator.

00080080000

010 RATE FaDETME  PrcsDErT mreroeend aveoee RN O wev
errdItR O REVIRR LPVEL  CELAY AEVEL  MXHCTRLY  MULTICTRLZ  MAATI CTRLD 3 I8 O PORTA T FNE TUNE

[ENVELOPE/LFO1/EFFECTS]

[FILTER/AMP/PITCH]
When the “ENVELOPE” indicator and “FILTER”

indicator are lit

[ENVELOPE] lit [FILTER] lit

1: Filter Envelope Attack Time (p. 63)
2: Filter Envelope Decay Time (p. 63)
3: Filter Envelope Sustain Level (p. 63)
4: Filter Envelope Release Time (p. 63)
5: Filter Envelope Depth (p. 64)

6: Cutoff Frequency (p. 62)

7: Resonance (p. 63)

54

When the “ENVELOPE” indicator and “AMP” indi-
cator are lit

[ENVELOPE] it [AMPY it

e

~

1: Amplifier Envelope Attack Time (p. 68)
2: Amplifier Envelope Decay Time (p. 68)
3: Amplifier Envelope Sustain Level (p. 68)
4: Amplifier Envelope Release Time (p. 68)
5: — No parameter is assigned.

6: Tone Level (p. 67)

7: Tone Pan (p. 67)

When the “ENVELOPE” indicator and “PITCH”
indicator are lit

[ENVELOPE] it

qﬂﬂﬁﬂﬁ OO0

e & NI s I QORs  RESONANCE
L g\ natE FADETIME  SAICHDEPTH Mt DERTH  ameperry  RSEIN l save
EFFECTS () MEVERD LVEL DAY LEVEL  MKATICTALY  MUTIGTALI MR GTA

[PITCH] lit

1: Pitch Envelope Attack Time (p. 58)
2: Pitch Envelope Decay Time (p. 58)
3: Pitch Envelope Sustain Level (p. 58)
4: Pitch Envelope Release Time (p. 58)
5: Pitch Envelope Depth (p. 59)

6: Portamento Time (p. 78)

7: Fine Tune (p. 57)

When the “LFO1” indicator is lit
[LFO1] it

SOAORE

owaoy § 71000 ey st T
Gemi @ = RATE  FADETAAT  PICHDASTM FRTEROLSTH AN OERTH
EFFEC/ | NIVERSLEVEL ORAY LEVEL  MOATIETRLL MRCTHLT MUTICIRLY

00

1: LFO1 Rate (p. 72)

2: LFO1 Fade Time (p. 74)

3: LFO1 Pitch Depth (p. 73)

4: LFO1 Filter Depth (p. 73)

5: LFO1 Amplifier Depth (p. 73)

6, 7: Determined by the [FILTER/AMP/PITCH] status
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When the “EFFECTS” indicator is lit

[EFFECTS] lit

=D0000 00

CUTOFE  RESONANGE

[P Pparren
ErEE om) @ N UIVEL DELAY LEVEL | MY CTRLC MULNICINZ | MAAD CTRLS

f‘\

omAm FE TusE

1: Reverb Level (p. 102)

2: Delay Level (p. 104)

3: Multi-Effects Control 1 {p. 107)

4: Multi-Effects Control 2 (p. 107)

5: Multi-Effects Control 3 (p. 106)

6, 7: Determined by the [FILTER/AMDP /PITCH] status

* During Patch Edit, it is not possible to access the editing
page for the effect parameters.

Accessing only the editing page without modi-
fying the setting value

If you wish to see the current setting before you make
any changes, hold down [SHIFT] while you operate
the knob, and you will access only the editing page
without modifying the value.

Maintaining the relative difference between
tones when editing

In an editing page, you can use [INC] [DEC] or the
[VALUE] dial to edit while preserving the relative dif-
ference between tones. Use this method when appro-
priate.

The patch edit page will show the currently selected
patch parameters and the settings of each tone.

Patch pa\rameter
LEVEL: Tore Lewsl
FooEiizEl o al Q@

During patch editing, the BANK [1]-{8] indicators will
show the following status.

TONE SWITCH __ TONE SELECT

prosyrey

+ ; 3 a4 % 2 3 4

ON ON Select

Turning each tone on/off (Tone Switch)
Of the tones which make up a patch, tones whose but-
ton indicator is lit are turned ON. You can press the
button to switch each tone on/off.

Selecting the tone for editing (Tone
Select)

The tone with a lit button indicator will be affected by
your editing.

The tone to which your editing will apply is indicated
by “ I ” shown at the left of the value. In the following
illustration, TONE 1 is being edited.

LEVEL: Tolme Lewsl
PooSbiEel 8§ A

TONE 2

Select

Press a button BANK [5]-[8] to select the tone that you
wish to edit.

The indicator of the selected button will light, and “ |~
will be displayed at the left of the setting value.

You can select two or more tones by holding down
one of the buttons while you press another button.

6. To exit the editing pages, press [EDIT] or
[EXIT].

An asterisk ”*” will be displayed at the left of the
Group of an edited patch. This indicates that the set-
tings of this patch have been modified.
If you select a different patch when the is dis-
played, the modified settings will be lost. If you wish
to keep the edited patch, you must perform the Patch
Write operation.
= “Saving Patches You've Created (Patch
Write) “ (p. 82)

+P:r At

Rt

FRTCHE
BLead TE 1
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Changing the Basic
Waveform of the Sound

(Wave/FXM)

Using the WAVE/FXM parameters, you can make set-
tings related to the waveform that is the basis for a
synthesizer’s sound.

1. Press NUMBER [2] (WAVE).
The display will show the WAVE setting page.

2. Use PAGE [<] [>] to switch parameters and
edit them.

EDIT
mm “
I_._ll:ﬂ_._lE: Tope :]_IJ
1 OWIOFFIOFFI OH
(EUE: Wave Select)

HEE 1 BSOS a8 3068564
(WAVE:  Wawe Gain)
N +1Z1+1Z1+121+12
[t Fi Sl
1 OHIOFFIOFFE OH
FiM F¥M Colar

o1 oz 34

Fum:  FiuM Derth
1 18l 1681 1s1 15 |y

Tone SW (Tone Switch)

Turn this “ON” if you want the tone to sound, or
“OFF" if you do not want the tone to sound.

In order to make the best use of the available polypho-
ny, unused tones should be turned “OFE.”

* The setting of this parameter will be modified when you
use BANK [1] — [4] to turn each tone onfoff.

Selecting the basic waveform (Wave
Select)

For each tone, select the waveform that will be the
basis of the sound.

Range: A001-A254, B001-B251, C001-C131

Your editing will apply to the tone(s) that has its
group name (A /B/C) displayed in capital letters.

If only one tone is selected for editing, the waveform
name will be displayed as follows:
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WRLIE: Waveform
FEEITE D=t Saw
Number Waveform name

‘If you would like to learn what waveforms are
available...
w “Waveform List” (p. 187)

It would not be an exaggeration to say that the major
part of a sound is determined by the waveform that
you select. Once you have an idea of the desired
sound, select a waveform that you think will be suit-
able.

Sawtooth wave 11

This is used as the original waveform for most instru-
ments other than woodwinds. Many characteristic
synthesizer sounds can be created using this wave-
form.

— AQ01, AD06-A008, A013-A021

Square wave LI

This waveform is close to the sound of a woodwind
instrument. Many characteristic synthesizer sounds
can also be created using this waveform.

- A002-A005, AC09, A010, A022~-A024

Triangle wave "VV

This waveform has fewer overtones, and produces a
less distinctive sound. It is used for making flute-type
sounds.

— A038

Sine wave VYV
A soft sound without much character.

- A039, A040

For most instrumental sounds, you will want to select
one of the following types of waveforms.

Strings — C007-C010

Brass — A102-A108

Piano — C012-C014

Drums —» A202-A254, B001-B251, C119-C131

Wave Gain

This boosts the waveform. Raising this setting 6 dB
will double the gain. If you are using the booster to
distort the sound, setting this to the maximum value
will be effective.

Range: -6, 0, +6, +12
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1 If you would like to learn more about booster
gain settings...
w “Settings Common to the Entire Patch
(Common)” (p. 77)

FXM (Frequency Cross Modulation)

FXM (Frequency Cross Modulation) uses a specific
waveform to apply frequency modulation to the
selected waveform, creating complex overtones. This
is useful for creating dramatic sounds or sound effects.

FXM SW (FXM switch)
When you wish to use FXM, turn this “ON.”

FXM Color

Select one of four types of frequency modulation for
FXM to apply.

Range: 1-4

As this value is increased, the sound will become
rougher. Lower values will produce a metallic sound.

FXM Depth

Adjusts the depth of frequency modulation produced
by FXM.

Range: 1-16

As this value is increased, modulation will be applied
more deeply. As the value is decreased, modulation
depth will decrease.

Pitch-Related Settings

Using the PITCH parameters you can make settings
that affect the pitch.

Modifying the Pitch (Pitch)

Fine adjustments to the pitch (Fine

Tune)
You can adjust the pitch of each tone in 1-cent steps
(1/100th of a semitone).

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Rotate the [FINE TUNE] knob to adjust the
Fine Tune value.

RESONANCE
iz O PANPOT
1
PITCH oY 18 FINE TUNE

LA

FITCH: Firne Ture
I G gf-S58l+568

Range: -50—+50
Rotating the knob clockwise will raise the pitch.
Rotating it counterclockwise will lower the pitch.

Approximate adjustments to the pitch
(Coarse Tune)
Adjust the pitch of each tone in semitone steps.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Hold down [FILTER/AMP/PITCH], and use
[INC] [DEC] or the [VALUE] dial to set the
Coarse Tune value.

[F'ITE:H: lZZt:r.ar*E.eTuﬁe]

| El-241+120+17
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Range: -48~+48 semitones

The pitch will rise as this value is increased. The pitch
will fall as this value is decreased.

By holding down [SHIFT] as you make the setting,
you can change the pitch on one-octave steps (12 semi-
tones).

Making the sound more spacious

If you select the same waveform for two tones, set the
same Coarse Tune value for both tones and then use
Fine Tune to create a slight pitch difference between
the two tones, the sound will appear more spacious
(the Detune effect).

Making the Pitch Change Over
Time (Pitch Envelope)

On acoustic instruments, the pitch sometimes changes
over time, from when the sound begins until it decays
to silence. For example, on brass instruments such as
the trumpet, there is a slight instability in pitch when
the beginning of the note is blown. The P-ENV (Pitch
Envelope) parameters let you make settings that speci-
fy this “change in pitch over time.”

Pitch

Pitch envelope settings

1. In the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [ATTACK] / [DECAY] / [SUSTAIN] /
[RELEASE] knobs to set the pitch envelope
values.

Available settings:

[ATTACKVIDECAYV/[RELEASE}: 0-127

[SUSTAINI: -63—+63

58

FiE ALTE 1AODIEY

- 00000 -,

uoi ¥ FADETIME  PITCH DEHTH  FILTER DERTH  AMP DEPTH A
EFFECTS () REVEAH LEVEL DELAY LEVEL MULTICTRLY  muticTRt2 mumcrmey (RS @ =

I o
¥

Attack Decay Sustain Release

Pitch

+

AR Ll Leveii=lLevel2=+63
Leveld=0
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[ATTACK] (Attack Time)

The time from when the keyboard is played until the
maximum pitch change is reached.

Higher settings will cause the pitch to change over a
longer time.

[DECAY] (Decay Time)

The time from when the maximum pitch change is
reached until the Sustain Level is reached.

Higher settings will cause the pitch to change over a
longer time.

[SUSTAIN] (Sustain Level)

The pitch that will be held.

Positive (+) settings will make the pitch higher than
the normal pitch (as specified by Coarse Tune and
Fine Tune). Negative (-) settings will make the pitch
lower than the normal pitch.

[RELEASE] (Release Time)

The time from when the keyboard is released until the
pitch returns to the normal pitch.

Higher settings will cause the pitch to change over a
longer time.



Chapter 5. Creating Original Sounds (Patch Edit)

Specifying the envelope depth (Pitch
Envelope Depth)

Here’s how you can adjust the depth of the Pitch
Envelope.

1. In the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [DEPTH] knob to adjust the Pitch

Envelope Depth.
FILTER ; )

Yz O
PITCH & P
2

H

]
enveLore- o - [EEEGES

]

LFO1 O

EFFECTS O

F-EMU: Eres Derth
=121 -121+128+12

Range: -12—+12

Rotating the knob further toward the right of center
will produce greater pitch change. Rotating the knob
toward the left of center will invert the shape of the
envelope, and rotating it further toward the left will
produce greater pitch change.

With both the PITCH and ENVELOPE indicators lit,
hold down [ENVELOPE/LFO1/EFFECTS], and use
[INC] [DEC] or the [VALUE] dial to set the Pitch
Envelope Depth.

Making More Detailed Settings

1. Press NUMBER [3] (PITCH).
The display will show the PITCH setting page.

2. Use PAGE [<] [>] to switch parameters and
edit them.

EDIT a "

w8 Y.L S

] — O] &S5
ot o

[}

FITCH: CoarssTune
I ar-241+121+1z

FITCH: Fine Turne
I 81 al-Sei+50

FITCH: Rrd Pitck)
F10a] 1051 1081 163)

jx]
Folloe
+5

FITCH: Kew
SR +30)+55

P+35EE+50

P~-ENY: Eres Depth
1-121-121+121+12

P-ENY: Uelo Sens
I 81 a1 8l 6

P-ENU:Uelo Timel
1 a1 a1l @l @

P-EHUzUelo Timed
I 81 a8l @8l @

P-ENUZ Time KF
I al 81 a8l g

P-ENU:  [AITimel
1 281 280 Ol 9

P-ENU: Time2
I 8l @ @l o

P~EMU:  [DITime3
1 3a1 381 8l @&

P-EHU:  [R1Timed
1 68 8l 8l @

P-ENU: Levell
1+631+631+631+63

P-ENU Level2
46314631 +631+63

P-ENU: [SlLevell
I +631+631+631 +63)

P-ENU: Leveld
I a1 8l al B 1]

Coarse Tune
This is the setting page for “Approximate adjustments
to the pitch (Coarse Tune)” (p. 57).
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Fine Tune
This is the setting page for “Fine adjustments to the
pitch (Fine Tune)” (p. 57).

Rnd Pitch (Random Pitch Depth)

This applies a degree of randomness to the pitch of
each note.

Range: 0-1200

As this value is increased, a greater degree of random-
ness will be applied. As this value is decreased, there
will be less randomness.

With a value of “0” there will be no effect.

Key Follow (Pitch Key Follow)

This setting causes the pitch to be affected by the key
position.

Unless you are creating a special type of sound, you
will normally leave this at “+100.”

Pitch

+200 +100

+50

-50

Range: -100-+200

With positive (+) settings, the pitch will rise as you
play higher notes (i.e., notes toward the right of the
keyboard). With negative (-) settings, the pitch will fall
as you play higher notes.

+100: As on a conventional keyboard instrument, the
pitch will rise one octave when you move 12
notes upward on the keyboard.

+200: The pitch will rise two octaves when you move
12 notes upward on the keyboard.

0 : The pitch will be the same regardless of which
note you play.

-100: The pitch will fall one octave when you move 12
notes upward on the keyboard.

When you are creating sounds of instruments that nat-
urally have minimal change in pitch, such as percus-
sion instruments, it is effective to set Pitch Key Follow
to a setting of “+10” or “+20.”

Env Depth (Pitch Envelope Depth)
This is the setting page for “Specifying the envelope
depth (Pitch Envelope Depth) (p. 59). ”
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Velo Sens (Pitch Envelope Velocity
Sensitivity)

This setting lets you control the Pitch Envelope depth
by the force with which you play the keyboard.

Range: -100—+150

With positive (+) settings, the pitch will change more
greatly as you play the keyboard more strongly. With
negative (-) settings, the pitch will change less as you
play the keyboard more strongly.

If you wish to change the loudness of the notes
played on the keyboard...

1z “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

When Velocity Sensitivity is set to a positive (+) value,
softly-played notes will have little pitch change, and
strongly-played notes will have greater pitch change;
this lets you simulate “the pitch instability at the
beginning of each note” that is characteristic of wind
instruments.

Softly played note
0 ’% 0 }VA—
The four front panel knobs [ATTACK] / [DECAY] /
[SUSTAIN] / [RELEASE] can be used to set the most
commonly-used parameters of the pitch envelope, but

the JX-305 also allows you to make more detailed pitch
envelope settings.

Strongly played note

Pitch

R Time1(A Time2 Time3(D! Timed(R

b Leveld(s) Time
_yKeyon Key off

Level2 Leveid

Time1-4 (Pitch Envelope Time 1-4)
Specifies the time until the next pitch level is reached.
You can make settings for the four parameters Time
1-4.

Range: 0-127

Higher settings will result in a longer time until the
next pitch level is reached.

* The front panel parameter [ATTACK] (Attack Time) cor-
responds to Timel, [DECAY] (Decay Time) to Time3,
and [RELEASE] (Release Tinte) to Time4.
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Level1-4 (Pitch Envelope Level 1-4)
Specifies the pitch difference relative to the normal
pitch (as specified by Coarse Tune and Fine Tune).
You can make settings for the four parameters, Level
14

Range: -63—+63

Positive (+) settings will raise the pitch above the nor-
mal pitch. Negative (-) settings will lower the pitch
below the normal pitch.

* The front panel parameter [SUSTAIN] (Sustain Level)
corresponds to Level3.

Velo Time1 (Pitch Envelope Velocity
Time 1 Sensitivity)

This parameter lets your playing dynamics on the key-
board control the Timel time.

Range: -100-+100

With positive (+) settings, Timel will become faster as
you play the keyboard more strongly. With negative
(-) settings, Timel will become slower as you play the
keyboard more strongly.

When Velocity Time 1 Sensitivity is set to a positive
value, the pitch will change slowly for softly-played
notes, and rapidly for strongly-played notes. This is
useful for creating sound effects, and the like.

Softly played note Strongly played note

Velo Time4 (Pitch Envelope Velocity
Time 4 Sensitivity)

This lets you control Time4 by the speed at which you
release the keyboard.

Range: -100-+100

With positive (+) settings, releasing the keyboard more
quickly will cause Time4 to be faster. With negative (-)
settings, releasing the keyboard more quickly will
cause Time4 to be slower.

Time KF (Pitch Envelope Time Key
Follow)

This setting causes the pitch envelope times (Time
2/3/4) to be affected by the key position.

Higher settings will produce a greater change relative
to the C4 key envelope.

Range: -100-+100

With positive (+) settings, times will become shorter as
you play higher notes. With negative (-) settings, times
will become longer as you play higher notes.

Brightness-Related Settings
(Filter)

Sound consists of a large number of overtones at vari-
ous frequencies. By using a filter, you can cause only a
specific range of overtones to be passed or attenuated,
thus modifying the brightness. The FILTER parame-
ters let you make settings that affect the brightness of
the sound in this way.

Modifying the Brightness of the
Sound (Filter)

Selecting the type of filter (Filter Type)
Select the type of filter.

. 1. In the REALTIME MODIFY section, press [FIL-

TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Hold down [FILTER/AMP/PITCH], and use
[INC] [DEC] or the [VALUE] dial to select the
filter type.

Level

P

Frequency
s
"',f\' + DEC  INC BPF / \
Q
o )
HPF —
FILTER: Tare /-
ILPFIEFFIHFFIFEG
I

PKG JS—

Cutoff frequency

Available settings:

OFF:

The filter will not be used.

LPF (Low Pass Filter):

This is the most common type of filter, and allows fre-
quencies below the cutoff frequency to pass. It is used
to make the sound more mellow.

BPF (Band Pass Filter):

This filter allows frequencies in the region of the cutoff
frequency to pass, and cuts the rest.
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HPF (High Pass Filter):

This filter allows frequencies above the cutoff frequen-
cy to pass. It is used to make the sound brighter and
sharper.

PKG (Peaking Filter):

This filter boosts the overtones in the region of the cut-
off frequency. It will emphasize the mid-range, and is
useful for creating a distinctive sound.

By selecting the Peaking Filter as the Filter Type and

using the LFO to modulate the cutoff frequency, you

can create a “wah” effect.

[:D sw “Adjusting the depth of cutoff frequency
modulation (LFO1 Filter Depth)” (p. 73)

Brightening the sound (Cutoff Frequency)
Specifies the frequency at which the filter will begin to
affect the frequency components of the waveform (the
Cutoff Frequency). By changing the cutoff frequency,
you can control the brightness of the sound.

1. in the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Rotate the [CUTOFF] knob to adjust the cut-
off frequency value.

N

FILTER -,’\- CUTOFF
NV O LEVEL
O PORTA TIME
FILTER: Cutoff
P1EVII2VEI2viLess
Range: 0-127

The effect will depend on the Filter Type.

LPF (Low Pass Filter)

Rotating the knob clockwise will cause the sound to
become brighter, approaching the original waveform.
Rotating it counterclockwise will cut more of the high
frequency overtones, making the sound darker.

* For some waveforms, you may not be able to hear any
sound if you lower the value too far.
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Level

n \

BPF (Band Pass Filter)

Rotating the knob clockwise will raise the frequency
area that is heard. Rotating the knob counterclockwise
will cause only a progressively lower frequency area
to be heard.

Frequency

Level

N

)

/‘\ l /‘\ . Frequency
HPF (High Pass Filter)

When the knob is turned clockwise, the low frequency

range will be cut more greatly, making the sound

sharper. As the knob is rotated toward the left, the

original sound of the waveform will be heard.

* For some waveforms, you may hear no sound if this value
is raised excessively.

Level

|

L
O 0 O
PKG (Peaking Filter)

When the knob is turned clockwise, the frequency area
that is emphasized will rise. Rotating the knob coun-
terclockwise will lower the frequency area that is
emphasized.

Frequency

Level

[} [} i

OO 0 O

Frequency
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M

Adding a distinctive character to the
sound (Resonance)

This setting emphasizes the overtones in the region of
the cutoff frequency, adding character to the sound.

1. In the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Rotate the [RESONANCE] knob to adjust the
resonance seting.

RESONANCE
PANPOT
FINE TUNE

FILTER: Fesohnarce
I &4 fdl Gl @

Range: 0-127

As the knob is rotated further clockwise, the sound
will take on more character. Rotating it counterclock-
wise will make the sound more natural.

’ Frequency

e L L
HPF / o /\_ o

i
0
i
N\ N\ A\
T

O 0 O

Depending on the cutoff frequency setting, raising the
resonance excessively may cause the sound to distort
suddenly.

In order to prevent the resonance from being increased
excessively, factory settings have been made so that
the value will not rise beyond “115” even if the [RESO-
NANCE] knob is rotated all the way to the right. This
is called the Resonance Limiter. You are free to adjust
this upper limit.

Level

LPF A\ f\

PKG

s “Specifying the Variable Range of
Resonance (Resonance Limiter)” (p. 169)

If you have increased the Resonance Limiter setting,
be careful not to raise the resonance excessively.

Making the Brightness Change
Over Time (Filter Envelope)

On acoustic instruments, the tone quality (brightness)
often changes over the duration of a note. For exam-
ple, on a piano, the sound at the beginning of each
note contains many overtones (i.e., has a bright tone),
and as the note decays to silence, the overtones dimin-
ish, making the sound more mellow. The F-ENV
(Filter Envelope) parameters let you create this type of
tonal change over time.

Cutoff
frequency

-

0 S Time

Filter envelope seftings

1. In the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [ATTACK] / [DECAY] / [SUSTAIN] /
[RELEASE] knobs to adjust the filter enve-
lope values.

Range: 0-127
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REALTIME MODIFV
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[ATTACK] (Attack Time)

The time from when the keyboard is played until the
maximum tonal change is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[DECAY] (Decay Time)

The time from when the maximum tonal change is
reached until the Sustain Level is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[SUSTAIN] (Sustain Level)

The cutoff frequency level at which the tonal change
will stabilize.

Raising this setting will also raise the cutoff frequency.

[RELEASE] (Release Time)

The time from when the keyboard is released until the
sound disappears.

Higher settings will cause the tonal change to occur
over a longer time.
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Specifying the depth of the envelope
(Filter Envelope Depth)
This setting adjusts the depth of the filter envelope.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [DEPTH] knob to adjust the Filter
Envelope Depth setting.

A4

ENVETCY & . DEPTH ~
]

LFo1 O

EFFECTS O

Range: -63-+63

Rotating the knob toward the right of center will pro-
duce a greater change in the brightness. If the knob is
rotated toward the left of center, the shape of the enve-
lope will be inverted, and the brightness will change
more greatly as the knob is rotated further.

When setting Envelope Depth to a positive (+) value,
the effect of the filter envelope will be easier to hear if
you set a lower cutoff frequency. (With negative (-)
Envelope Depth values, set a higher cutoff frequency.)

With both the FILTER and ENVELOPE indicators lit,
hold down [ENVELOPE/LFO1/EFFECTS], and use
[INC] [DEC] or the [VALUE] dial to set the Filter
Envelope Depth.
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”

Making More Detailed Settings

1. Press NUMBER [4] (FILTER).
The display will show the FILTER setting page.

2. Use PAGE [<] [>] to switch parameters and
edit them.

4 CLP
Cio)— S5
“
FILTER: Tupe
{LFFIBFFIHFFIPEG
FILTER: Crbof

FLEZFILZFE 81 8

FILTER: Cutoff EF)
1+5E1+5E1 +50] +50

(FILTER: Fezonance |
I 541 &4l 81 g

FILTER:Reza Uzlo
P+581+501+381 +58

F-ENU: Erw Derth
1 -631+631 631 +63

(F-ENU:Uelo Curve
1 1F 21 31 4

F-ENU: Uelo Sens
1 81 61 61 8

F-ENU:Uelo Timel
1 81 ol 61 8

F-EMUzlelo Timed
i 81 Bl Bl B8

F-ENU:  Time KF]
1+701+761 +781+70

F-ENV: [AITimel]
1 181 191 1@l 18]

F~ENU: Time2
1 a1 8l 81 @

F-ENU:  [D1Time3
I 381 381 I8l 20

F-ENU:  [R1Timed
i1 el a8t g

F~ENU: Levell
112711271 1271127

(F-ENU: Level2
1127112711271127)

F-ENU: [S]Level3]
1127112711271127]

F-ENU: Leveld
1 81 81 a1 @8 ‘}

Type (Filter Type)
This is the setting page for “Selecting the type of filter
{Filter Type)” (p. 61).

Cutoff (Cutoff Frequency)
This is the setting page for “Brightening the sound
(Cutoff Frequency)” (p. 62).

Cutoff KF (Cutoff Frequency Key Follow)
This setting causes the cutoff frequency to be affected
by the key position.

Cutoff frequency
(Octave)

/ +50
+1
o * 0
B8 il SRRt / : e
-50
g 2. £ s SIITTIPI
\ -100
c1 c2 c3 c4 cs G €7 Key

Range: -100-+200

With positive (+) settings, the cutoff frequency will
also rise as you play higher notes. With negative (-)
settings, the cutoff frequency will become lower as
you play higher notes.

+100: When you move 12 notes upward from C4 on
the keyboard, the cutoff frequency will rise one
octave.

+200: When you move 12 notes upward from C4 on
the keyboard, the cutoff frequency will rise two
octaves.

0: The cutoff frequency will be the same for all
notes.

-100: When you move 12 notes upward from C4 on
the keyboard, the cutoff frequency will fall one
octave.

If you set Cutoff Frequency to a value of approximate-
ly “64,” the key follow effect will be easy to hear.

On acoustic instruments, the tone also changes as the
pitch moves upward or downward. For example, the
sound of a piano becomes slightly more mellow as
you play higher notes. To simulate this type of effect,
set Key Follow to approximately 70.

Resonance
This is the setting page for “Adding a distinctive char-
acter to the sound (Resonance)” (p. 63).
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Reso Velo (Resonance Velocity
Sensitivity)

Specifies how resonance depth will be affected by
your playing dynamics on the keyboard.

Range: -100-+150

With positive (+) settings, playing the keyboard more
strongly will cause the change to be greater. With neg-
ative (-) settings, playing the keyboard more strongly
will cause the change to be less.

Env Depth (Filter Envelope Depth)
This is the setting page for “Specifying the depth of
the envelope (Filter Envelope Depth)” (p. 64).

Velo Curve (Filter Envelope Velocity
Curve)

Select the curve of change with which the force of your
playing on the keyboard will affect the amount of
change produced by the filter envelope.

Range: 1-7

e e

Velo Sens (Filter Envelope Velocity
Sensitivity)

Specifies how the force of your playing on the key-
board will affect the filter envelope.

Range: -100-+150

With positive (+) settings, the tone will change more
as you play more strongly on the keyboard. With neg-
ative (-) settings, the tone will change less as you play
more strongly on the keyboard.

[ If you wish to change the loudness of notes
played on the keyboard...
1= “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

With positive (+) settings of Velocity Sensitivity, the
sound will be brighter for strongly-played notes, and
darker for softly-played notes.

The four front panel knobs [ATTACK] / [DECAY] /
[SUSTAIN] / [RELEASE] can be used to set the most
commonly-used parameters of the filter envelope, but
the JX-305 also allows you to make more detailed filter
envelope settings.
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Cutoft
frequency
o+ Time1(A)  Time2 Time3(D; Timed(R)
[’}
A Levelt Level2 Level3(S) A Leveld Time
Key on Key off

Time1-4 (Filter Envelope Time 1-4)
Specifies the time until the next cutoff frequency is
reached. You can set the four values Timel—4.

Range: 0-127

Higher settings will lengthen the time until the next
cutoff frequency is reached.

* The front panel [ATTACK] (Attack Time) corresponds to
Timel, [DECAY] (Decay Tinte) to Time3, and
[RELEASE] (Release Time) to Time4.

Level1-4 (Filter Envelope Level 1-4)

Specifies the cutoff frequency at each level. You can set

the four values Levell—4.

Range: 0-127

Higher settings will also raise the cutoff frequency.

* The front panel [SUSTAIN] (Sustain Level) corresponds
to Level3.

Velo Time1 (Filter Envelope Velocity
Time 1 Sensitivity)

Specifies how the dynamics of your playing on the
keyboard will affect Timel.

Range: -100—+100

With positive (+) settings, Timel will become faster as
you play the keyboard more strongly. With negative (-)
settings, Timel will become slower as you play the
keyboard more strongly.

Velo Time4 (Filter Envelope Velocity
Time 4 Sensitivity)

Specifies how the speed at which you release the key-
board will affect Time 4.

Range: -100-+100

With positive (+) settings, Time4 will become faster as
you release the keyboard more quickly. With negative
(-) settings, Time4 will become slower as you release
the keyboard more quickly.
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e

Time KF (Filter Envelope Time Key
Follow)

This setting causes the filter envelope times (Time
2/3/4) to be affected by the location of the key that
you press.

Relative to the envelope at the C4 note, higher settings
of this parameter will cause the times to change more
greatly.

Range: -100-+100

With positive (+) settings, the times will become short-
er as you play higher notes. With negative (-) settings,
the times will become longer as you play higher notes.

For example, the notes of a piano change more rapidly
in tone as their pitch rises (i.e., as you play up the key-
board). You can simulate this by setting Time Key
Follow to a positive (+) setting.

Settings Related to Volume

and Pan (Amplifier)

The AMP (amplifier) parameters contain settings relat-
ed to the volume and the position of the sound on the
stereo sound field.

Adjusting the Volume and Pan

Adjusting the volume of each tone
(Tone Level)

This setting adjusts the volume of each tone. This is
used mainly to adjust the volume balance between
tones.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
AMP indicator light.

2. Rotate the [LEVEL] knob to adjust the Tone
Level sefting.

FILTER ; )

CUTOFF
]
AMP & & LEVEL
]
O PORTA TIME

LEUVEL: Tone Lewsl
1278110 =B 2Q

Range: 0-127

As the knob is rotated further clockwise, the volume
will increase. As it is rotated counterclockwise, the
volume will decrease.

* The overall volume of the entire patch can be modified and
memorized for each pattern as the Setup parameter Part
Level. The Tone Level setting will be multiplied by this
value.

1 = “Adjusting the volume of each part (Part

Level)” (p. 33)

Adjusting the pan for each tone (Tone Pan)
This parameter sets the stereo location for each tone.

1. In the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times to make the
AMP indicator light.

2. Rotate the [PANPOT] knob to set the Tone
Pan value.

FILTER ; )

' RESONANCE
AMP -:’:- PANPOT
e} FINE TUNE
FRHE Torwe Fan
fLedl  BEEIRIBIR

Range: L64-63R

As the knob is rotated further clockwise, the stereo

location will shift toward the right. As it is rotated

counterclockwise, the location will shift toward the
left.

* The pan of the overall patch can be modified and set for
each pattern by the Setup parameter Part Pan. The Tone
Pan value will be added to this setting.

0 e “Adjusting the pan of each part (Part Pan)”

(p. 33)

Causing pan to change randomly
(Random Pan Switch)

This setting causes the stereo location to change ran-
domly each time a note is played.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
AMP indicator light.

2. Hold down [FILTER/AMP/PITCH] and use
[INC] [DEC] or the [VALUE] dial to turn the
Random Pan Switch on/off.
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FAM:  BEnd Pan S
FOFFEOFFIOFFROFF

DEC  INC
()
OFF ON

* The Tone Pan setting will be ignored by Tones for which
the Random Pan Switch is turned on.

Creating Time-Variable Change
in Volume (Amplifier Envelope)

On acoustic instruments, change in volume occurs
over the duration of each note. For example, on a
piano, the volume reaches the maximum level imme-
diately, and then gradually decays to silence (decay-
type instruments). On instruments such as an organ,
the volume remains constant as long as the note is
held (sustaining instruments). The A-ENV (amplifier
envelope) parameters let you specify this type of time-
varying change in volume (the Amplifier Envelope).

Piano Organ
Level Level
+ +
0 0
Time Time

Amplifier envelope settings

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
AMP indicator light,

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [ATTACK] / [DECAY] / [SUSTAIN] /
[RELEASE] knobs to set the amplifier enve-
lope values.

Range: 0-127

With both the AMP and ENVELOPE indicators lit,
hold down [ENVELOPE/LFO1/EFFECTS], and use
[INC] [DEC] or the [VALUE] dial to set the Amplifier
Envelope Attack Depth.
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Attack Decay Sustain Release

Ltevel
* A..D A Leveli=Level2=127
Time2=0
S
0 ; i Time
Key on Key off

A-EMU: [HITimel
Iozal 2l 281 28
A-EHL: [DITimed
P2l 261 2o0f 2B

A-ERLE [51lewsll
P12FHIEVI1I2FN1ET

A-EHMU:  [RITimed
1 461 461 481 40

[ATTACK] (Attack Time)

The time from when the keyboard is played until the
maximum volume is reached.

Higher settings will cause the volume to change over a
longer time.

[DECAY] (Decay Time)

The time from when the maximum volume is reached
until the Sustain Level is reached.

Higher settings will cause the volume to change over a
longer time.

[SUSTAIN] (Sustain Level)
The level at which the volume reaches a steady state.
Higher settings will also raise the volume.

[RELEASE] (Release Time)

The time from when the keyboard is released until the
volume decays to silence.

Higher settings will cause the volume to change over a
longer time.

Making More Detailed Settings

1. Press NUMBER [5] (AMPLIFIER).
The display will show the AMPLIFIER setting page.

2. Use PAGE [<] [>] to switch parameters and
edit them.
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A-ENU: Level?]
1127112711271127
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112701271127 127 Y

Tone Level
This is the setting page for “Adjusting the volume of
each tone (Tone Level)” (p. 67).

Bias

The Bias parameters specify how the key position will
affect the Tone Level. This can be used to simulate the
way in which the volume of an acoustic instrument
changes according to the location (pitch) of the note.

Bias Dir (Bias Direction)

Select the keyboard area(s) that will be affected above

and/or below the specified Bias Point.

Available settings:

LWR: The volume will be modified for the keyboard
area below the note specified as the Bias Point.

UPR: The volume will be modified for the keyboard
area above the note specified as the Bias Point.

L&U: The volume will be modified symmetrically
toward the left and right of the note specified
as the Bias Point.

ALL: The volume will be modified linearly from the
note specified as the Bias Point.

Bias Point

Specifies the key relative to which the volume will be
modified.

Range: C-1-G9

Bias Level

Adjusts the slope of the volume change that will occur

in the direction specified by Bias Direction.

Range: -100—+100

With positive (+) settings, the slope of volume change

will increase in the positive (+) direction. With nega-

tive (-) settings, the slope of volume change will

increase in the negative (-) direction.

* Even with positive (+) settings of this parameter, the vol-
ume cannot exceed the maxinum level,

Bias Level LWR UPR Bias Level
o L i 0
Gt Bias Point Go c1 Bias Point Go
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If you use two tones and set a Bias Direction of “UPR”
for one and “LWR” for the other, the two tones will
fade smoothly into each other as you play across the
Bias Point. (This is known as “key crossfade.”)

T1 T2
Bias Dit  [LWRUPR
Bias Point | A4 E3
Bias Level{ -50 -50

By setting Bias Direction to “L&U,” you can create
sounds that are heard only in a specific area of the
keyboard.

T1
Bias Dir  |L&U

Bias Point | C4
Bias Level | -50

Tone Pan
This is the setting page for “Adjusting the pan for each
tone (Tone Pan)” (p. 67).

Pan KF (Pan Key Follow)
This parameter causes the stereo location to change
according to the key that is played.

Pan
R +100
+50
o 0
-50
L mqgo__, Key

C1 c2 C3 [+ Cc5 Ccé

Range: -100—+100
With positive (+) settings, the sound will move toward
the right as you play higher notes. With negative (-)
settings, the sound will move toward the left as you
play higher notes.

Rnd Pan SW (Random Pan Switch)

This is the setting page for “Causing pan to change
randomly (Random Pan Switch)” (p. 67).
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Alt Pan Dpth (Alternate Pan Depth)

This parameter causes the stereo location of the sound
to alternate between left and right each time a note is
played.

Range: L63-63R

When this parameter is set in the L direction, the
sound will alternate in the order of left — right —
left— right. When set in the R direction, the sound will
alternate in the order of right — left— right— left.
Higher settings will cause greater change.

By using two tones and setting the Alternate Pan
Depth of one to “L63” and of the other to “R63,” you
can make the two tones switch places alternately.

Velo Curve (Amplifier Envelope
Velocity Curve)

Select the curve at which the strength of your playing
on the keyboard will affect the depth of the amplifier
envelope.

Range: 1-7

Ll L L

Velo Sens (Amplifier Envelope Velocity
Sensitivity)

Specifies how the depth of the amplifier envelope will be
affected by the strength of your playing on the keyboard.
Range: -100-+150

With positive (+) settings, the volume will increase as
you play more strongly on the keyboard. With nega-
tive (-) settings, the volume will decrease as you play
more strongly on the keyboard. If this is set to “0,” the
volume will not be affected by the strength of your
playing on the keyboard.

If you wish to change the loudness of notes
played on the keyboard...

v “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

If velocity sensitivity is set to a positive (+) value, the
volume will be loud when you play strongly and soft
when you play softly. As this value is increased, the
volume difference between strongly played and softly
played notes will gradually increase.

The four front panel knobs [ATTACK] / [DECAY] /
[SUSTAIN] / [RELEASE] can be used to set the most
common-used parameters of the amplifier envelope,
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but the ]X-305 also allows you to make more detailed
amplifier envelope settings.

Level
+ Time1(A Time2 Time3(D) Time4(R)
[}
Levell Level2 Level3(S) Time
Key on Key off

Time1-4 (Amplifier Envelope Time 1-4)
Specifies the time until the next level point is reached.
This can be set for each of the four parameters Time
1-4.

Range: 0-127

Higher settings will lengthen the time until the next
level point is reached.

* The front panel parameter [ATTACK] (Attack Time) cor-
responds to Timel, [DECAY] (Decay Time) to Time3,
and [RELEASE] (Release Time) to Timed.

Level1-3 (Amplifier Envelope Level

1-3)

These parameters specify the volume at each point.

You can set the three points Levell-3.

Range: 0-127

Higher settings will also raise the volume.

* The front panel [SUSTAIN] (Sustain Level) corresponds
to Level3.

Velo Timel (Amplifier Envelope
Velocity Time 1 Sensitivity)

Specifies how Timel will be affected by the strength of
your playing on the keyboard.

Range: -100—+100

With positive (+) settings, Timel will become faster as
you play the keyboard more strongly. With negative
(-) settings, Timel will become slower as you play the
keyboard more strongly.

By setting Velocity Time 1 Sensitivity to positive (+)
settings you can create volume changes that will be
appropriate for strings-type sounds. The volume
attack will be gradual for softly-played notes, and
faster for strongly-played notes.

Velo Time4 (Amplifier Envelope
Velocity Time 4 Sensitivity)

Specifies how Time 4 will be affected by the speed at
which you release the keyboard.

Range: -100—+100

With positive (+) settings, Time4 will become faster as
you release the keyboard more quickly. With negative
(-) settings, Time4 will become slower as you release
the keyboard more quickly.

Time KF (Amplifier Envelope Time Key
Follow)

This parameter specifies how the amplifier envelope
times (Time2/3/4) will be affected by the key location.
Relative to the envelope of the C4 note, higher settings
of this parameter will cause greater change in enve-
lope times.

Range: -100-+100

With positive (+) settings, envelope times will become
shorter as you play higher notes. With negative (-) set-
tings, envelope times will become longer as you play
higher notes.

On instruments such as a piano, the volume decays
more rapidly for higher notes. This can be simulated
by setting Time Key Follow to positive (+) settings.

Delay Start

For example, by setting Levell to “0” and adjusting
Timel [ATTACK] appropriately, you can create
envelopes in which the sound does not begin until a
certain time after the key is pressed.

Timet{A) Time2 Time3(D) Timed(R)

|

Levell Level2 Level3(S)
Key on Key off

Applying Cyclic Changes to
the Sound (LFO)

The LFO (Low Frequency Oscillator) applies cyclic
change to the sound. The JX-305 has two LFOs
(LFO1/LFO2), and each of these can be used to modi-
fy the pitch, cutoff frequency or volume of each tone to
create effects such as vibrato, wah and tremolo. Since
both LFOs have the same parameters, the following
explanation will cover both of them.

71



Chapter 5. Creating Original Sounds (Patch Edit)

Selecting the Waveform That
Will Modulate the Sound
(LFO1 Waveform)

Select the output waveform for LFO1. The sound will
be modulated in the same shape as the selected wave-
form.

1. In the REALTIME MODIFY section, press
[ENVELOPE/LFO1/EFFECTS] several times to
make the LFO1 indicator light.

2. Hold down [ENVELOPE/LFO1/EFFECTS] and
use [INC] [DEC] or the [VALUE] dial to select
the LFO1 waveform.

FTRIISTHEZAWE S0E

/g
N

[LFD1: MEUEFDPH}

VELOPE O DEC  ING
ot () ()
EFFECTS O

Available settings:

TRI (triangle): The sound will be modulated continu-
ously. This is a frequently-used waveform, and is suit-
ed for effects such as vibrato.

SIN (sine wave): The sound will be modulated
smoothly.

SAW (sawtooth wave): When the sound reaches the
upper value, it will return to the original position and
begin rising again.

SOQOR (square wave): The sound will be modulated as
if it were being switched between two positions.

TRP (trapezoid wave): The sound will be modulated
as if it were being switched between two positions.
The curve at the transitions differs from square wave.
S&H (sample & hold): This setting causes the sound
to change unpredictably, and is suitable for creating
sound effects.

RND (random): This setting causes the sound to
change unpredictably, and is suitable for creating
sound effects.

CHS (chaos): This setting causes the sound to change
unpredictably without regard to frequency, and is
suitable for creating sound effects.

* When CHS (chaos) is selected, the LFO rate setting will
be ignored.
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TRI SIN SAW
RND CHS

mwwww

Adjusting the Speed of
Modulation (LFO1 Rate)

Here’s how to adjust the modulation speed of LFOL.

1. In the REALTIME MODIFY section, press
[ENVELOPE/LFO1/EFFECTS] several times to
make the LFO1 indicator light.

2. Rotate the [RATE] knob to adjust the LFO1
rate.

ENVELOPE l /\/\/\A/

LFO1- .-

EFFECTS O REVERB LEVEL
LFOL: Fate
boalizve gl J

Range: 0-127

As the knob is rotated further clockwise, the sound
will be modulated more rapidly. As the knob is rotate
further counterclockwise, the sound will be modulat-
ed more slowly.

When LFO Tempo Sync (p. 74) is “ON,"” you can speci-
fy this parameter in terms of a note value.

Range: O Fg FFEa FFa E. Fla F. Tl3
J.Jdal. Jead. oHz=_H,
880

At this time rotating the knob toward the right will
cause the sound to be modulated more slowly.

LFO1
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* LFO Rate settings are common to PITCH (pitch), FIL-
TER (brightness) and AMP (volume). The rate cannot be
set independently for these three.

Adjusting the Depth of
Modulation (LFO1 Depth)

For each parameter, you can adjust the depth of the
LFO effect.

Range: -63-+63

The effect will increase as the knob is rotated further
toward the right of center. Rotating the knob toward
the left of center will invert the waveform, and the
effect will increase as the knob is rotated further
toward the left.

Adjusting the depth of pitch modula-
tion (LFO1 Pitch Depth)

By cyclically modulating the pitch you can create a
vibrato effect.

1. In the REALTIME MODIFY section, press
[ENVELOPE/LFO1/EFFECTS] several times to
make the LFO1 indicator light.

2. Rotate the [PITCH DEPTH] knob to adjust
the vibrato depth.

ENVELOPE ; )

SUSTAIN
]
LFO1-@~ PITCH DEPTH
]
EFFECTS O MULTI CTRL1

[LFDI:PiLch Derthb

| -E31+E3 1631463

Adjusting the depth of cutoff frequen-
cy modulation (LFO1 Filter Depth)

By cyclically modulating the cutoff frequency you can
create a wah effect.

1. In the REALTIME MODIFY section, press
[ENVELOPE/LFO1/EFFECTS] several times to
make the LFO1 indicator light.

2. Rotate the [FILTER DEPTH] knob to adjust
the wah depth.

ENVELOPE ; )

RELEASE
) !
LFO 1~ ,:— FILTER DEPTH
EFFECTS O MULTI CTRL2

P22 +E3) -3  +232

LFDi:FilterEEPthl

Adjusting the depth of volume modu-
lation (LFO1 Amplifier Depth)

By cyclically modulating the volume you can create a
tremolo effect.

1. In the REALTIME MODIFY section, press
[ENVELOPE/LFO1/EFFECTS] several times to
make the LFOT indicator light.

2. Rotate the [AMP DEPTH] knob to adjust the
fremolo depth.

ENVELOPE ( ) v DEPTH ™~

LFO 1-:‘:- AMP DEPTH
)
EFFECTS O MULT! CTRL3
LFO1:  Ame Derth
| -E3f 4R35l —a3l +3
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Changing the time over which the
maximum (minimum) modulation is
reached (LFO1 Fade Time)

Specifies the time over which the LFO amplitude will
reach the maximum (minimum) after the LFO1 Delay
Time has elapsed.

1. In the REALTIME MODIFY section, press
[ENVELOPE/LFO1/EFFECTS] several times to
make the LFO1 indicator light.

2. Rotate the [FADE TIME] knob to adjust the
fade time.

ENVELOPE ; )

LFO 1-:6:- FADE TIME
EFFECTS O DELAY LEVEL
LFGl: Fade Time
1 8l Bl11271127
Range: 0-127

Higher settings will produce longer times.
Refer to the diagrams for Fade Mode.

(] = “LFO/LFO2 Fade Mode" (p. 75)
& “LFO1/LFO2 Delay Time” (p. 75)

* The LFO2 parameters cannot be edited using the buttons
and knobs in the REALTIME MODIFY section.

Making More Detailed Settings

1. Press NUMBER [6] {LFO).
The display will show the LFO setting page.

2. Use PAGE [<] [>] to swikh parameters and
edit them.,

* Use this method to edit LFO2 parameters.
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1-631+631-631 +63

LFO1:FilterDerth LFO2:FilterDerth
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[LFO1: Ame Derth LFO2: FAmp Depth
1-631+631 531 +63 1631 +631 631 +63
LFO1: Pan Derth LFO2: Pan Derth

1-631+631-631+63] | |

v

Waveform (LFO1/LFO2 Waveform)

This is the setting page for “Selecting the Waveform
That Will Modulate the Sound (LFO1 Waveform)” (p.
72).

1-631+631-631 +63

-

Rate (LFO1/LFO2 Rate)

This is the setting page for “Adjusting the Speed of
Modulation (LFO1 Rate)” (p. 72).

Tempo Sync (LFO1/LFO2 Tempo Sync)
This parameter synchronizes the LFO modulation fre-
quency to the tempo of the pattern.

Available settings:

ON : The modulation speed will be synchronized to
the tempo, and the LFO Rate parameter can be
set in terms of a note value.

OFF : The modulation speed will be determined by
the LFO Rate setting, regardless of the tempo.
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Key Sync (LFO1/LFO2 Key Sync)
This parameter synchronizes the LFO cycle to the tim-
ing at which the keyboard is played.

Available settings:
ON : The LFO cycle will begin when the keyboard is
played.

OFF : The same LFO waveform will be output regard-
less of the timing at which the keyboard is
played.

ON VAN S ANEES AN AN
NN R

Y. AN AN/
;\/ AVARRY V4
Keylon Key on Key on

When Key Sync is on, the LFO waveform will begin
for each note when it is played, producing a spacious
sound with a sense of movement. When Key Sync is
off, a single LFO waveform will be applied to all notes,
producing a unified sound. When you wish to empha-
size the effect (vibrato etc.), you may want to turn this
parameter off. Also, when Tempo Sync is on, leaving
Key Sync off will allow you to synchronize precisely
to the tempo of the pattern.

Fade Mode (LFO1/LFO2 Fade Mode)

Select the way in which the LFO effect will be applied.
Available settings:
Onl (On-In): The effect will be applied gradual-
ly, after the keyboard is played.
OnO (On-OUT): The effect will be applied immedi-
ately when the keyboard is played,
and will gradually disappear.

The effect will be applied gradual-
ly, starting when the keyboard is
released.

The effect will be applied while the
keyboard remains played, and will
gradually disappear after it is

OfI (Off-In):

OfO (Off-Out):

released.

Delay Fade Dela; Fade
Jime, Time O nl Timey Time On O
LFO LFO
Depth Depth
i

Delay Fade Delay Fade

T Time . oft . Time Time Ofo

me

LFO iLFO
Depth iDepth

M
a VYV

Delay Time (LFO1/LFO2 Delay Time)
Depending on the Fade Mode setting, specify the time
over which the LFO will be applied or the time over
which it will continue, etc.

Range: 0-127

Higher settings will produce longer times.

Fade Mode settings

Onl: Specifies the time from when the keyboard is
played until the LFO begins to be applied.

OnO: Specifies the time that the LFO will continue
after the keyboard is played.

OfI:  Specifies the time from when the keyboard is
released until the LFO begins to be applied.

OfO: Specifies the time that the LFO will continue
after the keyboard is released.

Refer to the diagrams for Fade Mode.

Fade Time (LFO1/LFO2 Fade Time)

This is the setting page for “Changing the time over
which the maximum (minimum) modulation is
reached (LFO1 Fade Time)” (p. 74).

Offset (LFO1/LFO2 Level Offset)

This parameter offsets the LFO waveform upward or
downward from the central value (pitch or cutoff fre-
quency, etc.).

Range: -100-+100

As this value is increased in the positive (+) direction,
the waveform will be moved upward from the central
value. As this value is increased in the negative (-)
direction, the waveform will be moved downward
from the central value.

Pitch Depth (LFO1/LFO2 Pitch Depth)

This is the setting page for “Adjusting the depth of
pitch modulation (LFO1 Pitch Depth)” (p. 73).

Filter Depth (LFO1/LFO2 Filter Depth)

This is the setting page for “Adjusting the depth of
cutoff frequency modulation (LFO1 Filter Depth)”

(p. 73).

Amp Depth (LFO1/LFO2 Amplifier
Depth)

This is the setting page for “Adjusting the depth of
volume modulation (LFO1 Amplifier Depth)” (p. 73).
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Pan Depth (LFO1/LFO2 Pan Depth)
Adjusts the effect that the LFO will have on pan
(stereo location).

Range: -63-+63

Setting values toward the positive (+) side of 0 will
produce a greater change in panning. Setting values
toward the negative (-) side of 0 will invert the wave-
form to change the pan in the opposite direction.

By giving two tones the same rate setting and setting
their Pitch Depth to “+30” and “-30” respectively to
apply opposite-phase LFO, you can create a vibrato
effect in which the pitches change in opposite direc-
tions.

TONE1

JAVAVAVAYA
VAYAYAVAY:

TONE2

LFO1:Pitch Derth
1+301-Z81 91 0

Specifying the Parameters
That Will Be Modified by

Each Controller (Control)

These settings determine how the controllers (pitch
bend lever, modulation lever, aftertouch) will control
the patch parameters etc. of the JX-305.

These settings are divided into three groups, depend-
ing on the controller involved.

Modulation Lever

This controller is used to apply vibrato or add various
effects.

Settings for it are made using the MOD (Modulation)
parameters.

Pitch Bend Lever

This controller is normally used to control the pitch.
Settings for it are made using the BEND (Pitch Bend)
parameters.

Aftertouch

Aftertouch is a function which produces various types
of change in the sound as you apply pressure to the
keyboard after playing a note.

Settings for it are made using the AFT (Aftertouch)
parameters.
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1. Press NUMBER [7] (CONTROL).
The display will show the CONTROL setting page.

2. Use PAGE [<] [>] to switch parameters and
edit them.

- .
g
MCREIRTIN

=30 BEND: Eend Up
v 1 4 +17

EBEMD:
L4

Eend Doun
42

tMaD: Control 1
ILZPEILZPILZPIL2P

[mao: Ctrll Desth

BEMD: Control 1
IL2FILZFIL2FIL2F

BEND:Ctrl) Derth
F+631+631+631+63

AFT: Control 1§
FL2RIL2AIL2AIL2A

AFT: Cirll Derth
F+E31+6T1+631 463

1 +631 4631 +631 463

MODe Control Z|I[BEMD: Control 2||AFT: Control 2
F0FF 1 OFF | OFFLOFF | {1 OFF I OFF | OFF I OFF | || OFF | OFFEGFF | OFF

tM0D: Ctrl12 Depth}|BEND:Ctr12 Depth||AFT: Cirl2 Derth
F+631+631 +631 +63 {1 +631+6T) +631 +63 | {1 +631 +E31 +631 +63

Control 3
OFFIOFFIOFFIOFF

AFT: Cirl3 Depth
1+631+631+631 463

D2 Control 3{|BEND: Control 3||RFT
IOFF|OFFIOFFIUFF FOFF1OFFIOFFVOFF

MOD: Ctrl3 Depth|iBEND:CLr13 Depth
FHESI+631+631+63) 14631 +631 +631+63

Control 4||BEND: Control 4||RFT: Control 4
IOFFIOFFIDFFIOFF 10FF10FFLOFF 1OFF | || OFF L OFF1 OFF } OFF

MaD: Ctrld Depth|{BEND:Ctrld Depthi|AFT: Ctrld Deeth
P+E31+631 +631+63] 1 +631 +631+631+63| [ +631+631 +631 +63

Adjusting the Range of Pitch
Bend (Bend Range)

Bend Up/Down

Specifies the amount of pitch change (in semitone
units) that will occur when the pitch bend lever is
operated. You can make independent settings for
movement to the right (raising the pitch) and left (low-
ering the pitch).

Available settings:

Bend RangeUp  :0-+12

Bend Range Down: 0 --48

Higher settings will result in a greater pitch change
when the pitch bend lever is moved to the left or right.
For example, if Bend Range Up is set to “+12,” the
pitch will rise one octave when the pitch bend lever is
moved to the right-most position.
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L

Control 1/2/3/4
(Control Destination 1/2/3/4)

Select the parameters that will be controlled when
each controller is operated. For each controller, you
can assign up to four parameters for each tone
(Control 1 through Control 4).

Available settings:

OFF: No control

PCH: Pitch

CUT: Cutoff Frequency (p. 62)

RES: Resonance (p. 63)

LEV: Tone Level (p. 67)

PAN: Tone Pan (p. 67)

L1P: LFO1 Pitch Depth (Vibrato) (p. 73)

L2P: LFO2 Pitch Depth (Vibrato) (p. 75)

L1F:  LFO?1 Filter Depth (Wah) (p. 73)

L2F:  LFO2 Filter Depth (Wah) (p. 75)

L1A: LFO1 Amplifier Depth (Tremolo) (p. 73)

L2A: LFQ2 Amplifier Depth (Tremolo) (p. 75)

Lip: LFO1 Pan Depth (p. 76)

L2p: LFO2 Pan Depth (p. 76)

L1IR: LFO1 Rate (p. 72)

L2R: LFO2 Rate (p. 74)

Ctrl 1/2/3/4 Depth
(Control 1/2/3/4 Depth)

Specifies the amount of change that will occur for each
parameter selected as a control destination.

Range: -63—+63

Setting values toward the positive (+) side of 0 will
produce a greater change. Setting values toward the
negative (-) side of 0 will invert the waveform to
change in the opposite direction.

* Parameters that are modified using controllers are modi-
fied only temporarily. The value of the parameter itself is
not directly changed.

Example of settings
Using LFO2 to apply vibrato controlled by the modu-
lation lever

MOD: Cirll Derth

MaD: Control 1
a3 +631+631 +63

TLZPILZPILZPILZP

For each tone, set the 1LFO2 Pitch Depth to “0,” and the
LFO2 Rate to approximately “90” (p. 75, 74).

Using the modulation lever to change the cutoff fre-
quency

‘moo:

Control 1| [MOD: Ctrll Derth
ICUTICUTICUTICUT) |1

+631+631 4631 +63

Set the cutoff frequency of each tone to approximately
“60” (p. 62).

Using the pitch bend lever to change the panning

BEMD:CLr1l1l Derth

BEND: Contreol 1
14631 -631+631 -63

1 FANIPANEPANTPAN

For each tone, set the Tone Pan to “0,” and the Bend
Range Up/Down to “0” (p. 67, 76).

Using aftertouch to bend down

AFT: Control 1] |[AFT: Ctrll Depth
FPCHI PCHIPCHIFPCH| [1-631-631-631-563

Settings Common to the

Entire Patch (Common)

Here you can make settings that are common to the
entire patch.

Smoothly Changing the Pitch

(Portamento)
You can make settings to apply a portamento effect.

Portamento

Portamento is a function that smoothly connects the
pitch of one note to the next. When the Solo switch is
on, you can apply portamento to simulate the slide
performance technique sometimes used on instru-
ments such as violin.

Turning portamento on/off
(Portamento Switch)
Turn this on when you wish to use portamento.

1. Press [PORTAMENTO].
The indicator will light, and portamento will be turned
on.

PORTAMENTO | e T Sy E H T 8 =l

b O
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Adjusting the time over which the
pitch will change (Portamento Time)
You can adjust the time over which the pitch will
change when portamento is used.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Rotate the [PORTAMENTO TIME] knob to set
the portamento time value.

FILTER ;) CUTQOFF

INVIEE O LEVEL
A,
PITCH -’.\-?ORTA TIME
i

PORTAMEMTOS Time}

F £od

Range: 0-127

As the knob is rotated further clockwise, the pitch will
take a longer time to reach the next note. As the knob
is rotated counterclockwise, the pitch of the next note
will be reached more quickly.

Making More Detailed Settings

EDIT 1

80
s
= =

\
[

B Salo S

3 O
SOLOiSoln Ledato
3 M
PORTHMEHT O S
» M
[FORTAMEHTD: Hode
2 HIOREMEL

FORTAMEHT: Ture
L4 FRTE

FORTAMEHTO: Shart
] FITCH
FORTAMEHTO: Time
F 160

S T o s e e Fei
TE2R 11 ttmmmmme o v e fug

Ry Y —

Zdrl = ———— fug

COM: Booster 182
b 8

COM: Booster 3&4
[ %)

COM:Stretch Tune
b OFF

You can make settings that specify how the tones are
combined and how the patch will be played, etc.

1. Press NUMBER [1] (COMMON).
The display will show the COMMON setting page.

2. Use PAGE [<] [>] to select parameters and
edit them,
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[COM:  U-Priority
b LAST

COM: Kew Range L
TCHLICHIICHLIICH]

COM: Kew Range U
1G 921G 291G 916 9

COM: Uelo Range
3 OFF

COM:lelo Range L
(I B R |

COM:Uelo Range U
F127112711271127

COM: Uelo X-Fade
1127112711271127 Y

J

Solo SW (Solo Switch)

By turning on the Solo switch, you can play mono-
phonically (one note at a time). It is effective to turn
Solo on when playing synth lead or synth bass sounds.
Range: OFF, ON
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)

Solo Legato (Solo Legato Switch)

Solo Legato is a function that can be applied when the
Solo Switch is on. When Solo Legato is on, playing a
note while the previous note is still held will cause
only the pitch to change, without generating a new
attack. This creates a smooth transition between notes,
which is effective when you wish to simulate the ham-
mering-on and pulling-off techniques used by a gui-
tarist.

Range: OFF, ON

Level
Solo SW=0ON Solo SW = ON
Solo Legato = ON Solo Legate = OFF
‘\{.-'
13 i i [ 4 4 -nme
C4 E4 CaE4 c4 E4 C4E4

Keyon Keyon Keyof Keyon Keyon Key ot

Portamento SW (Portamento Switch)
This is the setting page for “Turning portamento
on/off (Portamento Switch)” (p. 77).

Portamento Mode

Select the performance technique by which portamen-

to will be applied.

Available settings:

NORMAL : Portamento will always be applied.

LEGATO :Portamento will be applied for notes
played legato (i.e., notes played before
the previous note is released).

Portamento Type

Select the type of the portamento effect.

Available settings:

RATE : The time over which the pitch change occurs
will depend on the distance between the two
pitches.

TIME : The pitch change will occur over a fixed time,
regardless of the distance between pitches.

Portamento Start (Portamento Start
Pitch)

When portamento is on, pressing another key during
the pitch change will cause a new pitch change to
begin. This parameter specifies the pitch at which the
change will begin.

Available settings:

PITCH : When another key is pressed while the pitch
is changing, the new portamento movement
will begin from the pitch at that moment.

NOTE : The new portamento movement will begin

from the pitch toward which it had been
moving.

Pitch
PITCH 1 NOTE
[o1:] Cs)
o /. o
Caf-r / Capr /
; i i - Time
C4 cs D4 C4 C5 D4
Key Key Key Key Key Key
on on on on on on

Portamento Time

This is the setting page for “Adjusting the time over
which the pitch will change (Portamento Time)” (p.
78).

Struct 1&2/3&4 (Structure Type)
Specifies how tones 1 and 2 will be combined (Strc
1&2), and how tones 3 and 4 will be combined (Strc
3&4).

The display will show how the Tones are combined.

Shicl =g F = f =z
1.: b'l:-l |_-,I———‘J

Structure  Structure
1&2 Type

The displayed symbols have the following meanings.
li}: Wave/Pitch 1 (3)

1: Wave/Pitch 2 (4)

F: Filter 1 (3)

£ : Filter 2 (4)

[ Amplifier 1 (3)

5: Amplifier 2 (4)
[3: Booster

[1: Ring Modulator

Abbreviations shown for each type have the following
meanings.

W/P:  Wave/Pitch

FILTER: Filter

AMP:  Amplifier

B: Booster

R: Ring Modulator
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TYPE1

TYPE2

TYPE4 |

TYPES |eeees

TYPEG

TYPE7

‘
TYPEB oo
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TYPE 1:

TYPE 2:

TYPE 3:

TYPE 4:

TYPE 5:

TYPE 6:

TYPE7:

TYPE 8:

TYPE 9:

TYPE 10:

This is the most basic type. Tones 1 and 2 (3
and 4) are independent. Select this when
you wish to utilize the waveform of each
tone without change, or when you wish to
layer tones to create a richer sound.

This type combines the two filters to
strengthen their characteristics. The AMP of
tone 1 (3) will control the volume balance of
the two tones.

This type mixes the sound of tone 1 (3) and
tone 2 (4), applies a filter, and then applies
a booster to distort the waveform.

This type applies a booster to distort the
waveform, and then combines the two fil-
ters. The AMP of tone 1 (3) adjusts the
depth of the booster.

This type uses a ring modulator to create
new overtones, and combines the two fil-
ters. The AMP of tone 1 (3) adjusts the
depth of ring modulation.

This type uses a ring modulator to create
new overtones, and in addition mixes in the
sound of tone 2 (4) and stacks the two fil-
ters. The AMP of tone 1 (3) adjusts the
depth of ring modulation.

This type applies a filter to tone 1 (3) and
ring-modulates it with tone 2 (4) to create
new overtones.

This type applies a filter to tone 1 (3) and
ring-modulates it with tone 2 (4), then
mixes it with the sound of tone 2 (4) and fil-
ters the result.

This type passes the filtered sound of each
tone through a ring modulator to create
new overtones.

This type passes the filtered sound of each
tone through a ring modulator to create
new overtones, and also mixes in the sound
of tone 2 (4).

* With TYPE 2-10 selected, turning off one of the paired
tones will cause the other tone to sound as TYPE 1.
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ﬂ

Booster 1&2/3&4 (Booster Gain)

When a Structure Type of “TYPE3” or “TYPE4" is
selected, you can adjust the depth of the booster.

This can be set for the pair of tones 1 and 2 (Booster
1&2) and for the pair of tones 3 and 4 (Booster 3&4).
Range: 0, +6, +12, +18

Higher settings will produce greater distortion.

Booster
The Booster is a function that increases the input sig-
nal in order to distort it.

In addition to using this for distortion, you can use the
waveform of one of the tones as an LFO to shift the
other waveform up and down, producing an effect
similar to PWM (Pulse Width Modulation). This is
even more effective when used in conjunction with the
Wave Gain of the WAVE/FXM parameters.

AR = “Wave Gain” (p. 56)

Use WG1 as the LFO Adjust the output of WG1
WGH1 AMP

waG2

-\

Waveform shift Location at which
produced by WG1  waveform distorts
will change

Ring Modulator

The ring modulator multiplies the waveforms of two
tones to create many new overtones that were not pre-
sent in either of the original waveforms (inharmonic
overtones). This is suitable for creating unpitched
metallic sounds such as bells.

Stretch Tune (Stretch Tuning Depth)
Select the stretch tuning curve. The selected curve will
affect the way that chords will sound.

Range: OFF, 1-3

When this is “OFF,” equal temperament will be used.
As the value is increased, the pitch difference between
the high range and low range will increase.

Stretch Tuning

Stretch Tuning is a method of tuning used only on
pianos. In general, pianos are tuned so that their high
range is sharper and their low range is flatter than the
equal tempered pitch. This makes chords sound better.

V-Priority (Voice Priority)

Specifies how notes will be prioritized when the maxi-

mum simultaneous polyphony (64 notes) is exceeded.

Available settings:

LAST: The last-played notes will take priority.
If more than 64 notes are played, the
first-played notes will be turned off suc-
cessively.

LOUDEST: The loudest notes will take priority. If
more than 64 notes are played, the notes
with the lowest volume will be turned
off successively.

Key Range L (Key Range Lower)
Specifies the lowest note that the tone will sound.

If a note below this setting is played, it will not sound.
Range: C-1-UPR

Key Range U (Key Range Upper)
Specifies the highest note that the tone will sound.

If a note above this setting is played, it will not sound.
Range: LWR~-G9

By using Key Range Lower and Key Range Upper,
you can cause different tones to sound in different
areas of the keyboard.

[T1 72 T3 T4
KeyRange U |B2 BS E7 F7
KeyRanget |C-1 C3 C5 GO m
c ca C5 ©s F7 G5

* It is not possible to set the Lower value above the Upper,
ar the Upper below the Lower.
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Velo Range (Velocity Range Switch)
Specifies whether or not the Velocity Range settings
will be enabled. By using velocity range settings, you
can cause different tones to sound in response to notes
played at different strengths on the keyboard.

Range: OFF, ON

When this setting is “ON,” the Velocity Range settings
will be used.

If you wish to change the loudness of the notes
played on the keyboard...

= “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

Velo Range L (Velocity Range Lower)
Specifies the lower velocity limit for which the tone
will sound.

The tone will not be sounded by notes played with a
velocity lower than this setting.

Range: 1-UPR

Velo Range U (Velocity Range Upper)
Specifies the upper velocity limit for which the tone
will sound.

The tone will not be sounded by notes played with a
velocity stronger than this setting,.

Range: LWR-127

Level Tone which will sound
127 1
o — =t [l
Velocity=11

.
'
<
&
<
aQ
-&'01—-
L,
Sy
'
'
H
-t
-
[

: |
------------------ U PRRR 12 173
8 velociy=30

Velocity

™" T2 T3
IT1 T2 T3 J

127 80 127
64 0 ©

Velo Range U
Velo Range L.

* It is not possible to set the Lower value above the Upper,
or the Upper below the Lower.

Velo X-Fade (Velocity Crossfade)
Specifies the way in which the volume will change
when a keyboard is played with a velocity that falls
outside the velocity range setting.

Range: 0~127

Higher settings will cause the volume to decrease
more gradually when the velocity falls outside of the
velocity range.
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By using Velocity Crossfade, you can use playing
dynamics on the keyboard to smoothly connect two
tones.

Level
TONE1 TONE2 | Velo Range L
A-ENV
/ \ Velo Sens
40 60 Velocity

Saving Patches You’ve

Created (Patch Write)

After you've created a patch you like, do this to save it
as a User Patch:

1. Make sure the pattern is stopped.

2. Press [PATCH] to access the Patch Select
page.

If you've modified the patch settings, an asterisk “*”

will be displayed at the left of the number, indicating

that the selected patch has been modified (edited).

Be aware that if you select a different patch without

saving the modified patch, your changes will be lost.

3. Hold down [SHIFT] and press [WRITE].

The indicator will blink.

The following display will appear, and the “ " (cur-
sor) will appear at the left of the group.

UTILITY
( ) = 555

FATCH WETE Usall
Lead TR 1

If you do not wish to change the number or name, you
can omit steps 4-8.
If you decide not to save the patch, press [EXIT].

4. Press [PRESET/USER/CARD] to select the
save destination group.
* It is not possible to select the PRESET group.
* CARD groups can be selected only if an optional memory
card is inserted.
= “Using Memory Cards” (p. 159)
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5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination bank and number.

You can also use the BANK and NUMBER [1]-]8] but-

tons to select the save destination bank and number.

At this time, you can press [UNDO/REDO] to check
the name and sound of the patch that is currently in
the save destination number. After you have found a
patch that you do not mind overwriting, press
[UNDO/REDO] once again to return to the previous
display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line in the display.

FETCH WET
BLead TE 1

=N

7. Assign a name to the patch.

Use [INC] [DEC] or the [VALUE] dial to specify the
character.

The following characters can be selected:

Space, A-Z,a-z,0-9, ! "#$% & () ¥+, -./:1;<=>7
@[¥]~_" (1]

8. Repeat steps 6~7 to input the name.

By pressing PAGE [<] you can move the cursor back
toward the left.

* A name of up to 12 characters can be input.

9. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

{PHTCH WRT u:n11l

Hre HYou Sure Y

10. Press [ENTER] once again.

Frooeszind. ..
Feooe Powse OH !

The Patch Write operation will be carried out, then the
normal display will reappear.
The patch has now been saved.

Copying and Initializing Settings

Patch Tone Copy
This operation copies the settings of a tone in a patch
to the specified tone of the currently-selected patch.

1. Select any part 1~7 as the current part.

2. Press [PATCH] to access the patch select
page.

3. Press [UTILITY].

The indicator will light.

4. Press PAGE [<] [>] several times to select
“COPY,” and press [ENTER].

5. Select “TONE,” and press [ENTER].
The display will show the copy source patch, the copy
source tone and the copy destination tone.

FATCH TOME CoOpY
BUAL1- T+ Ti
y so Co—&—
destination
tone

Copy source  Copy source
patch tone

6. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the copy source patch, the copy source
tone and the copy destination tone.

You can use PAGE [<] [>] to move the cursor.

You can also use the BANK and NUMBER [1]-{8] but-

tons to select the copy source patch.

7. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

FRTCH TOMHE CORY

Hre You Sure F

8. Press [ENTER] once again.

| Froceszsing. ..
Fesr Fower O !

The Patch Tone Copy operation will be carried out,
then the normal display will reappear.

If you wish to save the patch that you copied, use the
Patch Write operation.

i “Saving Patches You've Created (Patch
Write)” (p. 82)
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Patch Initialize

This operation initializes a patch.

1. Press [PATCH] to access the patch select
page.

2. Select the patch that you wish to initialize.

3. Press [UTILITY].
The indicator will light.

4. Press PAGE [<] [>] several times to select
“INITIALIZE,” and press [ENTER].

5. Select “PATCH,” and press [ENTER].
The following display will appear.

F:'FJTE:H IMIT u:nn]

Hre Yoo Surs 7

If you decide to cancel the operation, press [EXIT].
6. Press [ENTER].

Frocessind. ..
Keer Foger OF !

The Patch Initialize operation will be carried out, then
the normal display will reappear.
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How a Rhythm Tone Is
Organized

A rhythm set is a group of many rhythm tones. Each
rhythm tone consists of the following elements.

. RHYTHM SET

RHYTHM TE

WAVE ‘
Select the PCM waveform that will be the basis of the
sound.

The JX-305 contains 636 types (A001-A254, BO01-B251,
C001-C131) of waveform. Each of the }JX-305’s rhythm
tones is based on these waveforms, and a rhythm tone
is assigned to each key to create a rhythm set.

PITCH

This specifies how the pitch will change.

FILTER

This specifies changes in the frequency components of
the sound.

AMPLIFIER

This specifies changes in volume and pan.

Creating the Sounds

In Rhythm Edit, you can modify the parameters of
each rhythm tone independently.

1. Select the rhythm part as the current part.

2. Select the rhythm set that you wish to edit
{p. 28).

3. Make sure that the rhythm set select page
is displayed.

4. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

1 {71
]

LI
1

b

~

ot FParametsr

i
T
]
1]

5. Select the rhythm set parameter that you
wish to modify.
There are two ways to select rhythm set parameters.

Selecting setting pages for editing

In this method, you will use NUMBER [2] (WAVE)-{8]
(RHY TONE) to select the various setting pages, use
PAGE [<] [>] to switch parameter pages, and edit the
desired parameter. This method allows you to edit all
parameters, and is suitable when you wish to edit a
sound in a logical sequence such as “waveform”—
“pitch”— “brightness,” etc.

To modify the value, use [INC] [DEC] or the [VALUE]
dial.

For how to access the setting pages, refer to “Making
More Detailed Settings” in each section.

Using knobs and buttons to select the
page for editing

By operating the knobs or buttons of the front panel,
you can directly call up the editing page for that para-
meter. For example, if you operate [CUTOFF] knob,
the display will automatically change to the cutoff fre-
quency setting page, and you can view the settings for
each rhythm tone as you modify them.

* This method cannot be used to edit parameters for which
there is no front panel knob or button.

In the rhythm edit page, the display will show the cur-

rently selected rhythm set parameters and the note

number of the rhythm tone selected for editing.

Rhythm set\parameter

LEVEL: Tore Lewusl
CHdD 210k 27

Note number

Selecting only the edit page without modify-
ing the value

If you wish to see the current value before you modify
it, hold down [SHIFT] while you operate the knob.
This will access the editing page without modifying
the value.

6. Play the keyboard to select the rhythm tone
that you wish to edit, and edit the value.
The last-played rhythm tone will be selected for edit-

mng.
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7. To exit from an editing page, press [EDIT]
or [EXIT].

An asterisk “*” will be displayed at the left of the
group of an edited rhythm set. This indicates that the
settings of this rhythm set have been modified.

If you select a different rhythm set when the “*” is dis-
played, the modified settings will be lost. If you wish
to keep the edited rhythm set, you must perform the
Rhythm Set Write operation.

0 & “Saving Rhythm Sets You've Created

(Rhythm Set Write) “ (p. 98)

+P:A11

FEHYTHIE
ATR-203

Specifying the Basic
Waveform of the Sound

(Wave)

In the WAVE setting pages you can specify the wave-
form that will be the basis of the sound, and how it
will sound.

1. Press NUMBER [2] (WAVE).
The display will show the WAVE setting page.

2. Use PAGE [<] [>] to select parameters and
edit them.

E[)IT
FX ONIOFF vv/xve uw::
WRVE: Tate S
Codr sl k)
HALVE: Co40 &8
H._'U-:TF SEY Tam
WAVE:  lWawe Gain
C od &k +12
EEY: Erne Mode]
oodd sHE HO-SHE
rHEV: Mute GPDUP‘
g G@p 21 \j
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Tone SW (Rhythm Tone Switch)

Turn this “ON” if you want the rhythm tone to sound,
or "OFF” if you do not want it to sound.

In order to make the best use of the available polypho-
ny, set unused rhythm tones to “OFF.”

Selecting the basic waveform (Wave Select)
Select the waveform that will be the basis of each

rhythm tone.
Range: A001-A254, B001-B251, C001-C131

LEUE: g4 g@n
AZEZTES8Y Tom

If you would like to know what waveforms are
available...
= “Waveform List” (p. 187)

Wave Gain

This parameter boosts the waveform. Raising the
value by 6 dB will double the gain.

Range: -6, 0, +6, +12

Env Mode (Envelope Mode)

Specifies how the sound will play when a sustained-

type waveform such as a whistle (a looped waveform)

is selected.

Available settings:

NO-SUS: The sound will decay naturally even if
you continue holding the keyboard.

SUSTAIN: The sound will continue as long as the
keyboard is pressed.

* If a waveform with a long decay (one-shot waveform) is
selected, setting this parameter to SUSTAIN will have no

effect.
Mute Group

The Mute Group function lets you prevent percussion
instruments in the same mute group from sounding
simultaneously.

Range: OFF, 1-31

If you are not using the mute group function, set this
OFF.

For example, on an acoustic drum set, it is physically
impossible for the open hi-hat sound to be heard at the
same time as the closed hi-hat sound. To simulate this,
you can specify the same mute group number for both
hi-hat sounds.

KEY: Mute Grour

FH3IC SH» 2 AR3C 58)% 2

KEY: Mute Group
GH3( S60) 2

[KEV: Hute Groue
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Pitch-Related Settings

The PITCH parameters contain settings that affect the
pitch.

Changing the Pitch of the Sound (Pitch)

Fine pitch adjustments (Fine Tune)
For each rhythm tone, you can make fine adjustments
to the pitch in 1-cent steps (1/100th of a semitone).

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Rotate the [FINE TUNE] knob to adjust the
Fine Tune value.

FILTER ; )

RESONANCE
ANMP [e] PANPOT
Y%
PITCH -,.\- FINE TUNE
'

FITCH: Firne Tune
CHde 5]k +5E

Range: -50-+50
As the knob is rotated further clockwise, the pitch will

rise. As it is rotated counterclockwise, the pitch will
fall.

Approximate pitch adjustments
(Coarse Tune)

For each rthythm tone, you can adjust the pitch in
semitone steps.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Hold down [FILTER/AMP/PITCH] and use
[INC] [DEC] or the [VALUE] dial to set the
Coarse Tune value.

FITCH: Coar=aTuy r‘:eJ

CHSC 510k o
DEC INC

Range: -60—+60

The pitch will rise as the value is increased. The pitch

will fall as the value is decreased.

If you hold down [SHIFT] as you make the setting, the

pitch will change in one-octave steps (12 semitones).

* With certain waveforms assigned to riythm tones, when
the coarse tune value is increased, the sound may change
to a reversed sound at some point during the value
increase.

Making the Pitch Change Over
Time (Pitch Envelope)

In the P-ENV (Pitch Envelope) parameters you can
make settings to specify how the pitch of the percus-
sion instrument will change over time.

Pitch envelope settings

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [ATTACK] / [DECAY] / [SUSTAIN] /
[RELEASE] knobs to adjust the pitch enve-
lope values.

Available settings:

[ATTACKJ/IDECAYVIRELEASE}: 0-127

[S]: -63—+63
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REALTIE MODIFY

" 60000 _

Aty
ENVELOT = .\- AY TACK DECAY
word  mate FADETIME  PITCH OEPTH  FUTER OEPTH  AMP DEFTH

EFFECTS (O REVERB LEVEL DELAY LEVEL MUTICTALY  MUNCTRLZ  MRTICTALS B

HBUSTAIN HELEASE

- DEPTH

Attack Decay Sustain Release

Pitch

R D R
Leveli=Level2=+63
Leveld=0
Time2=0
S
o 1 Y i Time
i Key on Key off
[F-EMU:  [AITimel)
(CHd B10k 5l
P-EHU:  [DITimed
CH4 E1ok 5

(F—EHU: [SI1Lewsl3]
i £10b +ET

F-EHU:  [RITimed
CHad G100k 5]

Lo

[ATTACK] (Attack Time)

The time from when the keyboard is played until the
maximum pitch change is reached.

Higher settings will cause the pitch to change over a
longer time.

[DECAY] (Decay Time)

The time from when the maximum pitch change is
reached until the Sustain Level is reached.

Higher settings will cause the pitch to change over a
longer time.

[SUSTAIN] (Sustain Level)

The pitch that will be held.

Positive (+) settings will make the pitch higher than
the normal pitch. Negative (-) settings will make the
pitch lower than the normal pitch.

[RELEASE] (Release Time)

The time from when the keyboard is released until the
pitch returns to the normal pitch.

Higher settings will cause the pitch to change over a
longer time.
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Specifying the envelope depth (Pitch
Envelope Depth)

Here’s how you can adjust the depth of the Pitch
Envelope.

1. I the REALTIME MODIFY section, press [Fil-
TER/AMP/PITCH] several times to make the
PITCH indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [DEPTH] knob to adjust the Pitch
Envelope Depth.

v DEPTH /™~ FILTER ( )

AMP K@)
SV
PITCH -’?:

H

iy
ENVELOPE- @~

’ t ~

LFO1 O

EFFECTS O

F-EMUE Eree Depth
C#do &lik +12

Range: -12-+12

The pitch change will increase as the knob is rotated
further toward the right of center. Rotating the knob
toward the left of center will invert the shape of the
envelope, and the pitch change will increase as the
knob is rotated further left.

With both the PITCH and ENVELOPE indicators lit,
hold down [ENVELOPE/LFO1/EFFECTS], and use
[INC] [DEC] or the [VALUE] dial to set the Pitch
Envelope Depth.
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Making More Detailed Settings

1. Press NUMBER [3] (PITCH).
The display will show the PITCH setting page.

2. Use PAGE [<] [>] to select parameters and
edit them.

EDIT

'?X"Q_NITI)'FP [ piveH “
FITCH: CoarzeTurne
[ : T S =% BT 3 5}

FITCH: Fine Tune
CHAT 1ok +50 |
FITCH: End Pitch
CHd Blp 186
P-ENU: Ervs Derth
CH4C B10H +12

P-EHU: Uelo Sens
C#d4¢ &1k +5]

P-ENU: Uelo Time
CH#4C 610k +78

P-ENV: [AlTimel
CH#d4{ 615k a

P-ENU: Time2
CH#4C¢ 6100 %}

P-ENV:  [DITime3d
CH4C 6100 a

P-ENU: [R1Timed
CH4C 610 @

P-EHL: Levell
CH4C 610 +63

P-ENU: Level2
C#4( 613k +63

P-ENU: [S]lLevell
CH4C 610k +53

P-EMU: Leveld
CH#4¢ 610k a

Coarse Tune
This is the setting page for “Approximate pitch adjust-
ments (Coarse Tune)” (p. 87).

Fine Tune
This is the setting page for “Fine pitch adjustments
(Fine Tune)” (p. 87).

Rnd Pitch (Random Pitch Depth)

This applies a degree of randomness to the pitch of
each note.

Range: 0-1200

As this value is increased, a greater degree of random-
ness will be applied. As this value is decreased, there
will be less randomness. With a value of “0” there will
be no effect.

Env Depth (Pitch Envelope Depth)
This is the setting page for “Specifying the envelope
depth (Pitch Envelope Depth)” (p. 88).

Velo Sens (Pitch Envelope Velocity Sensitivity)
This setting lets you control the Pitch Envelope depth
by the force with which you play the keyboard.

Range: -100—+150

With positive (+) settings, the pitch will change more
greatly as you play the keyboard more strongly. With
negative (-) settings, the pitch will change less as you
play the keyboard more strongly.

If you wish to change the loudness of the notes
played on the keyboard...

«= “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

Velo Time (Pitch Envelope Velocity
Time Sensitivity)

This parameter lets your playing dynamics on the key-
board control the overall time of the entire Pitch
Envelope.

Range: -100~+100

With positive (+) settings, the Pitch Envelope times
will become faster as you play the keyboard more
strongly. With negative (-) settings, the Pitch Envelope
times will become slower as you play the keyboard
more strongly.

The four front panel knobs [ATTACK] / [DECAY] /
[SUSTAIN] / [RELEASE] can be used to set the most
commonly-used parameters of the pitch envelope, but
the JX-305 also allows you to make more detailed pitch
envelope settings.

Pitch
Time1{A Time2 Tima3(D, Time4(R)

0 Level! Level3(S) A Time
_{Keyon Key off

Level2 Leveld
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Time1-4 (Pitch Envelope Time 1-4)

Specifies the time until the next pitch level is reached.

You can set the four parameters Timel-4.

Range: 0127

Higher settings will result in a longer time until the

next pitch level is reached.

* The front panel parameter [ATTACK] (Attack Tine) cor-
responds to Timel, [DECAY] (Decay Tinte) to Time3,
and [RELEASE] (Release Time) to Timed.

Level1-4 (Pitch Envelope Level 1-4)

Specifies the pitch difference relative to the normal

pitch (as specified by Coarse Tune and Fine Tune).

You can set the four parameters Levell-4.

Range: -63—+63

Positive (+) settings will raise the pitch above the nor-

mal pitch. Negative (-) settings will lower the pitch

below the normal pitch.

* The front panel parameter [SUSTAIN] (Sustain Level)
corresponds to Level3.

Brightness-Related Settings

(Filter)

The FILTER parameters let you make settings that
affect the brightness of the percussion instrument
sounds.

Modifying the Brightness of the
Sound (Filter)

Selecting the type of filter (Filter Type)
Select the type of filter.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Hold down [FILTER/AMP/PITCH] and use
[INC] [DEC] or the [VALUE] dial to select the
Filter Type.

3
FILTEER: Ture
CHdl Slik LFF
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Avairable settings:

OFF:

The filter will not be used.

LPF (Low Pass Filter):

This is the most common type of filter, and allows fre-
quencies below the cutoff frequency to pass. It is used
to make the sound more mellow.

BPF (Band Pass Filter):

This filter allows frequencies in the region of the cutoff
frequency to pass, and cuts the rest. It is useful for cre-
ating sounds with a distinctive tone.

HPF (High Pass Filter):

This filter allows frequencies above the cutoff frequen-
cy to pass. It is appropriate for creating percussion
instrument sounds with a distinctive high frequency
range.

PKG (Peaking Filter):

This filter boosts the overtones in the region of the cut-
off frequency. It allows you to simulate the resonance
of a drum.

Brightening the sound

(Cutoff Frequency)

Specifies the frequency at which the filter will begin to
affect the frequency components of the waveform (the
Cutoff Frequency). By changing the cutoff frequency,
you can control the brightness of the sound.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Rotate the [CUTOFF] knob to adjust the cut-
off frequency value.

CUTOFF
LEVEL
PORTA TIME
FILTER: Cutaoff
CHdo olok 27
Range: 0-127

The effect will depend on the Filter Type.
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LPF (Low Pass Filter)

Rotating the knob clockwise will cause the sound to
become brighter, approaching the original waveform.
Rotating it counterclockwise will cut more of the high
frequency overtones, making the sound darker.

* For some waveforms, you may not be able to hear any
-sound if you lower the value too far.

BPF (Band Pass Filter)

Rotating the knob clockwise will raise the frequency
area that is heard. Rotating the knob counterclockwise
will cause only a progressively lower frequency area
to be heard.

HPF (High Pass Filter)

When the knob is turned clockwise, the low frequency
range will be cut more greatly, making the sound
sharper. As the knob is rotated counterclockwise, the
original sound of the waveform will be heard.

* For some waveforms, you may hear no sound if this value
is raised excessively.

PKG (Peaking Filter)

When the knob is turned clockwise, the frequency area
that is emphasized will rise. Rotating the knob coun-
terclockwise will lower the frequency area that is
emphasized.

Adding a distinctive character to the
sound (Resonance)

This setting emphasizes the overtones in the region of
the cutoff frequency, adding character to the sound.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Rotate the [RESONANCE] knob to adjust the
resonance sefting.

RESONANCE
PANPOT
FINE TUNE
FILTEE: Eezorance
CHAC &1k a7
Range: 0-127

As the knob is rotated further clockwise, the sound
will have more character. Rotating it counterclockwisc
will make the sound more natural.

Depending on the cutoff frequency setting, raising the
resonance excessively may cause the sound to distort
suddenly. In order to prevent the resonance from
being increased excessively, factory settings have been
macde so that the value will not rise beyond ”110” even
if the [RESONANCE] knob is rotated all the way to the
right. This is called the Resonance Limiter. You are
free to adjust this upper limit.

“Specifying the Variable Range of
Resonance (Resonance Limiter)” (p. 169)

lr’ Y [

If you have increased the Resonance Limiter setting,
be careful not to raise the resonance excessively.

Making the Brightness Change
Over Time (Filter Envelope)

On acoustic instruments, the tone quality (brightness)
often changes over the duration of a note. For exam-
ple, on a piano, the sound at the beginning of each
note contains many overtones (i.e., has a bright tone),
and as the note decays to silence, the overtones dimin-
ish, making the sound more mellow. The F-ENV
(Filter Envelope) parameters let you create this type of
tonal change over time.

Filter envelope settings

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several fimes to make the
FILTER indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [ATTACK] / [DECAY] / [SUSTAIN] /
[RELEASE] knobs to adjust the filter enve-
lope values.

Range: 0-127
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EFFECTS () REVERD LEVEL DELAVLEVEL MULTICTRLI MU CTRL2 s ctRes Rl O

Attack Decay Sustain Release

Cutoft
frequency
R A_ D R
Leveli=Level2=127
Leveld=0
Time2=0
S
i] y i Time
Key on Key off
F-EMU: [AITimel
CHdl Blak 16
(F-EMU:  [DITimel
Tl G10k 36
[F-EHL: [51Leusld
CHAC B10E 26
[F-EMU:  [RITimed
CHadr G101k i)

[ATTACK] (Attack Time)

The time from when the keyboard is pressed until the
maximum tonal change is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[DECAY] {Decay Time)

The time from when the maximum tonal change is
reached until the Sustain Level is reached.

Higher settings will cause the tonal change to occur
over a longer time.

[SUSTAIN] (Sustain Level)

The cutoff frequency level at which the tonal change
will stabilize.

Raising this setting will also raise the cutoff frequency.

[RELEASE] (Release Time)

The time from when the keyboard is released until the
sound disappears.

Higher settings will cause the tonal change to occur
over a longer time.
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Specifying the depth of the envelope
(Filter Envelope Depth)
This setting adjusts the depth of the filter envelope.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
FILTER indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [DEPTH] knob to adjust the Filter
Envelope Depth setting.

H

vy s,
ENVELOPE- @~ IRS222 Iz AN FILTER o Xd
d 1 -~ rd ] A Y
LFO1 O Avie fe)
EFFECTS O PITCH J@]

F-EHLE: Ernw Derth
CH#dy 210k +53

Range: -63~+63

Rotating the knob toward the right of center will
increase the change in brightness. If the knob is rotat-
ed toward the left of center, the shape of the envelope
will be inverted, and the change in brightness will
become greater as the knob is rotated toward the left.

With both the FILTER and ENVELOPE indicators lit,
hold down [ENVELOPE/LFO1/EFFECTS], and use
[INC] {DEC] or the [VALUE] dial to set the Filter
Envelope Depth.

Making More Detailed Settings

1. Press NUMBER [4] (FILTER).
The display will show the FILTER setting page.

2. Use PAGE [<] [>] to select parameters and
edit them,
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4q 1P
G — [
i
FILTER: T
CHAT S1 0k LFF
FILTEE: Cut.of §

CH4E B10M 1o

FILTER: Eesonarce
CHde &1k 127

FILTER:Reso Uzla
CH4C &lop +5

F-ENWU: Erne Derth
C#4{ 610Kk +63

F-ENU: Uelo Sens
C#4¢ 610 +58

F-EHU: Uelo Time
CH4C B10F +78

F-ENU:  [A1Timel
CH#H4C G100k i@

F-EHU: Time2
C#4( 610K a

F-ENU:  [DITime3
CH#dC &10k 38

F-ENV: [RITimed4]
C#4¢ 610F 30

(F-ENU: Levell
C#d( 610k 127

F-ENU: Level2
CH4C E10k 127

F-ENU: [S51Leweld

CH#4C 6100 50
F-ENU: Leveld
CH#4( 610K a L

Type (Filter Type)
This is the setting page for “Selecting the type of filter
(Filter Type)” (p. 90).

Cutoff (Cutoff Frequency)
This is the setting page for “Brightening the sound
(Cutoff Frequency)” (p. 90).

Resonance
This is the setting page for “Adding a distinctive char-
acter to the sound (Resonance)” (p. 91).

Reso Velo (Resonance Velocity Sensitivity)
Specifies how resonance depth will be affected by
your playing dynamics on the keyboard.

Range: ~100~+150

With positive (+) settings, playing the keyboard more
strongly will cause the change to be greater. With neg-
ative (-) settings, playing the keyboard more strongly
will cause the change to be less.

Env Depth (Filter Envelope Depth)
This is the setting page for “Specifying the depth of
the envelope (Filter Envelope Depth)” (p. 92).

Velo Sens (Filter Envelope Velocity
Sensitivity)

Specifies how the force of your playing on the key-
board will affect the filter envelope.

Range: -100-+150

With positive (+) settings, the tone will change more
as you play more strongly on the keyboard. With neg-
ative (-) settings, the tone will change less as you play
more strongly on the keyboard.

R If you wish to change the loudness of the notes
played on the keyboard...
wr “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

Velo Time (Filter Envelope Velocity
Time Sensitivity)

Specifies how the dynamics of your playing on the
keyboard will affect the overall time of the entire filter
envelope.

Range: -100-+100

With positive (+) settings, the filter envelope times will
become faster as you play the keyboard more strongly.
With negative (-) settings, the filter envelope times will
become slower as you play the keyboard more strong-

ly.

The four front panel knobs [ATTACK] / [DECAY] /
[SUSTAIN] / [RELEASE] can be used to set the most
commonly-used parameters of the filter envelope, but
the JX-305 also allows you to make more detailed filter
envelope settings.

Cutoft
frequency
+ Timel(A) Time2 Time3(D) Time4(R)
0
Level Level2 Leveld(S) A Leveld Time
Key on Key off
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Time1-4 (Filter Envelope Time 1-4)

Specifies the time until the next cutoff frequency is

reached. You can set the four values Timel-4.

Range: 0-127

Higher settings will lengthen the time until the next

cutoff frequency is reached.

* The front panel [ATTACK] (Attack Time) corresponds to
Time 1, IDECAY] (Decay Time) to Time3, and
[RELEASE] (Release Time)to Time4.

Level1-4 (Filter Envelope Level 1-4)
Specifies the cutoff frequency at each level. You can set
the four values Level 1-4.

Range: 0-127

Higher settings will also raise the cutoff frequency.

* The front panel [SUSTAIN] (Sustain Level) corresponds
to Level3.

Settings Related to Volume

and Pan (Amplifier)

The AMP (amplifier) parameters contain settings relat-
ed to the volume and stereo location of the sound.

Adjusting the Volume and Pan
(Amplifier)

Adjusting the volume of each rhythm
tone (Rhythm Tone Level)

This setting adjusts the volume of each rhythm tone.
This is used mainly to adjust the volume balance
between rhythm tones.

1. in the REALTIME MODIFY section, press [FiL-
TER/AMP/PITCH] several times to make the
AMP indicator light.

2. Rotate the [LEVEL] knob to adjust the
Rhythm Tone Level setting.

FILTER ; )

CUTOFF
AviP X 8 LEVEL
PORTA TIME

LEVEL: Torne Lewusl
C#dd 510k 27

Range: 0-127
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As the knob is rotated further clockwise, the volume
will increase. As it is rotated counterclockwise, the
volume will decrease.

* The overall volume of the entire rhythm set can be modi-
fied and memorized for each pattern as the Setup parame-
ter Part Level. The Rhythm Tone Level setting will be
nuuldtiplied by this value.

) % “Adjusting the volume of each part (Part

Level)” (p. 33)

Adjusting the pan for each rhythm
tone (Rhythm Tone Pan)

This parameter sets the stereo location for each
rhythm tone.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
AMP indicator light. :

2. Rotate the [PANPOT] knob to set the
Rhythm Tone Pan value.

FILTER ; )

RESONANCE
AP of ::— PANFOT
fo) FINE TUNE
FHKM: Torwe Fan
CH4r &1k R

Range: L64-63R

As the knob is rotated further clockwise, the stereo

location will shift toward the right. As it is rotated

counterclockwise, the location will shift toward the

left.

* The pan of the overall rhythm set can be modified and set
for each pattern by the Setup parameter Part Pan. The
Rhythm Tone Pan value will be added to this setting.

R ew “Adjusting the pan of each part (Part Pan)”
(p. 33)
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Causing pan to change randomly
(Random Pan Switch)

This setting causes the stereo location to change ran-
domly each time a note is played.

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
AMP indicator light.

2. Hold down [FILTER/AMP/PITCH] and use
[INC] [DEC] or the [VALUE] dial to turn the
Random Pan Switch on/off.

FAM: REad Fan SW

T =1 ok OFF
DEC  INC
)
OFF ON

* The Rhythm Tone Pan setting will be ignored by rhythm
tones for which the Random Pan Switch is turned on.

Creating Time-Varying Change in
Volume (Amplifier Envelope)

On acoustic instruments, change in volume occurs
over the duration of each note. For example, on a
piano, the volume reaches the maximum level imme-
diately, and then gradually decays to silence (decay-
type instruments). On instruments such as an organ,
the volume remains constant as long as the note is
held (sustain-type instruments). The A-ENV (amplifier
envelope) parameters let you specify this type of time-
varying change in volume (the Amplifier Envelope).

Amplifier envelope settings

1. In the REALTIME MODIFY section, press [FIL-
TER/AMP/PITCH] several times to make the
AMP indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Use the [ATTACK] / [DECAY] / [SUSTAIN] /
[RELEASE] knobs to adjust the amplifier

envelope values.
Range: 0-127

With both the AMP and ENVELOPE indicators lit,
hold down [ENVELOPE/LFO1/EFFECTS], and use
[INC] [DEC] or the [VALUE] dial to set the Amplifier
Envelope Attack Depth.

REALTIME IA)OIFY

Attack Decay Sustain Release

Levet

i A_.D R
] Levelli=Leval2=127
Time2=0
s
0 Time
Key on Key off
[E-EMU:  [AITimel)
CHd E10k 127
([G-EHU:  [DITimed]
CHIC S0k 27
([O-EHu: [S1lewsld]
LE:ﬂl#dl- DI A .'_T‘
O-EMU:  [RITimed]
CHd B0k 27

[ATTACK] (Attack Time)

The time from when the keyboard is played until the
maximum volume is reached.

Higher settings will cause the volume to change over a
longer time.

[DECAY] (Decay Time)

The time from when the maximum volume is reached
until the Sustain Level is reached.

Higher settings will cause the volume to change over a
longer time.

[SUSTAIN] (Sustain Level)
The level at which the volume reaches a steady state.
Higher settings will also raise the volume.

[RELEASE] (Release Time)

The time from when the keyboard is released until the
volume decays to silence.

Higher settings will cause the volume to change over a
longer time.
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Making More Detailed Settings

1. Press NUMBER [5] (AMPLIFIER).
The display will show the AMPLIFIER setting page.

2. Use PAGE [<] [>] to select parameters and
edit them,

5, gym

G — () o5ts
i
LEVEL: Torne Lewsl

CHAC &1k =

FRMHE Torwe Fan
CH#dl &10k (=)

(PAH:  Rrd Fan =W
T4 S10k OFF

PAM:ALL Fan Deth
CHd alak SNA

A-EMU: Uelo Sens
CH#AC G610k +58

A-ENU: Uelo Time
CH#4C o102k +7d

A-EHV:  [R1Timel
CHAC 510K 127

R-EHU: Time2
CH4C &1k 127
HA-EHU:  [DITime3
CH4C G108 127

(A-ENL:  [RI1Timed
CHAC B10k 127

A-ENU: Levell
(G4 510k 127|
A-ENU: Level2
CH4C 10 127

R-ENU: [SlLewell
CH#4( &1k 127 ' ]

Tone Level (Rhythm Tone Level)
This is the setting page for “Adjusting the volume of
each rhythm tone (Rhythm Tone Level)” (p. 94).

Tone Pan (Rhythm Tone Pan)

This is the setting page for “Adjusting the pan for each
rhythm tone (Rhythm Tone Pan)” (p. 94).

Rnd Pan SW (Random Pan Switch)

This is the setting page for “Causing pan to change
randomly (Random Pan Switch)” (p. 95).
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Alt Pan Dpth (Alternate Pan Depth)

This parameter causes the stereo location of the sound
to alternate between left and right each time a note is
played.

Range: L63-63R

Higher settings will cause greater change.

When this parameter is set in the L direction, the
sound will alternate in the order of left — right — left
— right. When set in the R direction, the sound will
alternate in the order of right — left— right - left.

Velo Sens (Amplifier Envelope Velocity
Sensitivity)

Specifies how the depth of the amplifier envelope will
be affected by the strength of your playing on the key-
board. :

Range: -100-+150

With positive (+) settings, the volume will increase as
you play more strongly on the keyboard. With nega-
tive (-) settings, the volume will decrease as you play
more strongly on the keyboard.

If this is set to “0,” the volume will not be affected by
the strength of your playing on the keyboard.

N If you wish to change the loudness of the notes
played on the keyboard...
¥ “Changing the Loudness of Notes Played on
the Keyboard (Keyboard Velocity)” (p. 163)

Velo Time (Amplifier Envelope Velocity
Time Sensitivity)

Specifies how the overall times of the entire amplifier
envelope will be affected by the strength of your play-
ing on the keyboard.

Range: -100-+100

With positive (+) settings, amplifier envelope times
will become faster as you play the keyboard more
strongly. With negative (-) settings, amplifier envelope
times will become slower as you play the keyboard
more strongly.

The four front panel knobs [ATTACK} / [DECAY] /
[SUSTAIN] / [RELEASE] can be used to set the most
commonly used parameters of the amplifier envelope,
but the JX-305 also allows you to make more detailed
amplifier envelope settings.

Level
+ Time1(A Time2 Time3(D; Timed(R
E-d——b
o i
Levell Level2 Level3(S} A Time
Key on Key off
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Time1-4 (Amplifier Envelope Time 1-4)
Specifies the time until the next level point is reached.
This can be set for each of the four parameters Time
1-4.

Range: 0-127

Higher settings will lengthen the time until the next
level point is reached.

* The front panel parameter [ATTACK] (Attack Time) cor-
responds to Timel, [DECAY] (Decay Tinme) to Time3,
and [RELEASE] (Release Time) to Timed.

Level1-3 (Amplifier Envelope Level 1-3)

These parameters specify the volume at each point.

You can set the three points Levell-3.

Range: 0-127

Higher settings will also raise the volume.

* The front panel [SUSTAIN] (Sustain Level) corresponds
to Level 3.

Adjusting the Range of Pitch
Bend (Bend Range)

Specifies the amount of pitch change (in semitone
units) that will occur when the pitch bend lever is
operated.

1. Press NUMBER [7] (CONTROL).
The display will show the Bend Range setting page.

7 HIT
=) —
EEMD: Bend Eande
CHdd 510k 12

Range: 0-12 semitones

Higher settings will result in a greater pitch change
when the pitch bend lever is moved to the left or right.
For example, if this parameter is set to “12,” the pitch
will rise one octave when the pitch bend lever is
moved to the right-most position. The pitch will lower
one octave when it is moved to the left-most position.

Adjusting the Effects for Each
Rhythm Tone (Rhythm Tone)

In the RHY TONE parameters you can adjust the
amount of effects that will be applied to each rhythm
tone.

1. Press NUMBER [8] (RHY TONE).
The display will show the RHY TONE setting page.

2. Use PAGE [<] [>] to select parameters and
edit them.

EDIT S8OTHERS

- PAGE W~
— e
— e
e i

A
F.TOME:Reu Level]

CHds E1TE 26

. TOME: D1 Lewel

CHdl G100 s}
FE.TOHE:  M-F=X Sl.vJ‘
CH#4e S0k OFF Y

R.TONE Rev Level (Rhythm Tone
Reverb Level)

Specifies the reverb volume for each rhythm tone.
Range: 0-127

Higher settings will increase the reverb volume.

* The Rhythm Tone Reverb Level setting is valid only if the
Part Multi-Effects Switch setting of the rhythm part is set
to “RHY.” Also in this case, if the Reverb Level and the
Part Reverb Level setting of the rhythm part are low,
there will be no reverb even if the Rhythm Tone Reverb
Level is raised.

0 s& “Specifying the Part(s) to Which Multi-Effects

Will Be Applied (Part Multi-Effects Switch}” (p.
124)

& “Adjusting the Overall Reverb Volume
(Reverb Level)” (p. 102)

= “Adjusting the Reverb Volume for Each Part
(Part Reverb Level)” (p. 102)

® If you would like to know more about reverb
settings...

v “Adding Reverberation to the Sound
(Reverb)” (p. 102)
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R.TONE Dly Level (Rhythm Tone Delay Level)
Specifies the amount of delay for each rhythm tone.
Range: 0~127

Higher settings will increase the delay volume.

* The Rlrythm Tone Delay Level setting is valid only when
the Part Multi-Effects Switch setting of the rhythmn part
is set to "RHY.” Also in this case, if the Delay Level and
the Part Delay Level setting of the rhythm part are low,
there will be no delay even if the Rhythm Tone Delay
Level is raised.

) = “Specifying the Part(s) to Which Multi-Effects

Will Be Applied (Part Multi-Effects Switch)” (p.
124)

v “Adjusting the Overall Delay Volume
(Delay Level)” (p. 104)

ez “Adjusting the Delay Volume for Each Part
(Part Delay Level)” (p. 104)

® If you would like to know more about delay
settings...

= “Adding an Echo to the Sound (Delay)” (p.
103)

R.TONE M-FX SW (Rhythm Tone Multi-

Effects Switch)

This switches multi-effects on/off for each rhythm

tone. Make this setting when you wish to apply multi-

effects only to a specific rhythm tone.

Range:

OFF: Multi-effects will not be applied.

ON: Multi-effects will be applied.

* The setting of the Rhythm Tone Multi Effect Switch is
valid only when the Part Multi Effect Switch of the
rhythm part is set to "RHY.”

AR “Specifying the Part(s) to Which Multi-Effects

Will Be Applied (Part Multi-Effects Switch)” (p.
124)

* If the Multi-Effects Output Level is set to a low value, the
rhythm tone to which multi-effects is applied will not be
heard.

1f you would like to learn more about multi-
effects settings...

vx “Applying Various Effects to the Sound
{Multi-Effects)” (p. 106)
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Saving Rhythm Sets You’ve

reated ‘Rhﬂhm Set Write)

When you have created a rhythm set that you like, you
can save it as a User Rhythm Set.

1. Make sure that the pattern is stopped.

2. Press [PATCH] to access the rhythm set
select page.

When you modify the settings of a rhythm set, an
asterisk “*” will appear at the left of the number, indi-
cating that the selected rhythm set has been modified
(edited).

Be aware that if you select a different rhythm set with-
out saving the madified rhythm set, your changes will
be lost.

3. Hold down [SHIFT] and press [WRITE].

The indicator will blink.

The following display will appear, and the cursor “ k”
will appear at the left of the number.

UTILITY

C O+ )
EHY WRITEER U:All
TR-3E9

If you do not wish to change the number or name, you
can omit steps 4-8.
If you decide not to save the rhythm set, press [EXIT].

4, Press [PRESET/USER/CARD] to select the
save destination group.
* It is not possible to select the PRESET group.
* CARD groups can be selected only if an optional memory
card is inserted.

0 wr “Using Memory Cards” (p. 159)

5. Use [INC] [DEC] or the [VALUE] dial to select
the save destination bank and number.

You can also use the BANK and NUMBER [1}-{8] but-

tons to select the save destination bunk and number.



Chapter 6. Creating an Original Rhythm Set (Rhythm Edit)
00000000 O

At this time, you can press [UNDO/REDO] to check
the name and sound of the rhythm set that is currently
in the save destination number. After you have found
a rhythm set that you do not mind overwriting, press
[UNDO/REDO] once again to return to the previous
display.

6. Press PAGE [>].
The cursor will move to the beginning of the second
line in the display.

FHY WRITE
FTR-2E3

HEH*N ]

7. Assign a name to the rhythm set.

Use [INC] [DEC] or the [VALUE] dial to specify the
character.

The following characters can be selected.

Space, A-Z, a~z,0-9, ! “#$ % & () +,-./;<=>72
@f¥]~_"

8. Repeat steps 6-7 to input the name.

By pressing PAGE [<] you can move the cursor back
toward the left.

* A name of up to 12 characters can be input.
9. Press [ENTER].

The confirmation screen will appear in the display.
If you decide to cancel the operation, press {EXIT].

FHY WRITE u:n11}

Are You Sure 7

10. Press [ENTER] once again.

Froceszind. ..
Fecsp Fowse OF !

The Rhythm Set Write operation will be carried out,
then the normal display will reappear.
The rhythm set has now been saved.

Copying and Initializing Settings

Rhythm Key Copy

You can copy rhythm tone settings from another
rhythm set to the specified rhythm tone of the current-
ly-selected rhythm set.

1. Select the rhythm part as the current part.

2. Press [PATCH] to access the rhythm set
select page.

3. Press [UTILITY].
The indicator will light.

4, Press PAGE [<] [>] several times to select
“COPY,” and press [ENTER].

5. Select “RHYTHM,” and press [ENTER].

The display will show the copy source rhythm set
number, the note (key) of the copy source rhythm
tone, and the note (key) of the copy destination
rhythm tone.

RHYTHIM KEY COPY
BU:ALI-C 4+ C 4
Copy source  Copy source Copy destination

rhythm set  rhythm tane rhythm tone
number key key

6. Use [INC] [DEC] or the [VALUE] dial to speci-
fy the copy source rhythm set number, the
copy source rhythm tone key, and the copy
destination rhythm tone key.

You can use PAGE [<] [>] to move the cursor.

7. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

[EHVTHH KEY COpRy ]

Are You Surs 2

8. Press [ENTER] once again.

Frooessind. ..
besr Fowsr OH !

The Rhythm Key Copy operation will be carried out,
then the normal display will reappear.

If you wish to save the copied rhythm set, perform the
Rhythm Set Write operation.

:j ez “Saving Rhythm Sets You've Created
(Rhythm Set Write)” (p. 98)
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Rhythm Tone Initialize

This operation initializes a specific rhythm tone.

1. Press [PATCH] to access the rhythm set
select page.

2. Select the rhythm set.

3. Press [UTILITY].
The indicator will light.

4, Press PAGE [<] [>] several times to select
“INITIALIZE,” and press [ENTER].

5. Select “RHYTHM,” and press [ENTER].
The following display will appear.

FEHYTHM TOME IHMIT
b Code gl

6. Play the keyboard to select the rhythm
tone that you wish to initialize.

7. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

Hive Yo Sure 7

{RH%THH TOHE IHIT]

8. Press [ENTER].

Frocess i3 « .
besr Powsr OH !

The Rhythm Tone Initialize operation will be carried
out, then the normal display will reappear.
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The JX-305 comes with three effects units: reverb,
delay and multi-effects. Each of them can be set inde-
pendently.

The following diagram shows the signal flow for these
effects.

PAR

Z Pa

FZ34567R Reurbe 1234587R D] awes 1234567R  M-FKe
LL444TLT PLY 28] LLE4ETLT PIy 20 MRRWSRES F1b OFF|
PART REVERB LEVEL PART DELAY LEVEL PART M-FX SWITCH

Sssuvssnannnzaghunane
= M-FX—REVERB
LEVEL

M-FX
OQUTPUT LEVEL

M-FX-DELAY
LEVEL

DELAY LEVEL

SRITERNREEERESUREURENIRARGRERRNNRRERLEN

ouTPUT
LR

Since the effect settings you modify can be saved for
each pattern, effect settings can be switched simply by
selecting a pattern.

0 To save modified effects settings in a pattern...
= “Saving Patterns You've Modified (Pattern
Write) (p. 36)

* If you switch patterns while playback is stopped, all effect
settings will be updated. However, if you switch patterns
during playback, reverb and delay parameters other than
Part Reverb Level and Part Delay Level will maintain the
values of the previous pattern.

AR “Adjusting the Reverb Volume for Each Part

(Part Reverb Level)” (p. 102)
e “Adjusting the Delay Volume for Each Part
(Part Delay Level)” (p. 104)

Turning Effects On/Off

The effect units (reverb, delay, multi-effects) built into
the JX-305 can be switched on/off as a group. Turn
this setting off when you wish to listen to the original
sound as you edit, or when you wish to use external
effect units instead of the built-in effects.

1. Hold down [SHIFT] and press [FX-ON/OFF].
The effects on/off page will appear.

C O+
Fewrbl el a2l M-Fa
BoOOHE 0D OM

2. Use PAGE [<] [>] to move the cursor to the
effect unit whose setting you wish to
change, and use [INC] [DEC] or the [VALUE]
dial to switch it on/off.

When the effect on/off page is displayed, you can use
the [PTN SET], [PTN/SONG] and [RPS SET] buttons
of the DISPLAY section to switch reverb, delay, and
multi-effects on/off.

FeurblDelagl H-Fi4
B OME OrE OH

PTN PTN / RPS
SET SONG SET

3. To exit this page, press [EXIT].
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Adding Reverberation to the

Sound (Reverb)

Reverb is an effect which adds reverberation and
ambiance to the sound, creating an impression of spa-
tial depth. It simulates the sound of music played in a
concert hall. In the REVERB parameters you can make
settings which control the reverb.

Adjusting the Overall Reverb
Volume (Reverb Level)

You can adjust the overall volume of reverb for the

eight parts (parts 1-7 and rhythm part).

1. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the EFFECTS indicator light.

2. Rotate the [REVERB LEVEL] knob to adjust
the Reverb Level.

ENVELOPE ; ) ATTACK

LFo1 O RATE
]
EFFECTS-:.:- REVERB LEVEL
13

Range: 0-127

Rotating the knob clockwise will increase the reverb
volume. Rotating the knob counterclockwise will
decrease the reverb volume.

Adjusting the Reverb Volume for
Each Part (Part Reverb Level)

You can adjust the reverb volume for each part.

1. Hold down [SHIFT] and press [MIXER].
The indicator will blink, and the Part Mixer page will
appear in the display.

2. Press PAGE [<] [>] several times to select
the “Revrb” page.

The display will graphically indicate the Part Reverb

Level of each part.

TEMPO &
SHIFT MEASURE
| MIXER |
Part

12734567R Feurbes
bbbt TLT F2F A

Current Part
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3. Use the eight knobs of the REALTIME MODI-
FY section and the QUANTIZE section to set
the Part Reverb Level for each part.

Range: 0-127

When you enter the Part Mixer page, all indicators of
[ENVELOPE/LFO1/EFFECTS], [FILTER/AMP/
PITCH] and [GRID/SHUFFLE/GROOVE] will blink,
and you can use the eight knobs of the REALTIME
MODIFY section and the QUANTIZE section to adjust
the settings of each part. At this time, the QUANTIZE
settings or REALTIME MODIFY cannot be modified
by the knobs.

4. Press [EXIT] to exit the Part Mixer page.

If you wish to apply reverb to parts that are not using
multi-effects, be aware that if either the Part Reverb
Level of that part or the Reverb Level of all parts is set
to “0,” no reverb will be applied to that part. Also, if
you set the Part Multi Effects Switch setting of the
rhythm part to “RHY,” you will be able to adjust the
reverb volume for each rhythm tone.

0¥ “Specifying the Part(s) to Which Multi-Effects

Will Be Applied (Part Multi-Effects Switch)” (p.

124)

@ If you wish to adjust the reverb volume for

each rhythm tone...

¥ “R.TONE Rev Level (Rhythm Tone Reverb

Level)” (p. 97)

Part 1-7 For each rhythm tone

1224567R Rewrbes

LLlHHHTLT PI» 20

R, TOME: Riew Leuel

CHIC ELOP e

L274567R Reurbes
LLHTIT FTY 26

1234567R Reurbesr
$L44tT4T FRP 127

For each part Entire rhythm part

g © A

REVENH LEVEL

}
Reverb sound _b))))h

Reverb sound
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When the Part Multi Effects Switch setting of the
rhythm part is “ON" or “OFF,” raising the Part Reverb
Level will apply reverb to all thythm tones equally.

Making More Detailed Settings

1. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

2. Press BANK [2] (EFFECTS).
The EFFECTS setting page will appear.

3. Use PAGE [<] [>] to select parameters, and
use [INC] [DEC] or the [VALUE] dial to make
seftings.

2 2

A
REVERE: ]
Turek o0 1J
FELERE:

Faverkh Timsk 1 .'_T'
FEVUERE:

HF DamFk E:"r'F‘l-'{'E-S‘
REVERE: ]
M=-FH+kEauarhlk 1 .'_T’
FEUERR:

Fewerbh Leuvslkl .'_T'

Y

To exit the setting page, press [EXIT].

Type (Reverb Type)

One of the following six basic types of reverb can be
selected.

Available Settings:

ROOM1: Reverb with short decay and high density.
ROOM2: Reverb with short decay and low density.
STAGE1L: Reverb with much lingering reverberation.
STAGE2: Reverb with strong early reflections.
HALLL: Clear-sounding reverb.

HALL2: Rich-sounding reverb.

Reverb Time

You can adjust the time over which the reverberation
will continue.

Range: 0-127

The reverberation will become longer as this value is
increased.

HF Damp

Specifies the frequency at which the high frequency
portions of the reverberation will be cut.

Range: 200-8000 (Hz), BYPASS

Lowering this setting will cause more of the upper fre-
quency content to be cut, making the reverberation
more muted in tone.

If you do not wish to cut the high frequency range,
select “BYPASS.”

M-FX — Reverb (Multi Effects — Reverb
Level)

Specify the amount of reverberation that will be
applied to the sound processed by multi-effects.
Regardless of the Part Reverb Level of each part,
reverb will apply equally to all parts whose Part Multi
Effects Switch setting is “ON.”

Range: 0-127

As this value is increased, more reverberation will be
applied to the multi-effects sound.

* This will not affect parts for which the Part Multi-Effects
Switch is “OFF.”

") = “Specifying the Part(s) to Which Multi-Effects
Will Be Applied (Part Multi-Effects Switch)” (p.
124)

Reverb Level

This is the setting page for “Adjusting the Overall
Reverb Volume (Reverb Level)” (p. 102).

Range: 0127

Adding an Echo to the Sound
(Delay)

Delay is an effect which adds echoes to the sound. It is
effective when applied to solo phrases or to densely
rhythmic phrases. In the DELAY parameters you can
make settings that specify how the delay will sound.

Level

Note that
wgsepla?'ed Delay sound
] 1
A
1 Feedback
H H n i level
|
|t} Time
Delay time
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Adjusting the Overall Delay
Volume (Delay Level)

This adjusts the volume of the delay sound for all
eight parts (parts 1-7 and the rhythm part).

1. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the EFFECTS indicator light.

2. Rotate the [DELAY LEVEL] knob to adjust the
delay level.

LFO1 O  FADE TIME
]
EFFECTS-@- DELAY LEVEL
+

Range: 0-127

Rotating the knob clockwise will increase the volume
of the delay sound. Rotating the knob counterclock-
wise will decrease the volume of the delay sound.

Adjusting the Delay Volume for
Each Part (Part Delay Level)

Adjusts the volume of the delay sound for each part.
1. Hold down [SHIFT] and press [MIXER].

The indicator will blink, and the Part Mixer page will
appear in the display.

2. Press PAGE [<] [>] several times to select
the “Delay” page.

The display will graphically indicate the Part Delay

Level of each part.

TEMPO &
SHIFT MEASURE
[ MIXER |
Part

L1Z34567R Delawes
LL4HHTIT P2F @

Current Part

3. Use the eight knobs of the REALTIME MODI-
FY section and the QUANTIZE section to set
the Part Delay Level for each part.

Range: 0-127
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When you enter the Part Mixer page, all indicators of
[ENVELOPE/LFO1/EFFECTS], [FILTER/AMP/
PITCH] and [GRID/SHUFFLE/GROOVE] will blink,
and you can use the eight knobs of the REALTIME
MODIFY section and the QUANTIZE section to adjust
the settings of each part. At this time, the QUANTIZE
settings or REALTIME MODIFY cannot be modified
by the knobs.

4. Press [EXIT] to exit the Part Mixer page.

If you wish to apply delay to parts to which no multi-
effects is applied, be aware that if either the Part Delay
Level of that part or the Delay Level of all parts is set
to “0,” no delay will be applied to that part. Also, if
you set the Part Multi Effects Switch setting of the
rhythm part to “RHY,” you will be able to adjust the
delay volume for each rhythm tone.

= “Specifying the Part(s) to Which Multi-Effects

Will Be Applied (Part Multi-Effects Switch)” (p.

124)

® If you wish to adjust the delay volume for

each rhythm tone...

«+ “R.TONE Dly Level (Rhythm Tone Delay

Level)” (p. 98)

Part 1-7 For each rhythm tone

1234567F Delaves
LL44HTLT PLM 20

1234567R Delawes

LLE44TIT PRy 20

FL.TOME: 19 Level

C#a( 8L0p 20

1234557F Delager
ALEFTLT FRP 127

For each oart Entire rhythm part

LN © A

GELAY LEVEL

}
Delay sound .h“h.,

Delay sound

When the Part Multi Effects Switch setting of the
rhythm part is “ON" or “OFF”, raising the Part Delay
Level will apply delay to all rhythm tones equally.
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Making More Detailed Settings

1. Press [EDIT].

The indicator will light, and the edit page will appear
in the display.

2. Press BANK [2].

The EFFECTS setting page will appear.

3. Use PAGE [<] [>] to select parameters, and
use [INC] [DEC] or the [VALUE] dial to make
seftings.

- -I-\ —— ’r\ E::FA G

(FX onzore) TS WT .
Reverb se;ting pages

[ EL I ll )
THFﬁP LDH&
[LELAY:
DeldH Timak 1805
DELAY: ]
Fesdback k +951
[DELAY: ]
HF Damek B?PHSb‘
CELHEY:
Dgteuh b FEL
DELAY:
M-Fr+lelaul 27
CELAY:
LDelaa Lewssllk 127 Y

To exit the setting page, press [EXIT].

Type (Delay Type)

One of the following two basic types of delay can be
selected. '

Available Settings:

SHORT: A delay which repeats at short intervals.

LONG: A delay which repeats at long intervals.
You can also synchronize the spacing of the
repeats to the tempo of the pattern.

Delay Time

Adjusts the time from the original sound until when
the delayed sound is heard (the interval between
repeats).

Available Settings:
SHORT: 0.1-275
LONG: 200-1000, FJs F. J Jat. Jdad 4

If this is set to a note value, the delay will synchronize
to the tempo of the pattern, and will sound at the
interval of the specified note value.

* On the [X-305, it is not possible to set a delay time longer
than 1000 ms (1 second). When the delay time is synchro-
nized to the tempo, selecting a note value which would
make the delay time exceed 1000 ms will cause the delay
time to be halved, and the delay sound will be heard at 1/2
the specified interval. In addition, even if 1/2 the length
would exceed 1000 ms, the delay time will be shortened to
1/4 the length.

Feedback (Feedback Level)

Adjusts the proportion of the delay sound that will be
repeated.

Range: 0—+98 (%)

Raising this value will increase the number of delay
repeats.

HF Damp
Determines the frequency at which the high frequency

portions of the delay sound will be cut.

Range: 200-8000 (Hz), BYPASS

As this parameter is set to a lower frequency, more of
the high range will be cut, making the delay sound
more muted in tone.

If you do not wish to cut the high frequency range,
select “BYPASS.”

Output (Delay Output Assign)

Specifies how the delay sound will be output.

Available Settings:

LINE: The delay sound will be output as is.

REV: Reverb will be applied to the delay
sound before it is output.

LINE+REV: Delay without reverb and delay with
reverb will both be output.

LINE LINE+REV

OUTPUT OUTPUT OUTPUT

M-FX — Delay (Multi Effects — Delay Level)

Specifies the volume of the delay that will be applied
to the Multi Effects sound.

Regardless of the Part Delay Level of each part, delay
will apply equally to all parts whose Part Mutti Effects
Switch setting is “ON.”

Range: 0-127
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”

* This will not affect parts for which the Part Multi-Effects
Switch is "OFF."”
77| = “Specifying the Part(s) to Which Multi-Effects
Will Be Applied (Part Multi-Effects Switch)” (p.
124)

Delay Level

This is the setting page for ”“Adjusting the Overall
Delay Volume (Delay Level)” (p. 104).

Range: 0-127

Applying Various Effects to
the Sound (Multi-Effects)

Multi Effects provides 24 different Effects Types, each
of which let you apply a different effect. In the Multi-
Effects parameters you can make settings that deter-
mine how Multi-Effects will sound.

Selecting the Type (Multi-Effects Type)

1. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the EFFECTS indicator light.

2. Hold down [ENVELOPE/LFO1/EFFECTS] and
use [INC] [DEC] or the [VALUE] dial to select
the effect type.

Torek DISTORTION

VELOPE + DEC INC

LFO1 O D D

EFFECTS @
i

{M LTI

Available Settings:

4-BAND-EQ: 4 band EQ (modify the tone) (p. 107)

SPECTRUM:  Spectrum (add character to the
sound) (p. 108)

ENHANCER: = Enhancer (add sparkle to the sound)
(p. 109)

OVERDRIVE:  Overdrive (distort the sound mildly)
(p. 109)

DISTORTION: Distortion (distort the sound severe-
ly) (p. 110)

Lo-Fi: Lo-Fi (simulate a “low-fidelity”
sound) (p. 110)

NOISE: Noise generator (add various types

of noise) (p. 111)
RADIO-TUNG: Radio tuning (simulate a radio being
tuned) (p. 112)
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PHONOGRAPH: Phonograph (simulate an old
record) (p. 112)

COMPRESSOR: Compressor {(make the volume level
more consistent) (p. 113)

LIMITER: Limiter (smooth out irregularities in
volume) (p. 113)

SLICER: Slicer (apply successive cuts to the
sound) (p. 114)

TREMOLO: Tremolo (cyclic changes in volume)
(p. 115)

PHASER: Phaser (modulate the sound) (p. 115}

CHORUS: Chorus (add spaciousness and
depth to the sound) (p. 116)

SPACE-D: Space-D (add transparent depth) (p.
117)

TETRA-CHRS: Tetra chorus (layer chorus sounds to
a dd spaciousness) (p. 117)

FLANGER: Flanger (add metallic resonance to
the sound) (p. 118)

ST-FLANGER: Step flanger (add metallic resonance
to the sound while changing the
pitch in steps) (p. 119)

SHORT-DELY: Short delay (add echoes to the
sound) (p. 120}

AUTO-PAN: Auto pan (automatically move the
stereo location) (p. 121)

FB-P-SHIFT: Feedback pitch shifter (skew the
pitch) (p. 122)

REVERB: Reverb (add reverberation) (p. 123)

GATE-REVRB: Gated reverb (sharply cut the rever-

beration) (p. 123)

Adjusting the Overall Multi-
Effects Volume
(Multi-Effects Output Level)

This adjusts the volume of the multi-effects for all
eight parts (parts 1-7 and the rhythm part).

1. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the EFFECTS indicator light.

2. Rotate the [MULTI CTRL 3] knob to adjust
the Multi Effects level.

ENVELOPE ; R\ DEPTH M

LFO1 Q AMP DEPTH
[]
EFFECTE—:.:' MULTI CTRL 3
L}

Range: 0-127
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Rotating the knob toward the right will increase the
volume of the multi-effects sound. Rotating the knob
toward the left will decrease the volume of the multi-
effects sound.

Making Multi-Effects Settings

The parameters of the effect will depend on the Multi
Effects Type that you selected. Of the parameters of
each effect, the main ones can be adjusted using the
front panel [MULTI CTRL 1/2] knob. For details on
which knob corresponds to each parameter, refer to
the explanatory diagram for each effect.

For example, in the case of the 4-band EQ, operation
will be as follows.

MuLD CTRLT MULT) CTRL Z MULY) CTve 3

High Gain  Low Gain Output Level

In addition to setting them from the front panel, you can
also use the following procedure to set parameters except
Part Multi-Effects Switch while viewing their value.

1. Press [EDIT).

The indicator will light, and the edit page will appear
in the display.

2. Press BANK [2].

The effect setting page will appear.

3. Use PAGE [<] [>] to select parameters, and
use [INC] [DEC] or the [VALUE] dial to set
the valve.

To exit the setting page, press [EXIT].

EDIT 2 2

- pAsE -
- -—-
_— ,l\

E_n umn
FX_ON/OFF | EFFECTS ]

Reverb settmg pages
Delay semng pages

Multi effects settmg pages

4 Band EQ (Modify the Tone)

This is a 4 band (high, midrange x 2, low) stereo equal-
izer.

MULTI:
Tupeb  3-BAHD—ER @
MOLTI: 4-BAHD—EQ

Low Fredk 208 g e
MULTI: 4-BAHD—EQ

Low Baink +15

MULTI: 4-EAHC—ER “Low Gan -

High Frexb SO00 @
MILTI1: 4-ERHD-ER)
High Gaink  +15 Outhut Level

Output Level
MUILTI: 4-BRHD-ED
Feakl Frexk 4086

MULTI: <4-BRAND-EL
Faakl o 5
MULTI® 4-BAMD-ER
Peakl Gaink +135
MILTI: 4-BRMHL-EG
Feak? Fresk 4000
MULTI: 4—-BRMD-ER
PeakZ 0k {5
MULTI: d4-~ERHD-ER
Feak? Haink +15

MULTI: 4-BAKND-ER
Outeut Lewsl MLET

Low Freq (Low Frequency)
Determines the frequency of the low range.
Range: 200, 400 (Hz)

Low Gain [MULTI CTRL 2]

Adjusts the volume of the low frequency range.
Range: -15-+15

High Freq (High Frequency)
Determines the frequency of the high range.
Range: 4000, 8000 (Hz)

High Gain [MULTI CTRL 1]

Adjusts the volume of the high frequency range.
Range: -15—+15

Peak1 Freq (Peaking 1 Frequency)

Determines the frequency of midrange 1.
Range: 200-8000 (Hz)
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Peak1 Q (Peaking 1Q)

Specifies the width of the frequency range affected by
midrange 1.

Range: 0.5-8.0

As this setting is increased, the affected area will
become narrower.

Gain

8.0 0.5

Frequency

Peak1 Gain (Peaking 1 Gain)

Adjusts the volume of midrange 1.
Range: -15—+15

Peak2 Freq (Peaking 2 Frequency)
Determines the frequency of midrange 2.
Range: 200-8000 (Hz)

Peak2 Q (Peaking 2Q)

Specifies the width of the frequency range affected by
midrange 2.

Range: 0.5-8.0

As this setting is increased, the affected area will
become narrower.

Peak2 Gain (Peaking 2 Gain)

Adjusts the volume of midrange 2.
Range: -15-+15

Output Level [MULTI CTRL 3]

Adjusts the output level from the 4 band EQ.
Range: 0-127
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Spectrum (Add Character to the
Sound)

This is a type of filter, which modifies the tonal charac-
ter by boosting or cutting specific frequencies. It is
similar to an equalizer, but when you wish to add
character to the sound, the Spectrum effect will pro-
duce a more distinctive result.

MULTI:
Turshk SPECTRUM
MULTI: SPECTRLUNM ﬂ
Low-Highk +15 Lg”“‘,{'ﬁ;gfggin
MULTI: SPECTRLM
Middle Gaink +15

MULTI CTRL 2
MULTI: SPECTRLIM Middle Gain
Widtkk 5 a
MULTI: SPECTEUM o eTaLS
Duteut. Pank  Lad Output Level
MULTI: SPECTREUM
Dutrut Lewsl k127

Low-High (Low-High Gain) [MULTI CTRL 1]
Specifies the volume change at 500Hz and 8000Hz.
Range: -15—+15

Middle (Middle Gain) [MULTI CTRL 2]
Specifies the volume change at 1250Hz.
Range: ~15-+15

Width (Bandwidth)

Specifies the width of the bands in which the volume
will be adjusted. (This setting applies to all bands.)
Range: 1-5

Output Pan

Specifies the panning of the sound that is output from
the Spectrum effect.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the volume that is output from the Spectrum
effect.

Range: 0-127
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Enhancer (Add Sparkle to the Sound)

Overdrive (Distort the Sound Mildly)

By controlling the overtones of the high frequency
range, this effect adds sparkle to the sound, giving it
more definition.

Use this effect when you want to make a specific
sound stand out from the rest of the ensemble, or to
give it greater definition.

MULTI:
Tursk EMHAMCER @
MULTI: EWHANCER
Sensk 127 M“g'eggﬁ“
MULTI: EMHANCER
Mizxk 127

MULT! CTRL 2
MULTI: EMHAHCER Mix Level
Low Gaink +13
MULTI: EMHANHCER i
High Gaink +15 Qutput Level
MLTI:  EHHANCER
teut, Lewel k127

Sens (Sensitivity) [MULTI CTRL 1]
Adjusts the depth of the enhancer effect.
Range: 0-127

Mix (Mix Level) [MULTI CTRL 2]

Determines the proportion at which the overtones
generated by the enhancer will be mixed with the orig-
inal sound.

Range: 0-127

Low Gain

Specifies how the low frequency range will be boosted
or cut.

Range: -15-+15

High Gain

Specifies how the high frequency range will be boost-
ed or cut.

Range: -15-+15

Output Level [MULTI CTRL 3]

Specifies the volume of the output from the Enhancer
effect.

Range: 0-127

This simulates the soft distortion that occurs when you
raise the gain of a vacuum tube amp. The effect also
contains an amp simulator, and produces the natural
distortion that is created by sounds played through a
guitar amp. It is suitable for use with guitar and synth-
bass sounds.

M_TT:

Turek OUERDREIVE

MULTI: OUERDRIVE]
IrFut Lewsly 120

MULTI: OQUERDREIVE
Drivel 127

MULTI CTRL1
Drive

MULTI CTRL. 2

MULTI: OUERDRIVE AMP Type
AMF Tare PEUILTIH) @
MULTI: OUERDRIUE MU OTRLS
Dgteut. Pank  Lod Output Level
MULTI: DUERDEIVE
Outrut Lewel bl:?

Input Level

Adjusts the level of the input signal.

Range: 0-127

Drive [MULTI CTRL 1]

Adjusts the depth of distortion. This will also affect the
volume.

Range: 0-127

AMP Type [MULTI CTRL 2]
Selection for the type of guitar amp.
Available Settings:

SMALL: small amp

BUILTIN: built-in type amp
2STACK: large double amp stack
3STACK: large triple amp stack

Output Pan

Specifies the stereo location of the sound that is output
from the Overdrive effect.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the output volume from the Overdrive effect.
Range: 0-127
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Distortion (Distort the Sound Severely)

Lo-Fi (Simulate a “Lo-Fidelity” Sound)

This effect produces a more severe distortion than the
Overdrive effect. It also contains an amp simulator,
and produces the natural sound of a guitar amp.

MULTI:
Tarek DISTORTION
MULTI:DISTORTION a
InFut. Leweld 126 M”g;isg““
MULTI:CISTORTION

Dr-ivizb 127

MULTI CTRL 2

MULTI:CISTORTION AMP Type
AP TurebBUILTIN a
MULTI:DISTORTION MO CraLs
Outrut. Pand LS4 Qutput Level
MULTI:DISTORTION

Output. Lewslpl2F

Input Level
Adjusts the level of the input signal.
Range: 0-127

Drive [MULTI CTRL 1]

Adjusts the depth of distortion. This will also affect the
volume.

Range: 0-127

AMP Type [MULTI CTRL 2]
Determines the type of guitar amp.
Available Settings:

SMALL: smallamp

BUILTIN: built-in type amp

large double amp stack
3STACK: large triple amp stack

Output Pan

Specifies the stereo location of the sound that is output
from the Distortion effect.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the output volume from the Distortion effect.
Range: 0-127 ’
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This effect intentionally degrades the audio quality to
simulate a Lo-Fi sound. It is particularly effective on
drums.

.

MUOLTI:
Turek Lo-Fi a
MULTI: La-Fi
Bit Dok 7 M Do
(MULTI: Lo-Fi
S—Rate Dok 4

MULTI CTRL 2
MULTI: Lo-Fi S-Rate Down
Fazt Gaink  +12 a
MULTI: Lo-Fi e oL
Lo Gaink +15 Output Level
(MLTIz Lo-Fi
Higk Gaink  +15
MULTI: Lo—Fi
Out.euty MO0
MULTI: La-Fi
QutrFut. Lewsl k127

Bit Down [MULTI CTRL 1]

This setting lowers the audio quality.

Range: 0-7

The audio quality will worsen as this setting is
increased.

S-Rate Down (Sample Rate Down)
[MULTI CTRL 2]

This coarsens the output signal.

Range: 32, 16, 8, 4

The sound will become coarser as this setting is low-
ered.

Post Gain
Adjusts the output signal.
Range: 0, +6, +12, +18

Low Gain

Adjusts the boost or cut applied to the low frequency
range.

Range: -15-+15

High Gain

Adjusts the boost or cut applied to the high frequency
range.

Range: -15-+15
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Output

Specifies how the sound will be output.

Range: MONO, STEREO

With a setting of “MONO,” the output sound will be
monaural.

Output Level [MULTI CTRL 3]
Specifies the output volume from the Lo-Fi effect.
Range: 0-127

Noise Generator (Add Various
Types of Noise)

In addition to a Lo-Fi effect, this effect also generates
various types of noise such as hum, pink noise, and
disc noise.

MULTI:
Tarak HIOJISE
MMTI: HOISE a
Moize Toreb 1 T T
MULLTI: HOISE
Hoize Lewslk 1E7

MULTI CTRL 2
MULTI: HOIZE Noise Level
M Filterk BYPRZS @
MULTI: HOISE MUt CrALs
LLC"‘F i Leusld 127 Output Level
MILTI: HOISE
Tatrut. Fank  Led
MULTI: HOISE
Outeut, Lewselkl .'.TJ

Noise Type
Determines the type of noise(s) that will be generated.
Range: 1-18

Noise Level [MULTI CTRL 2]
Specifies the volume of the noise.
Range: 0-127

N Filter (Noise Filter)

Adjusts the tone of the noise.

Range: 200-8000 (Hz), BYPASS

If you do not wish to filter the noise, select “BYPASS.”

Lo-Fi Level [MULTI CTRL 1]

Increasing this setting will make the original sound
rougher.

Range: 0-127

Output Pan

Specifies the stereo location of the sound output from
the Noise Generator.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the output volume of the Noise Generator
effect.
Range: 0-127

Noise Type Table

Hum Hum Pink Disc EP Disc LI RND Disc
(50 Hz) (60 Hz)

1 o)
2 o]
3 o o
4 0 o) o
5 o) o)
6 o o) o)
gy e
8 O 0
9 0 o o
10 0 o] o) 0
1 0 o) o
12 0 o 0 o
I3 o T
14 o) 0
15 o) o) o
16 o) o) o o)
17 o) o o
18 o) o o o

For each setting, the type(s) of noise marked by “O”
will be generated.

Hum (50 Hz): hum noise (50 Hz)

Hum (60 Hz): hum noise (60 Hz)

Pink: pink noise

Disc EP: disc noise (45 RPM)

Disc LP: disc noise (33 RPM)

RND Disc:  disc noise generated at random
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Radio Tuning (Simulate a Radio

Being Tuned)

Phonograph (Simulates an Old
Record)

This effect simulates the sound of a radio being tuned.

Fadin Detunskl2y

MULTIf BRLIO-TLHG
Hoize Lewelk 127

MULTI:

Tupak RAGIO-TUHG

MULTI:RALTO-TUMEG @
MULTI CTRL

Radio-Detune

©

MULTI CTRL.2
MULTI : RROIO-TUNG Noise Level
Low Gaird +15 @
MULT T : RRGIO-TUHG e
Higkh Gaink +15 Output Level

MULTI: RACIO-TLMNSG
Outrut b T

MULTI:RALIO-TUHG
Cteut. Lewsl B1ZV

Radio Detune [MULTI CTRL 1]

Specifies the frequency being tuned.

Range: 0-127

By rotating the [MULTI CTRL 1] knob in real time,
you can make the effect appear more real.

Noise Level [MULTI CTRL 2]
Specifies the volume of the tuning noise.
Range: 0-127

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Output

Specifies how the sound will be output.

Range: MONO, STEREO

With a setting of “MONQO,” the output will be monau-
ral.

Output Level [MULTI CTRL 3]

Specifies the output volume of the Radio Tuning
effect.

Range: 0-127
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This effect mutes the tone and adds disc noise to simu-
late the sound of music played on an old record play-
er.

(MOLTI:
Turpebk PHOMOGRARH
MUL T PHOMHOGRARH
Dizc Turek LF MUBTE'E;&“U
FMULTI : PHOMHOGREARH
[+ HoizelevelklZ?

MULTT CTRL 2
MULTI : PHOROGRARH D Noise Level
Derthk +15 @
MULTI : PHOMHOGRAPH o s
Duteput. Pank  &3R Output Level
FULTI 2 FHOHOGRAPH]
Outrut. Lewslkl EFJ

Disc Type

Determines the type of disc noise.
Available Settings:

LP : 33 RPM record

EP : 45 RPM record

SP : 78 RPM record

D Noiselevel (Disc Noise Level)
[MULTI CTRL 2]

Specifies the volume of the disc noise.
Range: 0-127

Depth [MULTI CTRL 1]

Adjusts the tone.

Range: 0—+20

As this value is increased, the high range and low
range will be cut, and the mid range will be empha-
sized.

Output Pan

Specifies the stereo location of the output from the
Phonograph effect.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the output volume from the Phonograph
effect.

Range: 0-127



Compressor (Make the Volume
Level More Consistent)

This effect suppresses loud volume levels and boosts
soft volume levels, making the volume more consis-
tent.

MULTI:
Turek COMFRESSOR
MULTI : COMPRESSOR @
Attackhk 127 M
MULTI: COMPRESSOR
Suztaink 127V

MULTI CTRL 2
MULTI: COMPRESSOR Sustain
Fost Gaink +13 @
MULTI: COMPRESSOR o oL
Low Gairnk +15 Output Level
MULTI: COMPEESSOR
High Saink +15
MULTI s COMPRESSOR
Outeut Lewel B2V

Attack [MULTI CTRL 1]

Specifies the duration of the attack when sound is
input.

Range: 0-127

Sustain [MULTI CTRL 2]

Specifies the time over which low-level sounds will be
boosted to reach the specified volume.

Range: 0-127

Post Gain
Adjusts the output signal.
Range: 0, +6, +12, +18

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Ovutput Level [MULTI CTRL 3]

Specifies the output volume from the Compressor
effect.

Range: 0-127
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Limiter (Smooth Out
Irregularities in Volume)

This effect compresses the sound when it exceeds a
specified volume level, thus preventing distortion.

MULTI:
Turch LIMITER
MULTI: LIMITER @
Thresholdk 127 M]%gs%'?é‘
MULTI: LIMITER
Ratiok 1.3:1

MULTI CTRL. 2
MLTI: LIMITER Release
Releazeh o Q
MULTI: LIMITER UL LS
Fozt Gaink +15 Output Level
MULTI: LIMITER
Duteut Fank  Led
MILTI: LIMITER
Dgteut. Lewsl k127

Threshold (Threshold Level)

[MULTI CTRL 1]

Specifies the volume level at which compression will
begin.

Range: 0-127

Ratio (Compression Ratio)
Specifies the ratio of compression.
Range: 1.5:1, 2.0:1, 4.0:1, 100:1

Release [MULTI CTRL 2]

Specifies the time from when the volume drops below
the Threshold Level until compression is no longer
applied.

Range: 0-127

Post Gain
Adjusts the output signal.
Range: 0, +6, +12, +18

Output Pan

Specifies the stereo location of the output from the
Limiter effect.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the output volume of the Limiter effect.
Range: 0-127
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M

Slicer (Apply Successive Cuts to
the Sound)

By applying successive cuts to the sound, this effect
turns a conventional sound into a sound that appears
to be played as a backing phrase.This is especially
effective when applied to sustain-type sounds.

J

o>| Slicer
i 'y
Key on Key off
MILTI:
Tarebk SLICEE
MULTI: SLICER
o-o_o_o_| M
Timing PTN
(MUOLTI: SLICER
Ratok 4 MULT! CTAL 2
Accent PTN
MIILTI: SLICER
anliluBlonil.nl a
Accent PTN MULTI CTFL3
MULTI: SLICER Output Level
Hooent Lewelplad
MJLTI: SLICER
Attackk 1":1‘
MULTI: SLICER
Outrut Lewslbliy

Timing PTN (Timing Pattern) [MULTI CTRL 1]
Select a pattern to specify the timing at which the
sound will be cut.

Range: 34 types

The lower line of the display will show the pattern
that will determine when the sound is cut. The sound
will be cut at locations without a “O” symbol.

By holding down [SHIFT} and rotating the [VALUE]
dial, you can select the Timing Pattern while viewing
the Accent Pattern.

Rate
Determines the note value unit which will be cut.
Range: § | =

The sixteen symbols shown in the lower line of the
Timing Pattern and Accent Pattern pages correspond
to the note value that you specify. For example, if you
have selected whole notes, each of the sixteen symbols
will represent the duration of a 16th note. With this
setting, the sound will be cut as follows.
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Accent PTN (Accent Pattern)

[MULTI CTRL 2]

Specifies the location of the accents.

Range: 16 types

The lower line of the display will show a pattern to
indicate how accents will occur.

‘HULTI: SLICER

By holding down [SHIFT] as you rotate the [VALUE]
dial, you can view the Timing Pattern as you select the
Accent Pattern.

Accent Level

Adjusts the volume of the accents.

Range: 0-127

As this setting is increased, the accent will be more
pronounced.

Attack

Adjusts the attack speed of the sound.

Range: 1-10

As this setting is increased, the attack will become
faster.

Output Level [MULTI CTRL 3]
Adjusts the output volume from the Slicer effect.
Range: 0-127
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Tremolo (Cyclic Changes in
Volume)

This effect cyclically modulates the volume to create
tremolo.

MULTI:
Ture b TREMOLD
MULTI: TREMOLO @
LFO Tupek TRI ""”&&;"'—‘
FMULTI: TREMOLO
Ratek 9.1

MULTI CTRL 2
MJLTI: TEEMOLD Rate
[epthb 127 @
MULTI: TREMOLO e ormLa
Low Gaink +15 mEm Level
MULTI: TREEMOLO
High Gaink +15
MULTI: TREMOLD
Outeput Lewsl k127

LFO Type
Determines the waveform that will be used to modu-

late the sound.
Range: TRI, TRP, SIN, SAW1, SAW2, SQR

Rate [MULTI CTRL 2]
Specifies the frequency of modulation.

Range: 0.1-10.0

FRA T3l llad deal -

2MES 3MES 4MES 8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

Depth [MULTI CTRL 1]
Specifies the depth of modulation.
Range: 0-127

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Output Level [MULTI CTRL 3]
Specifies the output volume of the Tremolo effect.

Range: 0-127

Phaser (Modulate the Sound)

By adding a phase-shifted sound to the original sound,
this effect modulates the sound to add depth and a
sense of rotation.

MULTI:2
Tarek PHASER a
MULTI: FHAZER

Marwal bk 1 EiEi Mub’;&"h“”
(MOLTI: FHHEER

Fatek B, 1

p MULTI CTRL2
MULTI: FHAZEF Rate
Dapthk 127 @
MULTI: FHRASER MUTH oL
LF:EEEW'IEH"H:E 3 127 Output Level
MILTI: FHASER

Mishk 127

FULTI: FHASER

Duteut. Fank  Led

MULTI FHASER

Outeut, Lewsl BLET

Manual

Specifies the center frequency at which the sound will
be modulated.

Range: 100-8000 (Hz)

Rate [MULTI CTRL 2]
Specifies the frequency of modulation.
Range: 0.1-10.0

FhfkTilalliad Jeald-

2MES 3MES 4MES S8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

Depth [MULTI CTRL 1]
Specifies the depth of modulation.
Range: 0-127

Resonance

This setting emphasizes the frequency range in the
vicinity of the center frequency. '

Range: 0-127

Mix (Mix Level)

Adjusts the proportion of the original sound that will
be combined with the phase-shifted sound.

Range: 0-127
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Output Pan

Specifies the stereo location of the output from the
Phaser effect.

Range: L64-63R

Output Level [MULTI CTRL 3]

Specifies the output volume of the Phaser effect.
Range: 0-127

Chorus (Add Spaciousness and
Depth to the Sound)

This effect creates an impression of multiple sound
sources in unison (Chorus effect), giving spaciousness
and depth to the sound.

MJLTI®
Tupe b CHORLS
MULTI: CHORL= @
Pra Delagk |, E1‘ MUB;;J\R“
MULTI: CHORUS
Ratep H.1

MULTI CTRL 2
MULTI: CHORLS Rate
Derthk 127 @
MULTI: CHORLE
Phaseh 180 Output Level
MULTI: CHORLS
Filter Tarek LFF
(MULTI: CHORLS]
Cbofte SEER
(MULTI: CHORUS
Ealarcek DB S0E
FMLLTI: CHORUS
Output. Lewel k127

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until when
the chorus sound is heard.

Range: 0.0-100

Rate [MULTI CTRL 2]
Specifies the frequency of modulation.
Range: 0.1-10.0

FhfThal lialldead -

2MES 3MES 4MES BMES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.
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Depth [MULTI CTRL 1]
Specifies the depth of modulation.

Range: 0~127

Phase

Adjusts the spaciousness of the sound.

Range: 0-180

As this setting is increased, the sound will spread
more toward left and right.

Filter Type

Determines the type of filter that will be applied to the

chorus sound.

Available Settings:

OFF : A filter will not be used.

LPF : The frequency range above the cutoff frequency
will be cut.

HPF : The frequency range below the cutoff frequency
will be cut.

Cutoff (Cutoff Frequency)
Specifies the cutoff frequency of the filter.
Range: 200-8000 (Hz)

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the chorus sound.

Range: D100:0E~-D0:100E

With a setting of “D100:0E,” no chorus sound will be
output.

Output Level [MULTI CTRL 3]
Specifies the output volume from the stereo chorus.
Range: 0-127



Space-D (Add Transparent Depth)

This is a type of chorus, but unlike a conventional cho-
rus, it does not create a sense of modulation. It pro-
duces a chorus effect with an impression of trans-
parency.

MULTI:
Tarek SPRCE-D
MULTI:  SPRCE-D
Pre Delawd 8.8 MULDTé;tEHU
MULTI: SFRCE-D
Fatek B.1

MULT] CTRL 2
MULTI: ZPRCE-D Rate
Lerthk 127 @
MULTI: SPRCE-D e
Fhaseb 188 Sutput Love
MULTI: SPRCE-D
Low Gaink +15
MULTI:  SPRCE-D
High Gaink  +13
MULTI: SPACE-D
Balancer DTG IBE
MULTI:  SPRCE-D
Outeut Lewelklsy

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
chorus sound is heard.

Range: 0.0-100

Rate [MULTI CTRL 2]
Specifies the rate of modulation.
Range: 0.1-10.0

Fraf. llaJ.ldal).dea =

2MES 3MES 4MES S8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

Depth [MULTI CTRL 1]
Specifies the depth of modulation.
Range: 0-127

Phase

Adjusts the spread of the sound.

Range: 0-180

As this value is increased, the sound will have a
broader left/right spread.
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Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15~+15

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the chorus sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” the chorus sound will not
be heard.

Output Level [MULTI CTRL 3]
Specifies the output volume from the Space-D effect.
Range: 0-127

Tetra Chorus (Layer Chorus
Sounds to Add Spaciousness)

This effect layers four chorus sounds to produce even
more depth and spaciousness than a conventional cho-
rus.

MLTI: [TETRA-CHRS]
Turek TETREA-CHRES @
MULTI: TETRER-CHRS
Fre Delasb &.08 Mubgpcg;m
MULTI: TETRA-CHRES
Ratek #@,1

MULTT CTRL2
MULTI: TETRA-CHRS Rate
[erthik 127

©

MULTI CTRL3
Output Level

MULTI: TETRA-CHES
Pre [la Devik 26

MULTI: TETRH-CHRE
Derth Dewik  +206

MULTI: TETRA-CHRS)
Fan Devik e

MULTI: TETRA-CHRES
Balarncek [SEA:S0E

MULTI: TETRR~CHRES
Outeut Lewsl #1227

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
chorus sound is heard.

Range: 0.0-100
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Rate [MULTI CTRL 2]
Specifies the rate of modulation.
Range: 0.1-10.0

FhRfA Tl ldald=al-

2MES 3MES 4MES B8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

Depth [MULTI CTRL 1]
Specifies the depth of modulation.

Range: 0-127

Pre Dly Devi (Pre Delay Deviation)
Adjusts the difference in pre delay between each of the
chorus sounds.

Range: 0-20

Depth Devi (Depth Deviation)

Adjusts the difference in modulation depth between
each of the chorus sounds.

Range: -20-+20

Pan Devi (Pan Deviation)

Adjusts the pan difference between each chorus
sound.

Range: 0-20

As this value is increased, the sound will have a
greater left/right spread.

Balance (Effect Balance)

Specifies the volume balance between the original
sound and the chorus sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no chorus sound will be
output.

Output Level [MULTI CTRL 3]

Specifies the output volume from the Tetra Chorus
effect.

Range: 0-127

118

Flanger (Add Metallic Resonance
to the Sound)

This creates a sharper and more mechanical sound
than the phaser. It can add a metallic resonance to the
sound, or produce an effect that sounds like an jet air-
plane taking off and landing.

MULTI:
TRk FLAMGER ﬂ
MULTI: FLANGER
Fre Delask 4.8 MUS;;?J:RU
MULTI: FLAMNGER
FEatak (5|

, MULTI CTRL 2
MULTI: FLAHGER Rate
[epthk 127 @
MULTI: FLANGER I
Fesdback b +38 Siput Level
MULTI FLAHSER
Fhazek 124
MULTIL: FLAMGER
Filter Twred LFF
MULTI: FLAHGER]
Cutoffh SEEs
MULTI: FLAMGEER
Balancek [SE:50E
MULTI: FLAMGER
Outrut Lewe]l B127

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
flanger sound is heard.

Range: 0.0-100

Rate [MULTI CTRL 2]
Specifies the rate of modulation.
Range: 0.1-10.0

FrhaF T hl.llad d=3ld-

2MES 3MES 4MES B8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

Depth [MULTI CTRL 1]
Specifies the depth of modulation.

Range: 0-127
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Feedback (Feedback Level)

Specifies the proportion of the flanger sound that is
fed back into the input.

Range: 0-+98 (%)

Phase

Adjusts the width of the sound.

Range: 0-180

As this setting is increased, the left/right spread of the
sound will increase.

Filter Type

Determines the type of filter that will be applied to the

flanger sound.

Available Settings:

OFF : A filter will not be used.

LPF : The frequency range above the cutoff frequency
will be cut.

HPF : The frequency range below the cutoff frequency
will be cut.

Cutoff (Cutoff Frequency)
Specifies the cutoff frequency of the filter.
Range: 200-8000 (Hz)

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the flanger sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E,” no flanger sound will be
output.

Output Level [MULTI CTRL 3]
Specifies the output volume from the stereo flanger.

Range: 0-127

Step Flanger (Add Metallic
Resonance to the Sound While
Changing the Pitch in Steps)

This is a flanger that changes the pitch of the sound in
steps. The frequency of pitch change can also be syn-
chronized to the tempo.

MULTI:
Tareb ST-FLANGER)
MULTI ! ST-FLANGEF]
Pre Delaul A, 6 “"”b‘;&;“‘-’
MULTI: ST-FLAHGEER
Fatok B.1

MULTI CTRL 2
MULTI:ST-FLAMGER Step Rate
Depthk 27 a
MULTI: S T-FLAMGER MU CrRL
Fesdback +35 Output Level

MULTI::ST~FLANGER
FPhazek i :E:@J

MULTI: ST-FLANGER
Sher Ratedr 18,08

MULT Iz ST-FLANGER
EBalancek DOE:SEE

MULTI: ST~-FLRAMHEGER
Dutput. Lewsel B127

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
flanger sound is heard.

Range: 0.0-100

Rate
Specifies the rate of modulation.
Range: 0.1-10.0

FhRfThal.lial d=3d-

2MES 3MES 4MES 8MES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

Depth [MULTI CTRL 1]
Specifies the depth of modulation.
Range: 0-127

Feedback (Feedback Level)

Specifies the proportion of the flanger sound which
will be fed back into the input.
Range: 0—+98 (%)
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Phase

Adjusts the spread of the sound.

Range: 0-180

As this value is increased, the left/right spread of the
sound will increase.

Step Rate [MULTI CTRL 2]
Specifies the rate at which the pitch will change.
Range: 0.05-10.0 (Hz)

Fhfldaflhald
If a note value is selected as the value of this parame-
ter, the Step Rate will synchronize with the tempo of
the pattern at intervals of the specified note value.

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the flanger sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no flanger sound will be
output.

Output Level [MULTI CTRL 3]

Specifies the output volume of the Step Flanger effect.
Range: 0-127
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Short Delay (Add Echoes to the Sound)

This is a short delay which allows you to set the left
and right delay times independently. You can also
move the panning of the delay sound in synchroniza-
tion with the tempo.

(MULTI:
Tupel SHORT-DELY

PULTI S SHORT-DELY

Time L# 194 ML CTRLS
MULTI: SHORT-DELY

Tirme R 195

-~ MULTI CTRL 2
MULT It SHORT-DELY Time-R
HF Damek  BYFPASS @
MULTI: SHORT-DELY) MULTI CTRLS
Feadbhack -3 +5E Outpm Level

MULTI s SHORT-DELY
Auto Pank OFF

MULT I SHORT-DELY
Lowt Gaink +15
MULTI® SHORT-DELY
Hiah Gaink +15
MULTI s SHORT-DELY
Balarcek D5ASGE

MULTI: SHORT-DELY
Outeut LewvelplZy

Time L (Delay Time Left) [MULTI CTRL 1]
Specifies the time from the original sound until the left
delay sound is heard.

Range: 0.1-190

Time R (Delay Time Right) [MULTI CTRL 2]
Specifies the time from the original sound until the
right delay sound is heard.

Range: 0.1-190

HF Damp

Determines the frequency at which the high frequency
portions of the delay sound will be cut.

Range: 200-8000 (Hz), BYPASS

As this parameter is set to a lower frequency, more of
the high range will be cut, making the delay sound
more muted in tone.

If you do not wish to cut the high frequency range,
select “BYPASS.”
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Feedback (Feedback Level)

Adjusts the number of delay repeats.
Range: 0—+98 (%)

Avuto Pan

This setting causes the panning of the delay sound to

move in synchronization with the tempo.

Range: OFF FIlaF. Fdal. lda ). dea de
2MES 3MES 4MES B8MES 16MES

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15-+15

Balance (Effect Balance)

Adjusts the volume balance between the original
sound and the delay sound.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no delay sound will be
output.

Output Level [MULTI CTRL 3]

Specifies the output volume from the Short Delay
effect.

Range: 0-127

Auto Pan (Automatically Move
the Stereo Location)

This effect automatically moves the stereo location of
the sound. You can cause the sound to be panned left
and right in time with low notes such as a Bass Drum,
or in synchronization with the tempo of the pattern.

MULTI:
Tursbk RUTO~-PAMN
MILTI: AUTO-FEH @
LFO Twrsk  TRI M G
MULTI:  RAUTO-FRH
Fatehk g, 1

— MULTI CTRL 2
MULTI: AUTO-FAM Rate
EBazz Senzhk OFF a
MULTI: AUTO-PAH MU CorLs
Depthi 127 Qutput Level
MULTI:  AUTO-FEH
Lows GBaink +15
MULTI: RAUTO-PEM
High Gaink +15
MULTI: AUTO-PAM
Dutreut Levelklz?

LFO Type

Determines the waveform that will be used to pan the
sound to left and right.

Range: TRI, TRP, SIN, SAW1, SAW2, SQR

Rate [MULTI CTRL 2]
Specifies the rate at which the pan will be moved.
Range: 0.1-10.0

Flafl.flal.ldalde=ad -

2MES 3MES 4MES BMES 16MES
If a note value or measure is selected as the value of
this parameter, the Rate will synchronize with the
tempo of the pattern at intervals of the specified note
value or measure.

* When the Bass Sensitivity parameter is set to "MODE2,”
the Rate setting will be ignored.

Bass Sens (Bass Sensitivity)

Make this setting when you wish to shift the panning

at the timing of the bass notes.

Available Settings:

OFF: The panning will change at the speed speci-
fied by Rate.

MODEL: The Rate value will increase at the timing of
the bass notes.

MODE2: The panning will change at the timing of
the bass notes.

Depth [MULTI CTRL 1]
Specifies the depth of panning.
Range: 0-127

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15—+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range: -15—+15

Output Level [MULTI CTRL 3]

Specifies the output volume of the Auto Pan effect.
Range: 0-127
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Feedback Pitch Shifter (Skew the Pitch)

This effect shifts the pitch of the original sound and
layers it with the original sound. It can be used to play
unison lines at an interval of an octave or fifth, or to
layer a slightly pitch-shifted with the original sound to
create a chorus effect.

MULTI:
Torzk FE-F-SHIFT
(MULTI:FB~-F-SHIFT @
(Coarsek +12 M e
MULTI:FE~-P-SHIFT

Firek +54

r MULT CTRL 2
MULTI:FE-P-SHIFT Fine
Oubeut. Fark  LEed
MILTI:FE-F~SHIFT MO s
Fre Doelask @8 Qutput Leve!

MULTI:FB~-P-SHIFT)

Morjek 1
MULTI:FE-P-SHIFT
Fesdback b +98
MULTI:FE~-F-SHIFT
Lo Baink +13

MULTI:FB-P-SHIFT
High Gaink +15

MULTI:FE-F-SHIFT
Ezxlarcer DEOISHE

MOLTI:FE-F~SHIFT
Dutrul Lewel #1227

Coarse (Coarse Pitch) [MULTI CTRL 1]
Specifies the amount of pitch shift relative to the origi-
nal sound, in semitone steps.

Range: -24-+12

Fine (Fine Pitch) [MULTI CTRL 2]
Adjusts the amount of pitch shift in 2-cent steps.
Range: -100-+100

Output Pan

Determines the stereo location of the pitch-shifted
sound.

Range: L64-63R

Pre Delay (Pre Delay Time)

Specifies the time from the original sound until the
pitch-shifted sound is heard.

Range: 0.0-100
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Mode (Pitch Shifter Mode)

Specifies how the pitch will be shifted.

Range: 1-5

As this setting is increased, the response will be slow-
er, but the sound will be more stable.

Feedback (Feedback Level)

Specifies the proportion of the pitch-shifted sound that
will be fed back into the input.

Range: 0-+98 (%)

Low Gain
Adjusts the boost or cut of the low frequency range.
Range: -15-+15

High Gain
Adjusts the boost or cut of the high frequency range.
Range:-15-+15

Balance (Effect Balance)

Specifies the volume balance between the original
sound and the pitch-shifted sound.

Range: D100:0E-D0:100E

When the setting is “D100:0E” the pitch-shifted sound
will not be output.

Output Level [MULTI CTRL 3]

Specifies the output volume of the Feedback Pitch
Shifter effect.

Range: 0127
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Reverb (Add Reverberation)

This effect adds reverberation and ambiance to the
sound, creating spatial depth.

MULTI:
Trape b FEVERE
MJLTI: REUERE @
Rew Teesh  HALLL MU CoRL
MUILTI: REVEER
Timuzk 7

MULTI CTRL2
MULTI: REVEEE Balance
HF [ramrl  BYPASS a
MULTI: REVEEER “
Balarceh [SE:SHE Sutput Level
MLTI: FEVEERR
Dutrut. Lewsel k127

Rev Type (Reverb Type)

You can select one of the following six basic types of

reverb.

Available Settings:

ROOM1I: Reverb with short decay and high density.

ROOM2: Reverb with short decay and low density.

STAGE1: Reverb with much subsequent reverber-
tion.

STAGE2: Reverb with strong early reflections.

HALL1l: Clear-sounding reverb.

HALL2: Rich-sounding reverb.

Time (Reverb Time) [MULTI CTRL 1]

Specifies the duration of the reverberation.
Range: 0-127

HF Damp

Determines the frequency at which the high frequency
portions of the reverberation will be cut.

Range: 200-8000 (Hz), BYPASS

As this parameter is set to a lower frequency, more of
the high range will be cut, making the reverberation
more muted in tone.

If you do not wish to cut the high frequency range,
select “"BYPASS.”

Balance (Effect Balance) [MULTI CTRL 2]
Specifies the volume balance between the original
sound and the reverberation.

Range: D100:0E-D0:100E

With a setting of “D100:0E” no reverb sound will be
output.

Output Level [MULTI CTRL 3]

Specifies the output volume from the reverb effect.
Range: 0-127

Gated Reverb (Sharply Cut the

Reverberation)

This is a type of reverb, in which the reverberation is
cut off before the natural completion of its decay.

MULTI:
Tarzk GQTE—REUE:E:A
MULTI: GATE-REVRE @
Gate TursbkREURSE "e‘&‘; g_:'r:g
MULTI: GHTE-RELRE
Hate Timsk I8

MULT! CTRL2
MULTI: GATE-REURE Balance
Balancek [DO:I0E] @
MULTI: GRTE~-FELEE UL CrLs
Outeut. Leusl B12V Output Level

Gate Type (Gate Reverb Type)

Select one of the following four basic types of gated
reverb.

Available Settings:

NORMAL: Normal gated reverb

REVRSE: Reverse-playback reverb

SWEEPL:  The reverberation will sweep from right
to left.

SWEEP2: The reverberation will sweep from left to
right.

Gate Time (Gate Reverb Time)

[MULTI CTRL 1]

Specifies the time from when the reverberation begins
until it ends.

Range: 5-330

Balance (Effect Balance) [MULTI CTRL 2]
Specifies the volume balance between the original
sound and the reverberation.

Range: D100:0E-DO0:100E

With a setting of “D100:0E” no reverberation will be
output.

Output Level [MULTI CTRL 3]

Specifies the output volume of the Gate Reverb effect.
Range: 0-127
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Specifying the Pari(s) to Which
Multi-Effects Will Be Applied
(Part Multi-Effects Switch)

Multi-effects can be switched on/off for each part.

1. Hold down [SHIFT] and press [MIXER].
The indicator will blink, and the Part Mixer page will
appear in the display.

2. Press PAGE [<] [>] several times to select
the “M-FX” page.

The display will graphically indicate the on/off status

of the Part Multi-Effects Switch for each part.

Part

STASETR  M-Fue
!!!!Eﬁ!ﬂ Flk OFF
ON OFF RHY Current Part
E B B

3. Use the eight knobs of the REALTIME MODI-
FY section and the QUANTIZE section to set
the Part Multi-Effects Switch for each part.

Range:

OFF: Multi-effects will not be applied.

ON: Multi-effects will be applied.

RHY: The sound will be output according to the
Rhythm Tone Multi-Effects Switch, Rhythm
Tone Reverb Level, and Rhythm Tone Delay
Level settings of the currently selected rhythm
set (rhythm part only).

* If the Multi-Effects Output Level setting is low, the
sound of the patch/rhythm set to which multi-effects is
applied will not be audible.

When you enter the Part Mixer page, all indicators of
[ENVELOPE/LFO1/EFFECTS], [FILTER/AMP/
PITCH] and [GRID/SHUFFLE/GROOVE] will blink,
and you can use the eight knobs of the REALTIME
MODIFY section and the QUANTIZE section to adjust
the settings of each part. At this time, the QUANTIZE
settings or REALTIME MODIFY cannot be modified
by the knobs.
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4. Press [EXIT] to exit the Part Mixer page.

(71 = “Adjusting the Overall Multi-Effects
Volume (Multi-Effects Output Level)” (p. 106)
Part 1-7 For each rhythm tone

123456FR  M-FX+
NERRMERE P1» OFF

[123456?’R m—F;ﬁ] {154%“9 H—FX(—]

. TOHE:

CHAC 810

ERERRERE P7) OFF NMRERENE PRP RHY

For each part Entire rhythm part
ON OFF ON RHY OFF
E H E B B

©

Mutti effects sound v e

for all paris

Multi effects sound Dry sound

If you wish to apply multi-effects or adjust the
reverb/delay volume for an individual rhythm tone,
select “RHY.”

:] @ To adjust the reverb volume for individual
rhythm tones...
= “R.TONE Rev Level (Rhythm Tone Reverb
Level)” (p. 97)
® To adjust the delay volume for individual
rhythm tones...
w “R.TONE Dly Level (Rhythm Tone Delay
Level)” (p. 98)
@ To turn multi-effects on/off for each rhythm
tone...
= “R.TONE M-FX SW (Rhythm Tone Multi-
Effects Switch)” (p. 98)
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The JX-305 lets you create your own original patterns
by recording your playing on the buili-in sequencer.
Broadly speaking, there are two ways to record: real-
time recording lets you record your playing and oper-
ations just as you perform, and step recording lets you
input notes one by one. The basic recording procedure
is as follows.

Pallern stop

1 1
REC REC
= C I+

REC
.
v
Rehsarsal { Rec standby } flec standby
REC STOP/PLAY REC STOP/PLAY
[ Lldg [ wiv
[ Real-time Rec } Step Rec 1 Step Rec 2

* A pattern you record is held in the temporary pattern
(TMP). If you wish to keep a pattern that you have
recorded, you must use the Pattern Write operation.

RE wr “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

Undo/Redo

If you are not happy with the pattern that was record-

ed, you can press the [UNDO/REDO] button to return

the data to the state before it was recorded.

[::l e “Canceling the Previous Operation
(Undo/Redo)” (p. 17)

Recording Your Playing As
You Perform

(Real-Time Recording)

Real-time recording is a method in which your playing
on the keyboard and your controller operations are
recorded just as they occur. The JX-305 uses two types
of real-time recording, and different types of data are
recorded using different methods.

Loop Mix recording

Recording will take place repeatedly from the begin-
ning to the end of the pattern. If data was already
recorded in the pattern from a previous pass, it will
remain, and the newly recorded data will be combined
with it. Note messages are recorded using this
method.

——— First recording pass
IR

Second recording pass

Third recording pass

Loop Replace recording

Recording will take place repeatedly from the begin-
ning to the end of the pattern. If data was already
recorded in the pattern from a previous pass, it will be
erased and replaced by the recording. Controller oper-
ations, etc. are recorded using this method.

>

/\/’\/\/\/9 Second recording pass

Recording Procedure

Before you begin, select the pattern that will be record-
ed. If you wish to record a new pattern, select TMP
(the temporary pattern). If you wish to re-record a pre-
set pattern, etc., select that pattern.

* If something has already been recorded in the temporary
pattern, use the Pattern Initialize operation to clear any
musical data from the temporary pattern (p. 38).

1. Press [REC].
The indicator will blink, and the Recording Standby
page will appear.
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REC
() [ Y =)
[ ]
— A
REC: Beat
‘h 4f44
(REC:  FTH Length
k 4‘
FEC: Count In)
2 COUMT 1
REC: Lioor Eest
2 QFF
B Ireut. GTZ)
kEESGlutiDHF f<
REC: InFut. BTZ
Strenathk 1 e v

2. Before you start recording, set the record-
ing parameters.

There are six recording parameters, as described

below. Use PAGE (<] [>] to select a parameter, and use

[INC] [DEC] or the [VALUE] dial to set the value.

Beat

Specifies the time signature of the pattern to be newly

recorded.

Range: 2/4-7/4, 5/8-7/8, 9/8, 12/8, 9/16, 11/16, 13/16,
15/16, 17/16, 19/16

PTN Length (Pattern Length)

Specifies the length of the pattern to be newly record-
ed.

Range: 1-32 measures

Count In

Specifies how recording will begin.

Range:

COUNTO0  : Recording will begin the instant you

press [STOP/PLAY].

COUNT 1,2 : A count-in of one measure (or two
measures) will sound when you press
[STOP/PLAY], and recording will
begin when the count-in ends.

WAIT NOTE: Recording will begin when you press
the keyboard or the Hold pedal.

Loop Rest
Turn this on if you want to record smoothly across the
boundary of a pattern.
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Range: OFF, ON

For details on using Loop Rest...
= “Recording Smoothly Across Pattern
Boundaries” (p. 128)

Input QTZ Resolution (Input Quantize
Resolution)

By using Input Quantize you can correct the timing of
the notes you play as they are recorded.

Range: OFF J Jaf JaFFa F

Set this to the shortest note value that will occur in the
phrase you wish to record.

At this time, you can use the [TIMING] knob to speci-
fy the Strength value.

When this setting is “OFF,” the notes will be recorded
at the timing that you play them.

Input QTZ Strength (Input Quantize
Strength)

Specify how closely the data will be corrected toward
the timing specified by the Input Quantize Resolution.
Range: 0-100%

You can use the [TIMING] knob of the QUANTIZE
section to set the Strength value.

* It is not possible to modify the Beat of a pattern that has
already been recorded. Nor is it possible to shorten the
Pattern Length. If you wish to modify these values, use
the Pattern Initialize (p. 38) operation to clear the con-
tents of the pattern before you make settings.

About the metronome
During realtime recording, the metronome will sound
automatically, so that you can record along with the
timing of the performance.

Setting the metronome

You can specify how the metronome will sound, and

adjust the metronome volume.

ED w “Setting the Metronome (Metronome Mode)”
(p. 167)

3. Use PART [1]-[R] to select the part that you
wish to record (the recording part).
The indicator of the button you pressed will light.

aawxe 1 1 2 3 3 4 . B s @ & 7 78 A ARt
it Lo e e
3 4 P 2 2 PR T

You are free to change the recording part while you
record. By changing the recording part successively
from drums, bass, chords and melody, etc., you can
continue recording without stopping your creative-
flow.
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4. When preparations are complete, you can
start recording with the selected recording
method. Recording can be started in one of
the following two ways.

When the Count In setting is “COUNT 0-2”
Press [STOP/PLAY], and recording will begin after
the specified count-in.

* The count-in will not sound when the metrononie is off.

Count in: COUNT 2
(474 time) Recording begins
STOP/PLAY

(A | > 00N

n/» f

I
llilHJ&HLWHMIMU

When the Count In setting is “WAIT NOTE”
Recording will begin the instant you play a note on the
keyboard or press the Switch pedal.

Recording begins

TRBRERNIN) > 1.5~

When recording begins, the [REC] indicator will light.
The display will show the number of measures in the
entire pattern, the currently recorded measure and the
beat.

Number of measures
in the pattern

Currently
recorded measure
_L Beat

REC: 4 2, :’}

Mg Eecording

Recording can be continued repeatedly from the
beginning to the end of the pattern. Once notes (note
messages) have been recorded from the keyboard,
they will remain without being erased, allowing you
to continue “layering” your performance.

5. When you are finished recording, press
[STOP/PLAY].

The pattern that you recorded will be held in the tem-

porary pattern (TMP). If you are happy with the pat-

tern that was recorded, use the Pattern Write opera-

tion to save it as a user pattern.

= “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

Auditioning Phrases During
Recording (Rehearsal Function)

When you use the Rehearsal function, your playing on
the keyboard will not be recorded. This function
allows you to make sure of the part or sound that you
wish to play next, or to practice the phrase you wish to
record next while you listen to the previously record-
ed performance.

1. During recording, press [REC].
The button indicator will blink, and you will enter
Rehearsal mode. The following display will appear.

REC
o |REHASAL: 4= 2.3
InFut. OTEk £
M.SCOPE

2. Press [REC] once again to leave Rehearsal
mode and return to normal Recording
mode.

In Rehearsal mode, you can use {INC] [DEC] or the
[VALUE] dial to modify the Input Quantize
Resolution settings.

Recording an Arpeggio
Performance

1. Before recording, make the desired arpeg-
gio seftings (p. 24).
Press [ARP] to turn the arpeggiator on.

2. Make preparations for recording (p. 125).

3. When you are ready, use one of the fol-
lowing methods to begin recording.

When the Count In sefting is “COUNT 0-2”
When you press [STOP/PLAY], recording will begin
after the specified count-in. Press a chord at the
moment that recording begins.

* The count-in will not sound when the metronome is off.

Coun} in: COUNT 2
sTop/pLAY  (WAtme)

()| e | g@am~

n/» '
l |
IHWWLUMH

Recording begins
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When the Count In setting is “WAIT NOTE”
Arpeggio performance and recording will begin at the
moment that you play a chord on the keyboard.

Recording begins

MM‘WMM > | BB

When recording begins, the [REC] indicator will light.
4. When you are finished recording, press
[STOP/PLAY].

Recording Knob Movements
(Modify Data)

1. Make preparations for recording (p. 125).

2. When you are ready, begin recording.
When recording begins, the [REC] indicator will light.
When you operate the knobs during recording, the
knob movements will be recorded from the time that
they are moved.

Recording begins

Count in: COUNT 2 N

sToP/PLAY  4tme o
CE epspisies] nhia
/> e —

3. When you are finished recording, press
[STOP/PLAY].

If the sound has been modified for the entire patch, the
change will be recorded on the corresponding record-
ing part as a Control Change. If the sound has been
modified for a rhythm group, or if effect parameters
have been modified, the change will be recorded on
the [MUTE CTRL] part as a System Exclusive message.
1y wr “Using the Knobs to Modify the Sound
During Playback (Real-Time Modify)” (p. 38)
1z “Musical Data Handled in Microscope
Mode” (p. 147)

Recording will take place repeatedly from the begin-
ning to the end of the pattern. Unlike recording of note
messages, Modify data for the same knob will be re-
written (overwritten) each time the pattern repeats,
but you may successively layer Modify data for difter-
ent knobs.
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@\//\/\ Cutoff frequency

)@/\jL/\/\ Cutoff frequency
L L Resonance
O\ SO

Recording Smoothly Across
Pattern Boundaries

When you record knob movements or arpeggios,
unwanted data may sometimes be recording at the
boundary of the pattern if you attempted to record
accurately from the beginning to the end. For example,
if you wish to record across pattern boundaries, the
following data might be recorded.

Boundary

=>|)

\
- {
—o

In such cases, turn the Loop Rest function on when
you set the recording parameters.

When Loop Rest is on, a one-measure blank will be
temporarily created between pattern boundaries. By
recording across this blank measure, you can record
smoothly across pattern boundaries. Only the count
will sound while the blank measure elapses.

Blank measure
(1 measure)

(nunun] [nunn] [nhmn| |

Blank Blank
measure measture

Boundary

Recording Part Mixer Operations

1. Make preparations for recording {p. 125).
Any part [1}-[R] can be selected as the recording part.
In actual recording, the part which corresponds to the
knob that you operate will be recorded (regardless of
the part you selected to be the recording part).

2. When you are ready, begin recording.
When recording begins, the [REC] indicator will light.
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3. Hold down [SHIFT] and press [MIXER] to
enter the Part Mixer page (p. 33).

When you use the part mixer to set a value during

recording, the part mixer operation will be recorded

from that point.

o
[234567R Lavel =
TeeT+TLT FlE 115

4. When you are finished recording, press
[STOP/PLAY].

Recording will take place repeatedly from the begin-
ning to the end of the pattern. You can change part
mixer parameters as you record, for example record-
ing Part Volume on the first pass, Part Pan on the sec-
ond pass, etc.

Part 1 Part 1
0 ;

1234587R Lewzl =+

THTHTLT FIb 115

1234567R Fanes
svonsvue Fip (473

Recording the Mute Settings
Changes in the mute settings for parts or rhythm
groups that you make during recording can be record-
ed in the pattern.

1. Make preparations for recording (p. 125).
For the recording part, specify [MUTE CTRL].

MUTE
CTRL

d)

* If the recording part is not set to [MUTE CTRL], changes
in the mute settings for parts or rhythm groups will not
be recorded. Also, [MUTE CTRL] can be selected only if
the pattern is stopped.

2. When you are ready, begin recording.

3. Press [PART MUTE] so you can make mute
settings.

If you mute a part or thythm group during recording,

the mute settings will be recorded.

1i:: 1 1 1_’

Mute cancel Mute Mute cancel

4. When you are finished recording, press
[STOP/PLAY].

Recording Changes in Tempo

The standard tempo of a pattern is memorized when
you perform the Pattern Write operation. However
you can record tempo changes by modifying the
tempo as you record.

1. Make preparations for recording (p. 125).

Specify [MUTE CTRL] as the recording part.

* If the recording part is not set to [MUTE CTRL], tempo
changes will not be recorded. Also, [MUTE CTRL] can be
selected as the recording part only when the pattern is stopped.

2. When you are ready, begin recording.
When recording begins, the [REC] indicator will light.
During recording, you can record tempo changes by
pressing [TEMPO&MEASURE] and using [INC]
[DEC] or the [VALUE] dial to modify the tempo.

* Tempo changes made using Switch Pedal will not be
recorded.

3. When you are finished recording, press
[STOP/PLAY].
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Erasing Unwanted Data While
You Record (Real-Time Erase)

Real-Time Erase is a function that lets you erase only
the unwanted data that you specify a certain key or
range of keys during real-time recording.

In particular, this is convenient when you are record-
ing the rhythm part, since you can erase a specitic
rhythm tone.

1. During recording, hold down [SHIFT] and
press [ERASE].

You will enter Real-Time Erase mode, and the follow-

ing display will appear.

+ /REDD

C I+
F.EFASE: 4- 1.1
B AL

2. Use [INC] [DEC] or the [VALUE] dial to select
the type of data that you wish to erase.
Range:
ALL: All musical data in the recording part
will be erased.

NOTE: Notes in the specified range will be
erased.

PC: Program changes will be erased.

CC: All control changes will be erased.

BEND: Pitch bend will be erased.

P-AFT: Polyphonic aftertouch will be erased.

C-AFT: Channel aftertouch will be erased.

SYS-EX: System exclusive messages will be
erased.

TEMPO: Tempo data will be erased.

MUTE: Mute data will be erased.

CC#0-CC#127: Control changes of the selected con-
troller number will be erased.

* If you select CC#1, you can erase Modulation lever data.

For knob settings, you can also operate the corre-
sponding front panel knob to select that data (control
change) for erasure.

R.ERESE: 4- 1.1
MOCH T Cuboff

CUTOFF
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The following knobs settings can be selected.

ePitch (p. 57, p. 87)

[FINE TUNE]

«Pitch Envelope (p. 58, p. 87)

[ATTACK] [DECAY] [SUSTAIN] [RELEASE]
[DEPTH]

eFilter (p. 61, p. 90)

[CUTOFF] [RESONANCE]

sFilter Envelope (p. 63, p. 91

[ATTACK] [DECAY] [SUSTAIN] [RELEASE]
[DEPTH]

e Amplifier (p. 67, p. 94)

[LEVEL] [PANPOT]

* Amplifier Envelope (p. 68, p. 95)

[ATTACK] [DECAY] [SUSTAIN] [RELEASE]

*LFO1 (p. 71)

[RATE] [FADE TIME] [PITCH DEPTH] [FILTER
DEPTH] [AMP DEPTH]

¢ Portamento (p. 77)

{PORTA TIME]

* Part Mixer (p. 33)

[LEVEL] [PANPOT] [KEY SHIFT] [REVERB] [DELAY]
[M-FX SW]

* [LEVEL]-[M-FX SW] can be selected by operating the
knobs in the Part Mixer page. At this time, this action
will only select the parameter; the value of the selected
parameter will not change.

3. Press [REC] to erase the unwanted data.

The specified data will be erased while you press the button.

* When “SYS-EX,” “TEMPO” or “MUTE" are selected,
the data will be erased from the [MUTE CTRL] part
regardless of the recording part.

If you select “NOTE” as the data to be erased, you can
press the key to erase only the specified note mes-
sages. Notes will be erased while you press the key-
board.

If you wish to erase notes of a specific range, press
keys to indicate the top and bottom of the range.

4. When you have finished, press [EXIT] to
return to normal recording mode.
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Recording Notes One at a

Time (Step Recording)

Step Recording allows you to record notes one at a
time. This method is a convenient way to enter notes
for which accurate timing is essential, such as percus-
sion instruments or bass.

Only note messages can be recorded using step
recording.

The following two methods of step recording can be
used. Use each method as appropriate.

Step recording 1

Enter notes successively as you specify the location of
each note. This method does not let you hear the per-
formance as you record.

N> psresr B> resr rest—» J > mes R
U
MR ﬁ . N R

Step recording 2

Select a note to be input, and while listening to the
performance, specify locations on a grid where you
wish to place that note. When used for the rhythm
part, this method is suitable for drum recording, since
it allows you to input notes for each rhythm tone sepa-
rately. Even for parts 1-7, you can create sequenced
phrases easily while listening to the performance.

SEIDIBNIBBDIISHRHA

W R d B B o & BB BB B R B BB
ot D D D B D OO D oD D DD
oY B B B Al B e B ]

=r f r f r

In addition to the above two methods of recording,
there is a Microscope function that lets you modify the
notes that you input. During recording, you can move
freely between the step input page and the Microscope
page.
v “Individually Editing Musical Data
(Microscope Edit)” (p. 146)

Recording Procedure

First select the pattern that you wish to record. If you

wish to record a new pattern, select TMP (temporary

pattern). If you wish to re-record a preset pattern, etc,

select that pattern.

* If data has already been recorded in the temporary pat-
tern, use the Pattern Initialize operation to clear the tem-
porary pattern of all data.

If you wish to initialize a pattern...
== “Copying and Initializing Settings” (p. 37)

1. Hold down [SHIFT] and press [REC].
The Microscope page will appear, and the input loca-
tion will appear in the display.

REC
CJ
Measure Beat Clock
M. SCOFER 1.1- &
~———Ho Euent-———

“Clock” is a unit of timing that indicates the location
of a note. On the JX-305, one clock is 1/96th of a quar-
ter note.

2. Press [REC].
The recording standby page (p. 125) will appear.

3. Before you begin recording, set the record-
ing parameters.
* During step recording, the Count In and Loop Rest set-
tings are impossible.

4. Press a PART button to specify the part that
you wish to record (the recording part).
The indicator of the button you pressed will light.

Bance 1 1 2 3 3 a8 a8 5 8 8 7 7 8 ” epant
P T TGS R X = TSN IS CXEENY
2 A 3 Yl M

T PR

—

* In Step Recording, the Key Mode will automatically be
Single.

= Playing Two Patches from the Keyboard

T (Key Mode) (p. 18)

131



Chapter 8. Recording Patterns

]

If you are using step recording method 1 to
record

1¥ Proceed to “Recording Notes One by One (Step
Recording 1).”

If you are using step recording method 2 to
record

s Proceed to “Recording Individual Notes to Grid
Locations (Step Recording 2)” (p. 134).

Recording Notes One by One
(Step Recording 1)

5. Press [REC] to begin recording.
The [REC] indicator will light.
The following display will appear.

Step time

e (Sherbf | 1.1- 8
(] f i 127 5

Velocity Gate time ratio

®
T.SCOPE

6. Before inputting notes, select the Step Time,
Velocity, and Gate Time Ratio.

Use PAGE [<] [>] to move the cursor to the location of

the parameter that you wish to set, and use [INC]

[DEC] or the [VALUE] dial to set the value.

- PAGE W

LGWER UPPER

A SterkF 1 1.1-
1 1271 2=

StepdF 1 1.1- 4
1 o127 8%

StertF I 1.1- B
Y 1 | 127F 26%

S R )

Step Time
Select the length of the note that will be input (the
duration from when a key is pressed until the next key
is pressed).
Range: FaFEaFFaF. Fla F. Tla

J.ldal. d=ad, =H3=. H

The Step Time for a quarter note is 96.
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Velocity

Specifies the strength of the note.

Range: REAL, 1-127

If you wish to input the velocity at which the note was
actually played, select “REAL.” If you wish to input a
fixed velocity value, specify the desired value of 1-127.

* During recording, the setting of “Changing the Loudness
of Notes Played on the Keyboard (Keyboard Velocity)” (p.
163) is ignored.

Gate Time Ratio

Specifies the time from when the key is pressed until it

is released (Gate Time), as a proportion of the Step

Time. Lower settings of this value will produce shorter

notes, and higher settings will produce longer notes.

Range: 1-200%

Normally, you should select a setting of about 80%.

Select 50% for staccato notes, and 100% for tenuto

notes.

* When the Rhythm part is the recording part, gate time
will be input with a fixed value, so it is unnecessary to
specify the gate tine ratio.

7. Play the keyboard to input notes.

NV

Notes will be input when you release the key, and you
will then be ready to input the next note.

Each time you input a note, the input location will
advance by the length of the Step Time.

8. Repeat steps 6 and 7 to input the notes.

The Step Time, Gate Time Ratio and Velocity settings
of the previously input note are remembered. If you
wish to use the same settings for the next note, there is
no need to change the values of these parameters.

* In Step Recording 1, notes are always overwritten
(replaced) when they are recorded, meaning that if you
input notes in a part that already contained notes, the pre-
viously recorded notes will be erased.

9. When you finish inputting notes, press
[STOP/PLAY].

The pattern you recorded will be in the temporary pat-

tern (TMP). If you are happy with the pattern that you

recorded, use the Pattern Write operation to save it as

a user pattern.
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w “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

Step Time and Gate Time

In general, Step Time is the length from one note to the
next, and Gate Time is the duration that the note will
actually sound (i.e., the length from when the note is
pressed until it is released).

For example, if you are inputting 16th notes (Step
Time = 24) with Gate Time Ratio = 80%, the actual
Gate Time will be input as 19.

j Step time=24 ﬁ

’ Gate time ratio

i

Gate time

24 | 100%
19 0%
12 | 50%
6 | 25%

Various Ways to Input Notes

Inputting a chord

Hold down the notes that make up the chord, and
release all notes simultaneously. The chord will not be
input as long as even one note remains pressed, so you
can change notes to correct the chord.

Inputting a rest
Set the Step Time to the length of the desired rest, and
press [FWD/REST].

Step time FWD/REST y
ﬁ /2

Inputting a tie
Input the first note that you wish to tie, and press
[BWD/TIE].

AT DT Aehede)

Applying a slide effect

By setting the Gate Time Ratio to 100% or more (for
example, to 105% for a 16th note phrase) and inputting
steps, you can input legato phrases. An easy way to
apply a slide effect is to use legato input in conjunc-
tion with a patch such as P:A18 or P:A27 which
applies a slide effect for notes that are played legato.

Step time:ﬁ
R EREA

80% 80% 80% 80% 105% 80%
Gate time ratio

For the phrase which is applied a slide effect, you can
operate the [PORTA TIME] knob during playback to
control the depth of the slide effect.

For a patch that applies a slide effect for notes that are
played legato, set parameters as follows (p. 78).

Solo Switch: ON

Solo Legato Switch: ON

Portamento Switch: ON

Portamento Time: 5-20

Portamento Mode: LEGATO

Slide effect

Slide refers to a performance technique used on string
instruments such as guitar or bass, whereby after the
string is plucked, the fingers are slid to another fret
without picking a second time. This produces a
smooth transition between the pitches of the two
notes.

If you make a mistake during input
Hold down [SHIFT] and press [BWD/TIE] to delete
the note that was last input. At this time, the note that
was deleted will be sounded as confirmation.

SHIFT BWOD/TIE
-/~
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Recording Individual Notes to
Grid Locations (Step Recording 2)

5. Press [STOP/PLAY] to begin recording.

The [STOP/PLAY] and [REC] indicators will light.
The display will indicate the current recording input
area within the pattern and the playback location.

In the following illustration, the current recording
input area is measure 1, and the second beat of mea-
sure 1 is being played back.

Current recording
input area

Playback
Scale location

'.'—_'-::..alei:.F_l 1- ;]

~ —-— -
.II'.

n/»

ot B A LS L M UL L L A

STOP/PLAY [

6. Before you input notes, select the Scale, the
note (rhythm tone) to be input, the velocity,
and the gate time ratio (for parts 1-7).

Use PAGE [<] [>] to select the parameter, and use

[INC] [DEC] or the [VALUE] dial to set the value.

- PAGE W 1/'—\\
oW ORRER Scale
A ScalewF } 1- 1.2
QDODQDQGQDDQQDDD
Velocity /\
Uelpk 1271 1~ 1.2
QQQDQDGGQGDQQDDD
Gate time ratio
aTe  28%X1 1- 1.2
v QEDDCIICO000000 G

Scale

Select the note value of the notes that you wish to
input. The recording input area is determined by the
scale that you select.

Range: F F J3 F3

J : Sixteenth notes can be input, with the white keys
F3-G5 corresponding to one measure of recording
input area.

& ¢ Thirty-second notes can be input, with the white
keys F3-G5 corresponding to two beats of record-
ing input area.

Js : Eighth note triplets can be input, with the white
keys F3-C5 corresponding to one measure of
recording input area.
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Jv : Sixteenth note triplets can be input, with the white
keys F3-C5 corresponding to two beats of record-
ing input area.

A [ScalewF 1 1- 1.2
kﬁJ 4 4 d
N |FcalekE I 1- 1.2

i lw{lue D Do T o Do
4 : J
N |Fcaleklsl 1- 1.2
J ., d ., J
A [ScalekFal 1- 1.3

l .,

Selecting the note for input (Rhythm Tone)
To select a note (rhythm tone), hold down [SHIFT] and
press the desired note on the keyboard. While you
hold down [SHIFT], the various notes (rhythm tones)
will be assigned to the keyboard in the same way as
during play, and the display will show the currently
assigned note (rhythm tone). Play the keyboard to
select the note that you wish to input. After sounding
the note that you wish to input, release [SHIFT] and
the last-sounded note will be selected.

To shift the key range, use OCTAVE [-] [+].

The screen display will differ according to whether the
recording part is the rhythm part or another part.

Part 1-7

1.2

I 4

Note to be input

[Scale:f i 1-

Rhythm part

SHIFT

ScaletF 11— 1.1]
TROES Kick 41C 3

Rhythm tone name  Note to be inpu

A

O

=

3
Ul
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Velocity

Specifies the strength of the note.

Range: REAL, 1-127

If you wish to input the velocity at which the note was
actually played, select “REAL.” If you wish to input a
fixed velocity value, specify the desired value of
1-127.

* During recording, the setting of "Changing the Loudness
of Notes Played on the Keyboard (Keyboard Velocity)” (p.
163) is ignored.

Velocity

Welk 1271 1- 1.1

Gate Time Ratio

Specifies the time from when the note is pressed until
it is released (the Gate Time), as a ratio relative to the
Step Time. Set a low value if you want notes to be cut
off sharply, or a higher value if you want notes to be
sustained.

Range: 1-200%

Normally you will select a value of approximately
80%.

To enter staccato notes select 50%, and to enter tenuto
notes select 100%.

Gate time ratio

ETE 2851 1- 1.1

ConC T3 o oo o E T T o T L o P

* Since the rhythm part is always input with a fixed gate
time, it is not necessary to set the gate time ratio value.

7. Press the key that correspond to the loca-
tions where you wish to enter a note mes-
sage. You may start at any location.

The display will indicate “@®” at the locations that have

been input.

STEP REC

To cancel your input, press the key at the location that
you wish to cancel. The “@" will disappear from the
display.

ScalewF 1 1- 1.1
! [t ] ! [ ! [l m] ! t ] m}

d X 3 h

STEP REC
J 234567809 10111213141518

If the pattern length is 1 measure, the beat is 4/4 and
the scale is 16th notes, you can input as follows.

J 4 )

STEP REC

Notes that are input will be layered (mixed) onto pre-
vious notes.

During recording, the pattern will be played back
repeatedly, and the newly recorded note messages
will be added to the playback each time.

8. While you listen to the playback repeat,

repeat steps 6 and 7 to input the notes.
Settings for scale, the note (rthythm tone) to be input,
velocity and gate time ratio will be held over from the
settings of the previous note. If you wish to use the
same settings for the next note, you need not change
the settings.

* If you change the note (rhythm tone) that you are
inputting, the locations of previously-input notes (riyythm
tones) of other pitches will not be displayed.
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-t

Sealer 1 1- 1.1
TR982 Tom IC 4

ScalekF 1 1- 1,1
| Deiniul Julwiwl Inhaiul Sululs)
C4 ] C4 C4

<

Scaler P 1- 1.1
HiBongdo Orenll 5

SHIFT

-t

Soalepf 1 1- 1.1

Dalw] Pwiml Talmlml Iwiwtwba(fulwi

cs5 C5 c5

To move the recording input area, use [FWD] and
[BWD].

Pressing [FWD] will advance the recording input area
by 1 measure (or 2 beats).

Pressing [BWD] will return the recording input area
by 1 measure (or 2 beats).

If the pattern length is set to “2 measures,” the beat is
“4/4” and the scale “32nd notes,” the recording input
area will move as follows. When the recording input
area is on beat 3 and 4, “B” will be added at the right
of the measure indication in the display. When the
recording input area is on beat 1 and 2, “A" will be
added at the right of the measure indication in the dis-

play.

ScalebF 1| 2R 1.1

FWhmesy | #C0IS00080008500

CJ

/2 {

Soaledf 1 IB 1.1
. Dt tal Satutal Tetuln]

Measure 1' Measure 2 Ej

Recording input area

9. When you finish inputting notes, press
[STOP/PLAY].

The pattern you record will be in the temporary pat-

tern (TMP). If you are happy with the pattern you

recorded, use the Pattern Write operation to save the

pattern as a user pattern.

5= “Saving Patterns You've Modified (Pattern
Write)” (p. 36)
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Inputting Complex Rhythms

By changing the scale while you record, you can input
rhythms that use complex note values.

Scaleklal 1- 1.2
‘h’ L1101 1 TaluTetn Tadu Eeedty

IR

Y

ScalekF I 1- 1.2
BOOOHFIO0FEREREED

ESRRER
v

P

JNJINT3

5

* Ties cannot be input.

* If you record the rhythm part in real time, and then use
Step Recording 2, the previously input notes can be
viewed on the display. However, you will see only those
notes that coincide with grid locations of the currently
selected scale.

Also, if you change the scale during recording, notes
that had until then been visible may no longer be
shown on the display.

For example, if you input 32nd notes and then change
the scale to 16th notes, any notes that had been input
at keyboard pad locations 2, 4, 6, 8, 10, 12, 14 or 16 will
not be displayed.

To change a note that you input

Hold down the key for the note that you wish to
change, and press [SHIFT]. The currently input note
will be displayed. Now you can use [INC] [DEC] or
the [VALUE] dial to change the note that was input.

Modifying the velocity or gate time ratio

In the Velocity or Gate Time Ratio setting pages, press
the key for the location that you wish to modify the
value, and the data of the currently input note will be
displayed. Now you can use [INC] [DEC] or the
[VALUE] dial to modify the value. Checking the
Remaining Amount of Memory (Memory Information)
Here’'s how you can check the amount of memory
remaining in the pattern/song temporary area, in user
memory, and in card memory.
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Checking the Remaining
Amount of Memory

(Memory Information)

Here’s how you can check the amount of memory
remaining in the pattern/song temporary area, in user
memory, and in card memory.

1. Press [UTILITY].

2. Press PAGE [<] [>] several times to select
“MEMORY INFO,” and press [ENTER].
The Memory Information page will appear.

3. Use PAGE [<] [>] to select the memory that
you wish to check, and press [ENTER].

MEMORY IMFO: Temr
188%  Fres

MEMOEY IHFDIUzer
TRZER Fres

[MEMORY IMFO: Card
1efmdER Fres

4. To exit this display, press [EXIT].

Temp (Temporary)

The remaining amount of musical data that can be
recorded in the pattern currently loaded into the tem-
porary area is displayed as a percentage.

If the remaining amount reaches “0%,” no further
recording or pattern editing is possible.

User (User Memory)

The remaining amount of internal user memory is dis-
played in KB (kilobytes). The maximum capacity of
the user memory is approximately 75,000 notes (the
capacity when all songs are EMPTY SONG).

Card (Card Memory)

The remaining amount of memory in the card is dis-

played in KB (kilobytes).

* If the remaining amount is “0 KB” or if the size of the
pattern that you wish to save (the amount of data in the
pattern loaded into the temporary area) is larger than the
remaining capacity of user memory or card memory, it
will not be possible to save that pattern. Also, if the
remaining capacity of card memory is 1030 KB or less, it
will not be possible to create a backup file.

e “Saving All Internal Settings to a Card (User
Backup)” (p. 160)

About KB (kilobytes)
KB is a unit for measuring data size.
1000 KB is also expressed as 1 MB (megabyte).

Maximum number of recorded notes

A maximum of approximately 8,000 notes of musical
data can be recorded in the temporary pattern. This is
the maximum number of notes that can be recorded in
a single pattern. The JX-305 is not able to record or edit
a pattern that is larger than this.

About the number of patterns that can be saved
A maximum of 200 patterns that you create can be
saved in user memory, and a maximum of 200 can be
saved in card memory. This number will depend on
the amount of data in the patterns that you create. For
example, if you create many patterns containing large
amounts of data, so there is no remaining capacity in
user memory or card memory, no further patterns can
be saved. Also, if the size of the pattern (the amount of
data occupied by the pattern in the temporary area) is
greater than the remaining amount of user memory or
card memory, that pattern cannot be saved.
When you begin to approach the limits of user memo-
ry or card memory, you can increase the amount of
space available by initializing unwanted patterns, etc.

If you wish to initialize a pattern...

w “Copying and Initializing Settings” (p. 37)
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Editing the Musical Data of a

Specified Part (Pattern Edit)

The process of editing the musical data in a pattern is
called Pattern Editing. You can modify the content of
the musical data in a pattern, or combine various pat-
terns to create an entirely different pattern.

* The edited pattern is kept in the temporary pattern
(TMP). If you wish to keep the pattern that you created,
you must use the Pattern Write operation.

= “Saving Patterns You’ve Modified (Pattern
Write)” (p. 36)

Cautions for pattern editing

Pattern editing can be performed in Pattern mode
(when the [MODE] indicator is dark) when the display
shows the pattern select page (when the [PTN/SONG]
indicator is lit). It is not possible to enter the various
editing pages while a pattern is playing back.

Setting parameters
To use or modify the parameters, use [INC] [DEC] or
the [VALUE] dial.

Selecting the part

To select the part you wish to edit, press the appropri-
ate PART [1}-[R], IMUTE CTRL] button. The part
whose indicator is lit will be selected for editing.

PART

mein] <] e o e e e e
R e e e

i d
[rerTns AT

If during editing you wish to return to the previous
parameter setting page, press PAGE [<].
If you wish to cancel your edits, press [EXIT].

Undo/Redo

If you are not happy with the edited pattern, you can

press the [UNDO/REDO] button in the pattern select

page to return the musical data to the un-edited state.

* In some cases, such as when a very large amount of data
was processed, the Undo operation may not be available.

m t “Canceling the Previous Operation

{(Undo/Redo)” (p. 17)
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Copying a Portion of a Pattern
(Copy)

A specific portion of a pattern can be copied to another
pattern. This is convenient when you wish to combine
portions of various patterns to create a new pattern.

* The pattern that was copied will be written into the tem-
porary pattern (TMP). '

* If the copy source pattern has more measures than the
copy destination pattern, the number of measures in the
copy destination pattern may increase.

¥

1t is not possible to copy between patterns that have differ-
ent time signatures.

x

Setup parameters will not be copied when you execute the
Copy operation. If you wish to move (copy) a specific pat-
tern (without modifying it) to a user pattern, use the
Pattern Write operation to move the data. Also, if you
wish to copy a certain pattern to TMP without modifica-
ton, press [REC] twice.

1. Select the copy source pattern.

2. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [1] (COPY).
The copy setting page will appear.

1 BD
() — ()
COPYSource Meas
Frromk 1 Fors: 1

4. Select the part that you wish to copy.

* You can select more than one part simultaneously.

5. Specify the measure at which copying will
begin.

Range: 1-32

6. Press [ENTER].

The cursor will move to the right.

7. Specify the measure length (number of
measures) to be copied.
Range; 1-31, ALL
* If the setting is "ALL,” the measure at which copying
began and all subsequent mensures will be copied.
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m

For example, if you wish to copy from measure 4 to
the end of measure 6, make settings as follows.

COFY: Source Meas

Frroms 4 Fork 3

8. Press [ENTER].
The display will indicate the group, bank and number
of the copy destination pattern.

9. Select the copy destination pattern.

Range: TMP, P:A11-P:L88, U:A11-U:D18, C:A11

-C:D18

* You can also change the group by pressing
[PRESET/USER/CARD], [<PREV] [NEXT>] in the
GROUP section.

CoFEys [zt FTH
b deEil

10. Select the copy destination part.

* If more than one part was selected as the copy source, the
data will automatically be copied to the same parts as the
copy source. If you are unable to select the copy destina-
tion part, make sure that you have not selected twe or
more copy source parts.

* If IMUTE CTRL] was selected as the copy source part,

only [MUTE CTRL] can be selected as the copy destina-
tion part.

11. Press [ENTER].
The display will indicate the copy start measure of the
copy destination part.

12. Specify the copy start measure of the
copy destination part.
Range: 1-31, END
* If the setting is “END,” the data will be copied onto the
end of the copy destination part.

* It is not possible to specify a measure number that would
cause the length of the pattern to exceed 32 measures.

COpPy:
4

Dest Mea:

H

m
—

]

13. Press [ENTER].

The display will indicate the type of musical data to be

copied.

14. Select the type of musical data that you
wish to copy. :

COPss Status

F HLL
Range:
ALL: All musical data
NOTE: Note
PC: Program change
cC Control change
BEND:  Pitch bend
P-AFT:  Polyphonic aftertouch

C-AFT: Channel aftertouch
SYS-EX: System exclusive
TEMPO: Tempo

MUTE: Mute

15. Press [ENTER].
The display will show the Copy Mode setting.

16. Select the copy mode.

COFy s [l
2 REFLACE

Range: REPLACE, MIX

REPLACE: Musical data in the copy destination will
be erased (i.e., overwritten) when the
copy takes place.

MIX: Musical data in the copy destination will
be combined with the newly copied data.

17. Press [ENTER].
The display will let you specify the number of times
that the data will be copied.

18. Specify the number of times that the data
will be copied.

COFYs Times
¥ 1

Range: 1-32

* It is not possible to specify a number of measures that
would cause the length of the pattern to exceed 32 mea-
sures when the Copy was executed.

19, Press [ENTER].
The confirmation page will appear.

Are Youg Sure

20. Press [ENTER] once again.
The copy operation will be carried out, and the normal
display will reappear.
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Deleting Unwanted Measures
(Delete Measure)

This operation deletes unwanted measures from a pat-
tern, and moves any subsequent measures toward the
beginning to close the gap. If there is data later than
the area that was deleted, the musical data of that part
will become shorter. If all parts were specified for the
delete operation, the pattern itself will become shorter.

* If you delete all measures of all parts, the pattern itself
will be deleted, and will be a pattern containing no musi-
cal data (an empty pattern).

| Iete 3 measures
starting at measure 4

1. Select the pattern from which you wish to
delete data.

2. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [2] (DELETE).
The Delete Measure setting page will appear.

2 s
=) —
(FXonzom) T
DELETE: Measurs
Fromk 1 For: 1

4. Select the part from which you wish to
delete data.

* You can select more than one part.

5. Specify the measure at which deletion will begin.
Range: 1-32

6. Press [ENTER].
The cursor will move to the right.

7. Specify the measure length {number of
measures) that will be deleted.

Range: 1-31, ALL

* If the setting is “ALL,” the measure at which deletion
began and all subsequent measures will be affected by the
operation.

For example, if you wish to delete from measure 4 to

the end of measure 6, make settings as follows.

DELETE: HMeazure
From: 4 Fork 3
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8. Press [ENTER].
The confirmation screen will appear in the display.

CELETE:

Are You Surke

9. Press [ENTER] once again.
The Delete Measure operation will be carried out, and
the normal display will reappear.

Inserting Blank Measures (Insert Measure)

This operation inserts blank measures into the speci-
fied location of a pattern. If you wish to add more
musical material in the middle of a pattern, use this
operation to insert blank measures before recording
the additional material.

The inserted measures will have the same time signa-
ture as the pattern.

1L 3,1 4

Insert 2 blank measures
in measure 4

[ R

* It is not possible to make settings that would make the
pattern length exceed 32 measures.

1. Select the pattern into which measures will
be inserted.

2. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [3] (INSERT).
The display will show the Insert Measure setting page.

3 HH
T e
(FX ONTGFF] o SERT
IHSERT: HMeszure
Fromés 1 For: 1

4. Select the part into which you wish to
insert measures.

* You may select more than one part.

5. Specify the measure at which the blank
measures will be inserted.
Range: 1-31, END
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P00

* If you specify "END,” the blank measures will be added to
the end of the musical data.

6. Press [ENTER].
The cursor will move to the right.

7. Specify the measure length (number of
measures) that will be inserted.

Range: 0-32

For example, if you wish to insert two blank measures

between measures 3 and 4, make the following settings.

THZERT:

From:

Meazure
4 Fork =

8. Press [ENTER].
The confirmation screen will appear in the display.

Hre Yo Supke 7

IMSERT: ]

9. Press [ENTER] once again.
The Insert Measure operation will be carried out, and
the normal display will reappear.

Erasing Unwanted Data (Erase)
This operation erases part of the pattern. This opera-
tion is useful when you wish to erase data that was
input by mistake.

1 2 3 4 5 6 7 8

Beginning with measure 4, erase 3 measures
1 2 3 4 5 6 7 8

| i |

* Erasing data will not affect the length of the pattern.

1. Select the pattern from which you wish to
erase data.

2. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [4] (ERASE).
The Erase page will appear in the display.

4  cLp
) —
(FXON/GEE ] [ ErAse. |
ERASE: Measurs
FiromeE 1 Ford 1

4, Select the part from which you wish to
erase data.
* You can select more than one part.

5. Specify the measure at which erasure will begin.

Range: 1-32

6. Press [ENTER].

The cursor will move to the right.

7. Specify the measure length (number of

measures) from which data will be erased.

Range: 1-31, ALL

* If this is set to “ALL,” the specified starting measure and
all subsequent measures will be affected by the operation.

For example, if you wish to erase from measure 4 to
the end of measure 6, make settings as follows.

Meazure

ERMASE:
4 Fork 3

Froma

8. Press [ENTER).
The display will indicate the type of musical data that
will be erased.

9. Select the type of musical data that you
wish to erase.

ERASE: Status
4 ALL
Range:
ALL: All musical data
NOTE: Note
PC: Program change
CC: Control change
BEND: Pitch bend
P-AFT:  Polyphonic aftertouch
C-AFT:  Channel aftertouch

SYS-E)'(: System exclusive
TEMPO: Tempo
MUTE: Mute

If NOTE is selected as the type of musical data, and
you wish to erase only a specific range of notes, you
can press the keyboard to specif?r the range. For exam-
ple, if you specify the range as follows, notes from D4
to G4 will be erased. If you do not specify the note
range, all notes will be erased.

|

Shatus

HOTE

D4 G4

ERASE:
Lod4-G 4k
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10. Press [ENTER].
The confirmation screen will appear in the display.

Fre You Sure 7

{EEHSE:

11. Press [ENTER] once again.
The Erase operation will be carried out, and the nor-
mal display will reappear.

Transposing the Pitch (Transpose)

This operation shifts the note numbers (pitch) of the
data recorded in a pattern. You can specify a transpo-
sition of up to +/-2 octaves.

* It is not possible to specify the range of measures that will
be transposed.

Transpose 4 semitones upward (+4)

!
1 !
!

SESNE TiT==

1. Select the pattern that you wish to trans-
pose.

2. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [5] (TRANSPOSE).
The display will show the Transpose setting page.

[y

EDIT

CYmM

STNT | — sy
TRANSPOSE: Eias
3 +24

4. Select the part that you wish to transpose.
* You can select more than one part.

5. Specify the amount of transposition, in
semitone steps.
Range: -24-+24

* If the setting value is “0,” no transposition will occur.
* If you apply Transpose to the Rhythm part, the sound will be

exchanged for different rhythm tones. In some cases, notes
may fail to sound.

If you wish to transpose only a specific range of notes,
press the keyboard to specify the desired range. If you
do not specify the note range, all notes will be trans-
posed.

.

D4 G4
TRAHSFOZE: EBias
D 4G 4 b +24

6. Press [ENTER].
The confirmation screen will appear in the display.

Fre You Sure 2

’THHHSPDSE:

7. Press [ENTER] once again.
The Transpose operation will be carried out, and the
normal display will reappear.

Modifying the Strength of Notes
(Change Velocity)

This operation modifies the velocity (playing strength)
of the notes recorded in the pattern. Increasing the
velocity values will cause the notes to be played more
strongly. This operation can be used to increase or
decrease the overall keyboard playing dynamics.

* If this operation would result in a velocity greater than 127
(or less than 1), the result will be limited to 127 (or 1),

* It is not possible to specify the range of measures in which
velocity will be modified.

2rDD

100 90 100 80 Increase velocity

\/alues by 10
QDD

110 100 110 90

Reduce velocity

values by 15 /
2052

1. Select the pattern in which you wish to
modify the velocity.

2. Press [EDIT].

The indicator will light, and the edit page will appear

in the display.

3. Press NUMBER [6] (CHG EVENT) to select
the “CHG VELO” sefting page.
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o 6 TOM/PERC

-/T\- wa—-- —t-l-\-
(FXonroe) RN
CHE LELD:

Bia=
[ 2 +2d

4. Select the part whose velocity you wish to
change.

* You may select more than one part.

5. Specify the amount that will be added to
(or subtracted from) the velocity.

Range: -99-+99

If this value is “0,” the velocity will not be modified.

If you wish to modify the velocity of a specific range
of notes, use the keyboard to specify the range. If you
do not specify the note range, the velocity of all notes
will be modified.

D4 G4
[CHE UELD:  EBias]
Ord-G 4 Bk +id

6. Press [ENTER].
The confirmation screen will appear in the display.

~r

[E:HG VELD:

Are You Sure

7. Press [ENTER] once again.
The Change Velocity operation will be carried out, and
the normal display will reappear.

Modifying the Note Length
(Change Gate Time)

This operation modifies the gate time (duration) of the
notes recorded in the pattern. This can be used to
make the overall performance more staccato or tenuto.

* If this operation would result in a gate time longer than
21504 (or shorter than 1), the result will be limited to
21504 (or 1).

* It is not possible to specify the range of measures that will
be modified by this operation.

2IDD
40 40 40 40 Lengthen the gate time

by & clocks \)15 clocks
2087

1. Select the pattern in which you wish to
modify the gate time.

2. Press [EDIT].

The indicator will light, and the edit page will appear

in the display.

3. Press NUMBER [6] (CHG EVENT), and then
press PAGE [>] several times to select the
“CHG GATE” sefting page.

Shorten the gate time

6 TOM/PERC
—
CHE GATE: Bias
3 +24

4, Select the part in which you wish to modify
the gate time.

* You may select more than one part.

5. Specify the amount that you wish to add to
(or subtract from) the gate time.

Range: -99-+99

With a setting of “0,” the gate time will not be modified.

If you wish to modify the gate time of a specific range
of notes, you can use the keyboard to specify the
range. If you do not specify the range of notes, the gate
time of all notes will be modified.

D4 G4
(CHE SATE: Bias
[od-3 4 F +24

6. Press [ENTER].

The confirmation screen will appear in the display.

[CHE GATE:

Are You =urs 7

7. Press [ENTER] once again.
The Change Gate Time operation will be carried out,
and the normal display will reappear.
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L

Shifting the Timing Slightly (Shift Clock)
Using this operation, the timing of the musical data in
a pattern can be shifted forward or backward in time,
in units of a single clock. Use this when you wish to
slightly shift the overall timing.

* Data which would otherwise be moved earlier than the
beginning of the music data will be placed at the begin-
ning. In the case of data which would be moved later than
the end of the music data, the necessary number of mea-
sures will be added. However if the data would otherwise
be moved beyond the end of the pattern, it will be placed
at the end.

* It is not possible to specify the range of measures that will
have their timing shifted.

* 24 clocks correspond to the length of one 16th note.

=+ b > = Shift timing toward the end

DO DD

—] -+ ] Shift timing toward the beginning

1. Select the pattern whose timing you wish
to shift,

2. Press [EDIT].

The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [6] (CHG EVENT), and then

press PAGE [>] several times to select the
“SHIFT CLK” setting page.

6 TOM/PERC
—
SHIFT CLE: EBEias
4 +24

4. Select the part whose timing you wish to
shift.

* You may select more than one part.

5. Specify the number of clocks that you wish
to shift the data.

Range: -99-+99

Specify a negative (-) setting if you wish to shift the

data toward the beginning. Specify a positive (+) set-

ting if you wish to shift the data toward the end.

If this is set to “0” the data will not be shifted.

6. Press [ENTER].
The display will indicate the type of musical data that
will be shifted.
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7. Select the type of musical data that you
wish to shift.

SHIFT CLE:=zhatus

L4 ALL
Range:
ALL: All musical data
NOTE: Note
PC: Program change
CC: Control change
BEND:  Pitch bend
P-AFT:  Polyphonic aftertouch

C-AFT:  Channel aftertouch
SYS-EX: System exclusive
TEMPO: Tempo

MUTE: Mute

NOTE is selected as the type of musical data, and if
you wish to shift only a specific range of notes, use the
keyboard to specify the desired range. If you do not
specify a range of notes, all notes will be shifted.

D4 G4
(ZHIFT CLE:Status
[v d4-G 4 b HOTE

8. Press [ENTER].
The confirmation screen will appear in the display.

SHIFT Clk:

Hre You Surs 7

9. Press [ENTER] once again.
The Shift Clock operation will be carried out, and the
normal display will reappear.
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Thinning Out Unneeded Data (Data Thin)

Since messages such as pitch bend or control change
use continuously changing values, they can occupy an
unexpectedly large amount of memory. The Data Thin
operation lets you thin out such data in a way that will
not affect the audible result, yet will reduce the
amount of data.

* It is not possible to specify the range of measures affected
by this operation.

Value Value

Thin out
the data
—

Time

1. Select the pattern in which you wish to thin
data.

2, Press [EDIT].

The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [6] (CHG EVENT), and then

press PAGE [>] several times to select the
“DATA THIN” setting page.

6 TOM/PERC
—
DARTH THIM: Ualus
k 24

4. Select the part whose data will be thinned.
* You may select more than one part.

5. Specify the amount of data to be thinned.
Range: 0-99

Higher settings will cause more data to be thinned.
If the setting is “0,” the data will not be thinned.

6. Press [ENTER].
The display will indicate the type of musical data that
is to be thinned.

7. Select the type of musical data that you
wish to thin.

DATA THIH:Ztat
4 H

™

U
L

Range:

ALL:  All of the following musical data
CcC: Control change

BEND: Pitch bend

P-AFT: Polyphonic aftertouch

C-AFT: Channel aftertouch

8. Press [ENTER].
The confirmation screen will appear in the display.

DATA THIM: }

B2 You Sure 7

9. Press [ENTER] once again.
The Data Thin operation will be carried out, and the
normal display will reappear.

Converting the Note Timing of a
Pattern (Reclock)

You can double or halve the timing of the musical data
recorded in a pattern. For example, you can convert a
four-measure pattern of tempo=120 to two measures
so it will play back identically at a tempo of 60. When
you wish to connect patterns of radically differing
tempo, it is a good idea to use the Reclock operation to
match the timing values of the two patterns.

DOUBLE
HALF

mﬁﬁﬁﬁmﬁ!ﬁﬂmﬁﬁﬁﬁﬁ!

* Executing the Reclock operation will not affect the origi-
nal tempo of the pattern.

1. Select the pattern whose timing values you
wish to convert.

2. Press [EDIT].

The indicator will light, and the edit page will appear
in the display.

3. Press NUMBER [6] (CHG EVENT), and then

press PAGE [>] several times to select the
“RECLOCK” sefting page.

© TOM/PERC
—
(FX ONJGFE) | CHG EVENT ]
[EEELDGH:PTH mize
F DOJELE
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4. Select the part whose timing values you
wish to convert.

* You may select more than one part.

5. Specify how the timing values will be con-
verted.

Range:

HALF: Timing values will be halved

DOUBLE: Timing values will be doubled

* It will not be possible to make parameter settings for
which the Reclock operation would make the length of the
pattern exceed 32 measures or be shorter than 1 measure.

6. Press [ENTER].
The confirmation screen will appear in the display.
RECLOCK :

e Yoy Sure 7

7. Press [ENTER] once again.
The Reclock operation will be carried out, and the nor-
mal display will reappear.

Using Play Quantize Settings to
Modify a Pattern (Edit Quantize)

You can modify the musical data of a pattern accord-
ing to the Play Quantize settings.

Normally, Play Quantize does not affect the contents
of the musical data, but only modifies the timing at
which the pattern is played back. By using Edit
Quantize, you can modify the musical data itself, so
the data will play back with the same groove even if
you do not apply Play Quantize.

* It is not possible to specify the area of measures in which
the musical data will be modified.

1. Select the pattern whose data you wish to

modify.

2. Play back the pattern, apply Play Quantize,
and adjust the groove as desired (p. 40).

* If you attempt to execute Edit Quantize without applying
Play Quantize, the following message will appear. You
must apply Play Quantize before executing Edit
Quantize.

CHUTION !
Mo BT Selected

3. Press [STOP/PLAY] to stop the pattern.

4. Press [EDIT].
The indicator will light, and the edit page will appear
in the display.
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5. Press NUMBER [7] (QUANTIZE), and then
press PAGE [>] several times to select the
“EDIT QTZ” seﬂing page.

EDIT

FX ON/OFF CHG EVENT
EDIT QTZ:

Select BTZ Part

6. Select the part(s) for which you wish to

carry out Edit Quantize.

* You may select more than one part.

* The indicators will already be lit for the parts to which
Play Quantize had been applied (the parts selected by
[QTZ SELECT]). If you wish to apply the operation to
these same parts, you may simply continue to the next
step.

7. Press [ENTER].

The confirmation screen will appear in the display.
EDIT GTZ:
Are You Sues ¥

8. Press [ENTER] once again,

The Edit Quantize operation will be carried out, and
the normal display will reappear. When the operation
is completed, Play Quantize will automatically be
turned off.

Individually Editing Musical
Data (Microscope Edit)

By using Microscope Edit, individual data events can
be moved to a different location or edited in detail,
and you can also delete or insert individual notes, etc.

JTIT0:00 = 07313
Vot t

Delete Insert Modify

1. Hold down [SHIFT] and press [M.SCOPE].
The indicator will light.

(SHIFT) REC

I+ &3
Measure Beat Clock
M.zCOFER 1.1- @
———=Ho Euert-———-
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* When you enter Microscope mode, the Key Mode will be
set to Single.

During step recording, you can press [REC] to access
the Microscope page, and the display will indicate the
current input location (measure, beat, clock). This
input location is referred to as the “position.”

View the Musical Data That You Input

Rotate the [VALUE] dial to move the position to a
location where musical data (notes and controller data,
etc.) was input. The display will show the position and
the type of musical data.

Rotating the [VALUE] clockwise will successively dis-
play the musical data that is located in the direction of
the pattern playback.

Rotating the [VALUE] dial counterclockwise will suc-
cessively display the musical data that is located in the
opposite direction of the pattern playback.

You can also use [FWD] and [BWD] to step through
the musical data instead of using the [VALUE] dial.

By holding down [SHIFT} and rotating the [VALUE]
dial, you can move the position in units of one clock.

* If ko or more MIDI messages exist at the same position,
an “*" will appear at the right of the * " of the display.

96 c!ocks:J

F

s

T
t—o—1

[M.SCDF‘E) 1.1 )4] n SCOFE»* 1.1 8"‘-}

G4

3
o

M SCOPEd 1. "-3@
15 41 1041 XQ

10 5t 31 24 1E 41 231 24

Current position M. SCOPEPK 1.1-85 Next position
measure 1 IC 41 9@l 24 measure 1
beat 1 N beat 2
clock 24 Next position clock 30

measure 1

beat 1
clock 85

At this time you can press PART [1]-[R] to change the
part. This lets you view the recorded data of other
parts. If you select the rhythm part, you can also select
rhythm tones.

To return to recording mode, press [REC].
= “Recording Notes One at a Time (Step
Recording)” (p. 131)

2. To exit the Microscope page, press
[STOP/PLAY].

If you wish to save the modified pattern, use the

Pattern Write operation.

«# “Saving Patterns You've Modified (Pattern
Write)” (p. 36)

Musical Data Handled in

Microscope Mode

The Microscope lets you view and edit the following 9
types of musical data (MIDI message).

Note

Data that plays a sound.
M.SCOFEEF 1.1- 8
ib#z21 12681 =

Note Velocity Gate time

Range:

Note: C-1-G9

Velocity: 1-127

Gate time: 1-21504

Control Change

These MIDI messages correspond to various controller
numbers, and are used to apply effects such as modu-
lation or portamento. These are used mainly to operate
knobs.

1.1- 8

".‘I R
.|_I

M. ZCOFER
FCC#]

/s
Controller number Value
Range:

Controller Number: 0-127
Value: 0-127

If you would like to know more about the func-
tion of each controller number...
o “Transmit/Receive Setting List” (p. 235)

Program Change

These MIDI messages are used to select sounds (patch-
es).

The patch corresponding to the program number will
be selected.

M.5C0FEE 1.1- 8
[ PCH Po12=
Range:

PC#: 1-128 (Program Number)
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Pitch Bend
These MIDI messages change the pitch.

M.SCOPER 1.1~
iFch Bernd |

by

o
et}

Range: -8192-+8191
Poly A-Touch (Polyphonic Aftertouch)

These MIDI messages apply aftertouch to individual notes.

MSCOPEE 1.1- 8

IFA | CHZI 27
| ~
Note Valuve

Range:

Note: C-1-G9

Value: 0-127

The display will indicate the note name.

Ch A-Touch (Channel Aftertouch)

These MIDI messages apply aftertouch to an entire
MIDI channel.

M. SCOFEF 1.1- 8
ICh After | e

Range: 0-127

* The JX-305's keyboard transmits Channel Aftertouch
messages.

Tempo Change
This data controls the tempo. This is used only in the
MUTE CTRL part.

M.SCOFEEF 1.1- 8
[ Temra 112A.8

Range: 20.0-240.0

Mute
This is Mute data for each part and rhythm group. It is
used only in the MUTE CTRL part.

M.SCOFER 1.1- 8
Hiut el OTHERSTOFF
Pan, Group
Range:

Part Group: P1-PR, BD, SD, HH, CLP, CYM,
TOM/PC, HIT, OTHERS
Value: OFF, ON
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Sys Exclusive (System Exclusive)

These are MIDI messages unique to the JX-305. If the
entire message cannot be shown on one line, a “—"
will appear at the right edge of the display.

You can press PAGE [<] [>] to scroll the display
screen. It is used only in the MUTE CTRL part.

M.SCOPER 1.
IExIFE 41 16 Q8-

No Event
If there is no MIDI message at the current position, the
following display will appear.

M.2C0OFEF 1.1- 8
———=Ho Evernt--—-

Modifying the Value of Musical
Data (Change Event)

1. In the Microscope page, rotate the [VALUE]
dial to select the musical data that you
wish to change.

2. Press PAGE [>].
The cursor will appear at the location of the parameter
which can be modified.

- mae » |M.SCOFEL 1.1- &
%1@ [P o123

3. Use [INC] [DEC] or the [VALUE] dial to modi-
fy the value.

For messages that have more than one parameter

value that can be modified (such as Notes, Control

Changes, Polyphonic Aftertouch, etc.), use [ENTER] or

PAGE [<] [>] to move the cursor.

M.5COPET 1.1- © M.SCOPEl 1.1- O
oot 12a1 se| Oolicezr 1281 96

PAGE

UPPER

4, Press [ENTER] or PAGE [<] [>] to return the
cursor to the position.
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Using the keyboard or knobs to directly mod-
ify the musical data

To change a note number, press a note. The corre-
sponding note number will be input.

To input a control change, rotate a patch parameter
knob. The controller number and value of that knob
will be input.

W CUTOFF
M.SCOPElI 1.1- & M.SCOPEYF 1.1- 8
HoE21 1281 ] 1CCH#M 741 (=15

If you rotate a knob that is different than the controller
number which is displayed, the controller number
which had been input at that location will be replaced.

©

CUTOFF

H.SCOFEL 1.1- A o [M.SCOFEDL L.1- B
ICCH#r Tl g2 <o HLCCHE  Pd =2t

©

RESONANCE

Modifying system exclusive data
System exclusive messages begin with F0, and end
with F7. Data values are shown in hexadecimal nota-
tion (00-7F).

1. In the Microscope page, rotate the [VALUE]

dial to select the system exclusive message
that you wish to modify.

2. Press PAGE [>].
The system exclusive input page will appear, and the
cursor will appear in the display.

M. SCOFPEL
IEx1F3k41

-4 PAGE W

LOWER UPPER

3. Press PAGE [<] [>] or [ENTER] to move the cur-
sor to the location that you wish to modify.

4. Use [INC] [DEC] or the [VALUE] dial to modi-
fy the value.

* If you press NUMBER [3] (INSERT), “00” will be input
at the cursor location, allowing you to add data.

3w (M.SCOFEL. 1.1- @
(7<) IE::J.:IFB@FF

* By pressing NUMBER [2] (DELETE) or [UNDO/
REDO] you can delete the data at the cursor location.

5. Move the cursor to the F7 location and
press [ENTER], and the modified settings
will be finalized.

When the settings have been finalized, you will return

to the normal Microscope display.

* It is not possible to change the FO that begins the message

or the F7 that ends it.

To cancel the operation without changing the data,
press [EXTT].

Examples of exclusive messages

Here are some examples of exclusive messages.

* For a detailed explanation of exclusive messages, refer to
p. 253.

Set Reverb Level (p. 102) (address: 01H 00H 00H 29H)

to 127 (7FH).

FO 41 10 00 OB 12 01 00 00 29_7_IE57 F7

127

Address Checksum

To set Reverb Level to 0, change the 7F in the above
example to 00.

FO 411000 0B 1201 00 0029_QIC_)56 F7

0
Checksum

* In the above example, the Device 1D number has been
written as 17 (10H) (the factory setting).

w “Differentiating Between Units of the
Identical Model (Device ID Number)” (p. 165)

About the checksum

When inputting a Roland Type IV exclusive message,
you must input a checksum immediately before the
F7. Since the JX-305 will calculate the checksum auto-
matically, there is no need for you to modify the
checksum value. When you input a new exclusive
message, you can simply input an arbitrary number
immediately before F7, and the JX-305 will calculate
the correct number automatically.
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Deleting Musical Data (Delete Event)

1. In the Microscope display, rotate the
[VALUE] dial to select the musical data that
you wish to delete,

2. Press NUMBER [2] (DELETE).
The confirmation page will appear.

2 so |[wlate Event
T FAre Yo Sure 7

3. Press [ENTER].
The musical data will be deleted.

Inserting Musical Data (Insert Event)

1. In the Microscope display, rotate the
[VALUE] dial to move to the position where
you wish to insert musical data.

2. Press NUMBER [3] (INSERT).
The Insert Event page will appear, and the following
display will appear.

3 Wi | Insert Event
T b HOTE
O NSERT ]

3. Use [INC] [DEC] or the [VALUE] dial to select
the type of musical data that will be inserted,

Range:

When you are viewing a part 1-R in the Microscope

Note: Note

PC: Program change

CcC: Control change

Pch Bend: Pitch bend

P-AFT:  Polyphonic aftertouch

ChAfter: Channel aftertouch

When you are viewing a MUTE CTRL part in the
Microscope

Sys-Ex  System exclusive

Tempo: Tempo

Mute: Mute

4. Press [ENTER].
A message with basic settings for the selected type of
musical data will appear.
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5. Press PAGE [<] [>] to move the cursor to the
location that you wish to modify.

6. Use [INC] [DEC] or the [VALUE] dial o modi-
fy the value.

7. Press [ENTER] to finalize the seftings.

Using the keyboard and knobs to directly
insert musical data

To input a note number, simply press a note to input
the corresponding note number.

To input a control change, rotate a patch parameter
knob, and the controller number and value for that
knob will be input.

w3
V

Y

1.1- @ M.SCOPEDT L.1- 8
i ) ECCH#b T4l 14

M. SCOFEL
POHZ2E 128

If you rotate a knob that is different than the controller
number which is displayed, the controller number
which had been input at that location will be replaced.

©

CUTOFF

M.SCOPEYT 1.1- @ M.SCOPET 1.1- 8
1CC#y Tl £2] <o |[ICC#F T4l (=15

&)

RESONANCE

If you select “Sys-Ex” (System Exclusive), the follow-
ing message will appear. In the same way as for the
Change Event operation, use [INC] [DEC] or the
[VALUE] dial and [ENTER] to successively enter hexa-
decimal data.

M. ZCOPER
TElFakF?

1.1- 8
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Moving Musical Data (Move Event)

1. In the Microscope page, rotate the [VALUE]
dial to access the musical data that you
wish to move.

2. Hold down [SHIFT] and [REC], and rotate
the [VALUE] dial to move the data.

While you hold down the buttons, the display will

indicate the position to which the data is being moved.

G 41 1aad 12
(e REC /\
=+ O+

Hiding Unwanted Musical Data
(View Filter)

If a large amount of musical data has been recorded in
a pattern, it may be difficult for you to find the data
you are looking for if all types of data are displayed.
In such cases, you can use the View Filter to specify
the types of musical data that will be displayed. Since
you can specify that only certain MIDI messages will
be displayed, this lets you rapidly find the data that
you are looking for.

M. SCOFER 4.1—2@]

1. in the Microscope page, press NUMBER [8]
(VIEW FILTER).
The View Filter page will appear in the display.

8 OTHERS .
e Y
W.FILTER:  Hote
L OFF|
(L. FILTER: P
k OFF
(1L FILTER: Co
b OFF
W.FILTER:PchBend
* OFF
(1, FILTER: FA
3 OFF
W FILTER: ChAftLer
3 OFF
ILFILTER: Su=z~E:ux
3 OFF|
(U,FILTER: TerFo
3 aOFF
W, FILTER: Mute
3 aFF
Y

2. Press PAGE [<] [>] to select the type of n

musical data.
Note: Note

PC: Program change

CcC: Control change
PchBend: Pitch bend

PA: Polyphonic aftertouch

ChAfter: Channel aftertouch
Sys-Ex:  System exclusive
Tempo: Tempo

Mute: Mute

3. Use [INC] [DEC] or the [VALUE] dial to turn
off the display of musical data that you do
not need fo view.

4. When you finish making settings, press
[EXIT] to exit the page.

Data that you turned off will no longer be displayed in

the Microscope page.

151



Chapter 10, Collecting Frequently Used Patterns in a Set (Pattern Set]

A Pattern Set is a collection of patterns; sixteen pat-
terns can be registered in a pattern set. The patterns
that have been registered can be recalled by pressing
the sixteen BANK and NUMBER [1}-[8] buttons.

Pattern set example

Banx» 1 T 2 2 3 3 4 3 5 B8 - R wPART
P23 Uz é 72 E:]

WIT B OTHERS srtvives

PE7SRUATI WP AID

Registered
pattern

Using a Pattern Set to Recall
Patterns

1. Press [PTN SET].

The indicator will light, and the number and name of
the currently selected pattern set will appear in the
display.

Now you can use the BANK and NUMBER [1]-[8]
buttons to recall patterns.

= — -
£ EN

SEY FTH SET#
BTechno 1

u=n1l

2. Use [INC] [DEC] or the [VALUE] dial to select
a pattern set number.

Range: U:01-U:30

The display indication will change.

The pattern set has now been displayed.

3. Press the BANK and NUMBER [1]-[8] but-
tons to recall the patterns that have been
registered.

You can recall patterns and switch pattern sets even

while a pattern is playing back.

* If a pattern that is only one measure long is playing, it

may be impossible to select patterns using the BANK and
NUMBER [1]-{8] buttons.
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Assigning a Pattern to be
Recalled

You are free to re-assign the patterns in each pattern
set. You may find it convenient to collect favorite pat-
terns into a pattern set, or to put frequently-used pat-
terns into a pattern set. As an example, here’s how to
assign pattern P:A22 in a pattern set.

First select the pattern set into which you will newly
assign a pattern.

1. Select pattern P:A22 (p. 30).

2. Press [PTN SET].

The indicator will light, and the number and name of
the currently selected pattern set will appear in the
display.

3. Hold down [PTN SET], and press the BANK
or NUMBER [1]-[8] button to which you
wish to assign that pattern.

The pattern will be registered for the button that you

press. For example if you wish to register the pattern

to the BANK [7] button, use the following procedure.

PTN
SET

You can register patterns even while a pattern is play-
ing back.

4. If you wish to register another pattern,
press [PTN/SONG] to re-select the pattern,
and repeat steps 2-3,

Registering a variation of a pattern

If you assign a pattern with modified setup data
(patch number and mute status etc. of each part), the
pattern will be called from the pattern set in the same
state as when it was assigned. By taking advantage of
this, you can create a variety of variations based on a
single user pattern, without having to save additional
new patterns.

* Patterns that were assigned with modified settings cannot
be selected by the normal pattern select procedure.

Example seftings
Registering with modified mute settings
1. Select pattern P:A14.

2. Use [PART MUTE] and PART [1]-[R] to mute
parts as shown in the diagram.
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3. Hold down [PTN SET] and press BANK [1]
to register the pattern in the pattern set.

4, Use [PART MUTE] and PART [1]-[R] to mute
parts as shown in the diagram.

GROUP PART EDIT/UTILITY
PRESET PAl pagy MUTE .
aprev  nexre | SEREGT K ITE CTAL [hating

= =

wmC I COCOICI ERD D

ORI

narce § 2 2 3 3 4 4 5 5 8 s 7 ? B T amARY
(Ko s s e s it R il

Lit Lit Blinking Lit Blinking Lit Lit

5. Hold down [PTN SET] and press BANK [2]
to register the pattern in the pattern set.

6. Press BANK [1] [2] to select patterns with
different mute settings that are based on
the same single pattern.

Saving a Pattern Set That Was

Modified (Pattern Set Write)

When you have assigned patterns to create a pattern
set that you like, you should save the result as a user
pattern set.

1. Make sure that the pattern is stopped.

2. Press [PTN SET] to access the pattern set
select page.

When you modify the contents of a pattern set, an
asterisk “*” will appear at the left of the number, indi-
cating that the selected pattern set has been modified
(edited). Be aware that if you turn off the power with-
out saving the modified pattern set, the previous set-
tings will reappear.

3. Hold down [SHIFT] and press [WRITE].

The indicator will blink.

The following display will appear, and “#” (cursor)
will appear at the left of the number.

SHIFT UTILITY
O

PTH ZET WETEU:AL
Techrio 1

If you do not wish to change the number or name, you
can skip steps 4-7.
If you decide not to save the pattern, press [EXIT].

4, Use [INC] [DEC] or the [VALUE] dial to select
the save destination number.

At this time, you can press [UNDO/REDO] to check
the name of the pattern set that is currently in the save
destination number. After you have found a pattern
set that you do not mind overwriting, press
[UNDO/REDOQ] once again to return to the previous
display.

5. Press PAGE [>].
The cursor will move to the beginning of the second
line of the display.

FTH SET WRT U:El
FTechro 1

6. Assign a name to the pattern set.

Use [INC] [DEC] or the [VALUE] dial to specify the
character.

The following characters are available.

Space, A~Z,a-2,0-9, 1 “#§% & ()* +,-. /1;<=>7
@[¥]~_" {1

7. Repeat steps 5-6 to enter the name.

By pressing PAGE [<] you can move the cursor back
toward the left.

8. Press [ENTER].
The confirmation screen will appear in the display.
If you decide to cancel the operation, press [EXIT].

Are “You Suee 7

PTH SET WRT u:a1]

9. Press [ENTER] once again.

Frooessind. ..
Feose Powsr OH !

The pattern set write operation will be carried out,
then the normal display will reappear.
The pattern set has now been saved.
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A set of patterns that are connected in the order of
playback is called a “song.”

When you play back a song, the patterns will change
automatically in sequence, so it will not be necessary
for you to select patterns yourself. You can register up
to 50 patterns in each song, in the order in which they
are to be played back.

Playing Back a Song

1. In the SEQUENCER section, press [MODE] to
make the indicator light (Song mode).

MODE
=S

= PATTERN
~ué- SONG

2. Press [PTN/SONG].

The indicator will light.

The display will show the group, bank, number and
name of the currently selected song.

Bank
Group lNumber
N 1~
EONS SOMGEE b:11
S gFz9 Trance Sond

* For songs, it is not possible to select the preset group or
card group.

3. Use [INC] [DEC] or the [VALUE] dial to select
a bank and number (U:11-U:72).

The number and name shown in the display will

change.

* You can also use the BANK and NUMBER [1]-[8] but-
tons to select songs.

The song is now selected.

* With the factory settings, U:35-U:72 will be blank songs
(EMPTY SONG) that contain no musical data. Even if
you select EMPTY SONG and then play back, no song
will play back.

4. Press [STOP/PLAY], and the song will begin
playing back.

When song playback begins, the display will indicate
the current pattern name, just as during pattern play-
back. As playback continues, the patterns will switch
automatically in the recorded sequence. Tempo
changes and the measure display within the pattern
can be controlled in the same way as when playing
back a pattern (p. 31).
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If you press [PTN/SONG] while a song is playing
back, the display will show the playback order of the
currently-playing pattern. In the following example,
the display is indicating that pattern P:A12 is played

back second.
11
ALz

Press [PTN/SONG] once again, and the display will
return to the current pattern name.

SOHEK U
i 2t Fu

5. Press [STOP/PLAY], and song playback will
stop.
* It is not possible for you to select patterns yourself. Nor is
it possible to switch songs during playback.

Fast-forward and rewind

Each time you press [FWD], you will fast-forward in
units of a pattern.

Each time you press [BWD], you will rewind in units
of a pattern.

By holding down [FWD] and pressing [BWD], you can
advance to the beginning of the last pattern.

By holding down [BWD] and pressing [FWD], you can
return to the beginning of the song. If you use {FWD]
and [BWD] to move while the song is stopped, the dis-
play will show the playback order of that pattern.

Cautions for song playback

Songs do not actually contain the musical data of the
patterns; they contain only the order in which the pat-
terns are to be played back. This means that if you
modify a pattern that has been registered in a song,
the playback of the song will also be affected. If you
delete all of the musical data of the pattern, playback
will stop at the moment that that pattern is selected.

If a song uses patterns that are saved in a memory
card, song playback will stop if the memory card is
not inserted into the memory card slot. Be sure that
the memory card is inserted into the memory card
slot.
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Recording a Song

On the JX-305, you can record a song by inputting the
order in which patterns will be played back.

1. Select the song that you wish to record.

2. Press [REC].
The indicator will light, and recording will begin.

REC
SOHGE RECE I
. 1k FiAll

The display will show the pattern input number (the
order of playback).

If you have selected a new song and begun recording,
this will be “1.”

3. Use [INC] [DEC] or the [VALUE] dial to select
the pattern that will be registered first.

4, Press [ENTER].
The pattern input number will advance by one.

5. Select the pattern that will be registered
next.
After making your selection, press [ENTER].

6. Repeat step 3, 4 to complete the song.
When you have finalized the last pattern, press [EXIT]
or [REC] to end recording.

If you input a pattern by mistake, hold down [SHIFT]
and press [BWD] to return to the input page for the
previous step.

* If you wish to keep the song that you recorded, you must
perform the Song Write operation.
@ “Saving a Song That You Recorded (Song
Write)” (p. 157)

Re-recording from the middle

If you are re-recording a song from the middle, or
when you wish to add a new pattern to the end of a
song, use [FWD] to advance to the location (pattern
input number) where you wish to begin recording.
Then you can enter recording mode to re-record from
that location.

Auditioning a pattern
After selecting a pattern during recording, you can
press [STOP/PLAY] to audition that pattern. As in
Pattern mode, you can select different patterns while
you audition them. When you are finished audition-
ing, press [STOP/PLAY}.

While the pattern is being auditioned, the name of the
pattern being auditioned will be shown in the display.

SOME REC: FRHEIL
¥Pzo Trance 1

Assigning a pattern with modified Setup
parameters

While auditioning a pattern, you can modify the mute,
part mixer and effect settings, etc. for that part and
press [ENTER] to assign the part with those settings.
This will not affect the original pattern in any way,
since the setup parameters for each pattern are stored
as part of the song data.

Using this function, you can modify the mute settings
or multi-effects type of one single pattern and create a
song just by developing the same pattern in different
ways.

Editing Songs (Song Edit)

In the same way that you edited a pattern in Pattern

mode, you can edit a song in Song mode. The process

of making changes in Song mode is called “song edit-

ing.”

* An edited song is held in the temporary area. If you wish
to keep the song that you created, you must perform the
Song Write operation.

w “Saving a Song That You Recorded (Song
Write)” (p. 157)

Cautions for song editing

Song can be edited when the song select page of Song
mode is displayed (i.e., when the [PTN/SONG] indi-
cator is lit). It is not possible to enter the various edit-
ing pages during song playback.

Sefting the parameters

To set or modify each parameter, use [INC] [DEC] or
the [VALUE] dial.

You can also use [FWD] [BWD] to specify the location
at which you will begin editing (the pattern playback
number).

During editing, if you wish to return to the previous
parameter setting page, press PAGE [<].

If you wish to cancel your editing, press [EXIT].
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Copying a Song (Song Copy)

This operation copies a song to a specified location in
a different song. This can be used to combine two
songs into a single song, or to combine parts of vari-
ous songs to create a different song.

* If there is already data in the copy destination song, the
song data of the copy destination will be rewritten.

The number of patterns in the copy destination song

may increase, such as when the copy source song con-

tains more patterns than the copy destination song.

PA12UAI12CA17
SONG U:11[]

UA14 UAII PAT4 >

SONG U1

CANUATIAFALG
SONG U:13

1. Select the copy source song.

2. Press [EDIT].

The indicator will light, and the display will show the
edit page.

3. Press NUMBER [1] (COPY).

The Song Copy setting page will appear in the display.

SONG U:12
UAI4UAT PAL :

SONG U:13
C:AT1 U-A11 PA12 Us 1

1 8D
) — OF
(FX ONTOFF) o |
COFYs Dest Sord
[P 213

4. Select the copy destination song.
Range: U:11-U:72

5. Press [ENTER].

The display will indicate the pattern playback number
of the copy destination song and the corresponding
pattern.

6. Specify the location (pattern playback
number) at which copying will begin.
Range: 1-50, END

| =L Stoart.

If the setting is “END,” the data will be copied onto
the end of the copy destination song.
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* It is not possible to specify a Copy operation that would
result in a song containing more than 50 patterns.

7. Press [ENTER].
The confirmation screen will appear in the display.

CoEys

Are Yo Sure

8. Press [ENTER] once aguain.
The Song Copy operation will be carried out, and the
normal display will reappear.

Deleting Unwanted Patterns
from a Song (Delete Pattern)

This operation deletes a pattern from a song. When a
pattern is deleted, subsequent patterns will be moved
forward. Use this when you wish to remove unwanted
patterns from a song,.

P-A12 CANCAI7
SONG U:11 [

P:A12 CA17

Delete

1. Select the song from which you wish to
delete a pattern.

2, Press [EDIT].

The indicator will light, and the display will show the
edit page.

3. Press NUMBER [2] (DELETE).

The Delete Pattern setting page will appear, and the

display will indicate the pattern playback number and
the corresponding pattern.

2 sSD
— CE
DELETE:
¥ 21 CiAll

4. Select the pattern (pattern playback num-
ber) that you wish to delete.
Range: 1-50, ALL

With a setting of “ALL,” all patterns in the song will
be deleted.
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5. Press [ENTER].

The confirmation screen will appear in the display.

DELETE:
Fre You Sure 7

6. Press [ENTER] once again.
The Delete Pattern operation will be carried out, and
the normal display will reappear.

Inserting a Pattern (Insert Pattern)

This operation insert a pattern into the specified loca-

tion of a song. Use this when you want to add addi-

tional patterns to the song.

* A maximum of 50 patterns can be recorded in a song. If
the song already contains 50 patterns, no more patterns
can be inserted.

Insert
PAI2UAL12C:A17

P-ATRUAIZCATI CALY
SONG U: g

1. Select the song into which you wish to
insert a pattern.

2. Press [EDIT].

The indicator will light, and the display will show the
edit page.

3. Press NUMBER [3] (INSERT).

The Insert Pattern setting page will appear, and the
display will indicate the pattern playback number and
the corresponding pattern.

3 M
— (=
IHZERT:

4 S CEELY

4, Specify the location (pattern playback number)
at which the pattern will be inserted.

Range: 1-50, END

With a setting of END, the pattern will be added to the

end of the song.

5. Press [ENTER].
The cursor will move to the right.

IMSERT:
i Ik CEHLY

6. Select the pattern that will be inserted.
Range: P:A11-P:L88, U:A11-U:D18, C:A11-C:D18

* You can press [PRESET/USER/CARD] and [<PREV]
[INEXT>] to switch groups.

7. Press [ENTER].
The confirmation screen will appear in the display.

IMZERT:
Are You Suke 7

8. Press [ENTER] once again.
The Insert Pattern vperation will be carried out, and
the normal display will reappear.

Saving a Song That You

Recorded (Song Write)

If you are happy with the song that you recorded, you
can save that song as a user song.

1. Make sure that the song is stopped.

2. Press [PTN/SONG] to access the song select page.
If you modify song settings, an “*” (asterisk) will
appear at the left of the number, indicating that the
selected song has been modified (edited). Be aware
that if you turn off the power without saving the mod-
ified song, the previous settings will reappear.

3. Hold down [SHIFT] and press [WRITE].

The indicator will blink.

The following display will appear, and a “ j ” (cursor)
will appear at the left of the number.

SHIFT UTILITY
C O+

SOHGE WREITER 11211

Pzg Trance Sond

If you do not wish to modify the number or name, you
can skip steps 4-7.
If you decide not to save the song, press [EXIT].

4, Use [INC] [DEC] or the [VALUE] dial to select
the save destination bank and number.

At this time, you can press [UNDO/REDO] to check
the name of the song that is currently in the save desti-
nation number. After you have found a song that you
do not mind overwriting, press [UNDO/REDO] once
again to return to the previous display.
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5. Press PAGE [>].
The cursor will move to the beginning of the second
line of the display.

SOMGE WRITE Uiz
FP=o Trance Sond

6. Assign a name to the song.

Use [INC] [DEC] or the [VALUE] dial to specify char-
acters.

The following characters can be selected.

Space, A-Z,a-2z,0-9, | “"#$% & ()*+,-./;<=>7
@[¥]~_" {I}

7. Repeat steps 5-6 to enter the name.

To move the cursor back toward the left, press PAGE
[<].

8. Press [ENTER].
The confirmation screen will appear in the display.
To cancel the operation, pres [EXIT].

=0ME WRITE W=12

Hre You Surs 7

9. Press [ENTER] once again.

Frocessind. ..
Feer Power OH !

The Song Write operation will be carried out, and the
normal display will reappear.
The song has now been saved.

Initializing Settings

(Song Initialize)

This initializes the song to a state in which no patterns
are recorded.

1. Make sure that the song is stopped.

2. Press [PTN/SONG] to access the song select
page.
3. Select the song that you wish to initialize.

4, Press [UTILITY].
The indicator will light.

5. Press PAGE [<] [>] several times to select
“INITIALIZE,” and press [ENTER].
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6. Select “SONG,” and press [ENTER].
The following display will appear.

SOMG IHIT BHE B
Are Yo Surke 72

7. Press [ENTER].

Proceszind. ..
keer Powsr OH !

The Song Initialize operation will be carried out, then
the normal display will reappear.



Chapter 12. Using Memory Cards

The rear panel of the JX-305 has a memory card slot
that allows you to use memory cards (SmartMedia :
optional). Memory cards can be used in the following
ways.

1) In addition to the User groups in internal memory,
you will be able to use Card groups to store user
patches and user patterns.

Patches: C:A11-C:H88 (p. 18)

Rhythm Sets: C:A11-C:A34 (p. 28)

Patterns: C:A11-C:D18 (p. 30)

Patches and patterns that are stored in a card group
can be used in the same way as patches and pat-
terns from the user group.

2) All settings of the JX-305 including System settings
can be saved (backed up) to a card, and restored
into internal memory (Backup Load) when desired.

* Except while performing the Card Duplicate operation (p.

161), be sure to turn off the power before inserting or
removing a card.

F'S

If a write protect sticker is affixed to the write protect area
of the memory card, it will no longer be possible to record
or erase the data of that card. When saving/initializing a
pattern or patch, be sure that the write protect sticker does
not remain on the card. For details on the write protect
sticker, refer to the owner’s manual for your memory
card.

If you attempt to carry out an operation such as saving to
the card group with a write protect sticker affixed, the fol-
lowing message will appear.

CAUTION !

Memorge Frotected

Cautions When Using a
Memory Card

Memory Cards the JX-305 Can Use

The JX-305 can use the following memory cards {(sold
separately). Memory cards other than those specified
should not be inserted into the memory card slot.
S2M-5 (2 MB type)
S4M-5 (4 MB type)
2 MB and 4 MB cards differ in the maximum number
of patterns that they can store.
2 MB : Maximum 220,000 notes

(100,000 notes if there is a backup file)
4 MB : Maximum 480,000 notes

(360,000 notes if there is a backup file)

Inserting and Removing a Card

Except when performing the Card Duplicate opera-
tion, be sure that the power is turned off when you
insert or remove a card.

1. With the power turned off, insert the mem-
ory card into the rear panel memory card
slot as shown in the diagram. Push the
card firmly all the way into the slot.

Before Using a New Card
Format

Before a newly purchased memory card can be used
by the JX-305, you must use the “Format” operation to
prepare it for use with the JX-305. When a memory
card is formatted, all data that was on the card will be
erased. This means that you can also use the Format
operation to erase a card that has already been used on
the JX-305.

* Even if the memory card was already formatted when you

purchased it, it must be re-formatted on the JX-305.

When an unformatted card is inserted, the following
display will appear.

CHUTION !
Weona Card

1. Make sure that the memory card you wish
to format is inserted into the memory card
slot.

2, Press [UTILITY].
The indicator will light.
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L ]

3. Press PAGE[<] [>] several times to select
“CARD,” and press [ENTER].

4. Press PAGE [<] [>] several times to select
“FORMAT,” and press [ENTER].
The formatting page will appear.

Are You Sure 7

[': ARDe Forma t]

5. Press [ENTER].
The following display will appear, and the Format
operation will be carried out.

FrocessififP.. .
Feer Power OH !

6. When formatting ends, the following dis-
play will appear.

CHRL: Format
Complete !

To exit the formatting page, press [UTILITY].

[

Saving All Internal Settings

to a Card (User Backup)

All internal data (user patches, user patterns, user
songs, user pattern sets, user RPS sets etc.) and system
settings can be saved as a whole to a memory card.
This data is collectively known as a “backup file.”
Each memory card can contain one such backup file.

* In order to create a backup file, there must be at least 1030
KB of remaining card memory. If you attempt to make a
user backup when there is less than 1030 KB of remaining
memory in the card, the following message will appear. If
this happens, initialized unneeded patterns to increase the
free card memory to 1030 KB or miore.

CRUTION !
Cartiot Backus

A If you wish to verify the amount of remaining
card memory...
v “Checking the Remaining Amount of
Memory (Memory Information)” (p. 137)
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If from the beginning you wish to reserve memory for
creating a backup file, you can perform the User
Backup operation to create a backup file immediately
after formatting the card.

1. Make sure that a memory card is inserted
into the memory card slot.

2. Press [UTILITY].
The indicator will light.

3. Press PAGE [<] [>] several times to select
“CARD,” and press [ENTER].

4. Press PAGE [<] [>] several times to select
“USER BACKUP,” and press [ENTER].

The User Backup page will appear.

CARD: Uz Backur

Are You Sure 7

5. Press [ENTER].
The following display will appear, and the User
Backup operation will be carried out.

Processimd. ..
Keer Powesr OH !

6. When User Backup has been completed,
the following display will appear.

I:F'IF‘ [' H I_I o = =T ‘.- ¥l=
Cormplete |

If you wish to exit the User Backup page, press [UTIL-

ITY].

* If you perform a User Backup operation on a card that
already contains a backup file, the contents of the previous
backup file will be lost.

* User patches or user patterns which have been saved on a
card by the User Backup operation cannot be recalled as a
card group.
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Restoring the Saved Settings Back
to Internal Memory (Backup Load)

This operation loads the contents of a backup file that
was saved on a card back into internal memory.

1. Make sure that the memory card is insert-
ed in the memory card slot.

2. Press [UTILITY].
The indicator will light.

3. Press PAGE [<] [>] several times to select
“CARD,” and press [ENTER].

4. Press PAGE [<] [>] several times to select
“BACKUP LOAD,” and press [ENTER].
The Backup Load page will appear.

Heee Yo Sure 7

CORD: Backur LoadJ

5. Press [ENTER].
The following display will appear, and the Backup
Load operation will be carried out.

Frocessind. ..
Feaep Fowsr OH !

6. When Backup Load is completed, the fol-
lowing display will appear.

CARD:Backur Load
Comelete !

To exit the Backup Load page, press [UTILITY].

Deleting the Backup File from

the Card (Backup Delete)

When you no longer need a backup file that you creat-
ed, you can delete the backup file. By deleting the
backup file, you can increase the capacity of the card
by 120,000 notes.

1. Make sure that a memory card is inserted
into the memory card slot.

2. Press [UTILITY].
The indicator will light.

3. Press PAGE [<] [>] several times to select
“CARD,” and press [ENTER].

4. Press PAGE [<] [>] several times to select
“BACKUP DELETE,” and press [ENTER].
The Backup Delete page will appear.

II::I-'-IF:ID: Eaclkus [ZIE'IJ

Hie Yow Sure 7

5. Press [ENTER].
The following display will appear, and the Backup
Delete operation will be carried out.

Frocessind. ..
Fesr Power OH !

6. When Backup Delete is completed, the fol-
lowing display will appear.

CARD:s Backur Del
Complete !

To exit the Backup Delete page, press [UTILITY].

Copying an Entire Card

(Card Duplicate)

This operation copies all data from a memory card to
another memory card, to create an exact duplicate of
the first card. If a card contains important data, it is a
good idea to create a duplicate as a safety measure.

* The Card Duplicate operation can be used only with cards
that are the same capacity. For example, it is not possible
to copy a 2 MB card to a 4 MB card, or vice versa.

1. Prepare a copy source memory card and
an empty memory card of the same capac-
ity.

The copy destination card must already be formatted.

2. While holding down [UTILITY], press the
[POWER] bution to turn on the power.
The following display will appear.
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UTILITY
oLy
+ { CERL

Dplicate
Irzert Src Card

POWER

3. Insert the copy source memory card into
the memory card slot.
The following display will appear.

Frocessind. ..
Kesr Powsr O

4, After a time, the following display will
appear, so remove the copy source card
and insert the copy destination card.

CHED:  Durlicate
Inzert Dest Card

The following display will appear.

Froces=ind. ..
Eesr Fowsr OH !

5. After a time, the following display will
appear, so repeat steps 3-4.

[carD:  [Durlicats
Inzert Src Card

m 6. When the Card Duplicate operation has

been completed, the following display will
appear.

[E:HF:[:': e licat e]
i

Comeplete

To exit the Card Duplicate page, press [UTILITY].
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Installing the card protector

The JX-305 provides a card protector to prevent theft
of the memory card. To install the card protector, use
the following procedure.

1. Use a screwdriver to remove both screws
that are at either side of the memory card
slot.

2. Insert the memory card into the memory
card slot.

3. Use the screws to fasten the card protector
as shown below.

Card protector

.

NS

Side view

Using MC-505 cards

The JX-305 can read patch, rhythm set and pattern
data from a memory card that has been written on the
MC-505.

Conversely, patch, rhythm set and pattern data that
was written by the JX-305 to a memory card can also
be read by the MC-505.

* Data which uses waves (C:001-C:131) or patches
(P:I11-P:J88) that were added on the [X-305 cannot be
read correctly by the MC-505.

* 1t is not possible to read a backup file that was written by
the MC-505.
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Here you can make settings that affect the operation of

the entire JX-305, such as tuning and the synchroniza-

tion method. The settings of the various System para-

meters are remembered even while the power is

turned off.

* It is not possible to access the various System setting
pages while a pattern or song is playing back.

Controller-Related Settings

1. Press [EDIT].

The indicator will light and the display will show the
Edit page.

2. Press BANK [5] (CONTROLLER).

The display will show the CONTROLLER setting
page.

3. Use PAGE [<] [>] to select parameters, and

use [INC] [DEC] or the [VALUE] dial to set each
parameter.

s 5
— &5t
CTRL: Feeglle Lo ity

k REAL

CTRL: Hfter Sens
13 186
CTRL:H1A Pdl Paol
» STAMDARD
CTRLiC-Pdl Ass9n
PESFREZSTOM: T

CTRL:  C-Fdl Fol

4 S THHDRRL:
CTRL:S~Fdl A
| ¥ TREAMSFOSE

CTRL:  S5-Pdl Fol

4 STAHDARD ¥

To exit the setting page, press [EXIT].

Changing the Loudness of Notes
Played on the Keyboard
(Keyboard Velocity)

When you play notes on the keyboard, the loudness of
each note is affected by the force (velocity) at which
you strike the note. If you want the velocity value of
each note to depend on how strongly you play the
keyboard, set this parameter to REAL. If you want
each note to have a fixed velocity regardless of how
strongly you play the keyboard, set this parameter to
the desired value.

Range: REAL, 1-127

Setting Aftertouch Sensitivity
(Aftertouch Sens)

You can specify aftertouch sensitivity.

Range: 0-100

Higher values allow aftertouch to be easier applied.
Default setting is 100.

As this value is increased, notes played from the key-
board will be stronger.

Specifying How the Pedal Will
Function

Hid Pdl Pol (Hold Pedal Polarity)

Select the polarity of the Hold pedal.

Range: STANDARD, REVERSE

If you are using a pedal with inverted polarity (so the
pedal functions in a way opposite from what you
expect), select “REVERSE.”

C-Pdl Assgn (Control Pedal Assign)

Specify the function of the pedal (control pedal) con-
nected to the CONTROL PEDAL jack.

Range:

CC01-CC95: Controller Number 1-95
{except 6, 32, 38)

PITCH BEND UP: Pitch Bend Up

PITCH BEND DOWN: Pitch Bend Down

AFTERTOUCH: Aftertouch

C-Pdl Pol (Control Pedal Polarity)

Select the polarity of the Control pedal.

Range: STANDARD, REVERSE

If you are using a pedal with inverted polarity (so the
pedal functions in a way opposite from what you
expect), select “"REVERSE.”
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S-Pdl Assgn (Switch Pedal Assign)
This specifies the function of a pedal (switch pedal)

connected to the SWITCH PEDAL jack.

Range:

STOP/PLAY:  The pedal will act like the [STOP/
PLAY] button.

PTN INC: {Pattern Increment) The patterns of the
currently selected pattern set will be
successively selected as the next pattern.

TRANSPOSE: The pedal will act like the [TRANS-
POSE] button.

SHIFT: The pedal will act like the [SHIFT]
button.

RPS HOLD: If you press the pedal while holding

a note to which a phrase is regis-

tered, that phrase will be held (p. 49).
TAP: The tempo will be modified to the inter-

val at which you press the pedal (p. 46).

$-Pdl Pol (Switch Pedal Polarity)

Select the polarity of the Switch pedal.

Range: STANDARD, REVERSE

If you are using a pedal with inverted polarity (so the
pedal functions in a way opposite from what you
expect), select “REVERSE.”
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MIDI-Related Settings

1. Press [EDIT].
The indicator will light and the display will show the
Edit page.

2. Press BANK [6] (MIDI).
The MIDI setting page will appear.

3. Use PAGE [<] [>] to select parameters, and
use [INC] [DEC] or the [VALUE] dial to set
each parameter.

6 &
—tT\“ — -I.l.\- ém‘m@
MIDI: Lacal S
3 EDOTH
MIDI: Remote Ebd
L OFF |
MIDI: Dewice ID
2 17
MICT: Thiu]
3 M
MI0I: R Sl
Flp OH
MILI: Edit TuoRu
HMoDEL
MIDT: Fw. PG
3 0K
MIDI:Fx.Bark Sel
[ N
[MIDI: R, Swz—Eu
i oH
MIDTs T, Fi3
.3 WiE]
MIDI: Tx.Bank Sel
» OH
MIDI: T, Act—Sens
L4 OH Y

To exit the setting page, press [EXIT].



Chapter 13. Setting the Operating Environment of the JX-305 (System)

M0

Disconnecting the Keyboard from the

Internal Sound Generator (Local Switch)

This specifies the destination to which MIDI messages
from the controller section (keyboard, pitch
bend/modulation lever, knobs, pedals etc.) will be
transmitted.

Range:

INT: Messages from the controller section will
be transmitted only to the internal sound
generator.

EXT: Messages from the controller section will
be transmitted only to MIDI OUT.

BOTH:  Messages from the controller section will

be transmitted both to the internal sound
generator and to MIDI OUT.
Normally you will leave this set at “BOTH."”
If you do not want messages from the controller sec-
tion to be transmitted from MIDI OUT, select “INT.”
If you want to use the controller section to control only
the external sound generator, select “EXT.”

Using an External MIDI Keyboard in
Place of the Keyboard of the JX-305

(Remote Keyboard Switch)

An external MIDI keyboard can be used instead of the
JX-305s keyboard.

Range: OFF, ON

When this setting is “ON,” so regardless of the trans-
mit channel setting of the external MIDI keyboard, it
will play the patch of the current part.

If you wish to use the JX-305 as a 8-part multitimbral
sound generator controlled by an external sequencer,
turn this “OFF.” This will allow MIDI messages trans-
mitted from the external sequencer to play patches
independently for each channel (part).

* If you wish to control RPS or arpeggios from an external
MIDI device, turn this "ON.”

Differentiating Between Units of the
Identical Model (Device ID Number)

This parameter sets the Device ID Number.

MIDI devices have an identifying number called the
Model ID, which is different for each model of device.
When system exclusive messages are transmitted and
received, this number is used to distinguish between
different models. However, when two or more devices
of the identical model need to receive and transmit
system exclusive data independently, the Model ID by
itself is not a sufficient distinction. For this reason, the
Device ID Number is used to distinguish between two
or more JX-305 units.

Range: 17-32

With the factory settings the Device 1D Number is set
at “17.” If you are using only one JX-305, there is no
need to change this setting.

Re-Transmitting Messages Received at
MIDI IN from MIDI OUT (Thru Function)

When this function is “ON,” MIDI messages received

at the MIDI IN connector will be re-transmitted from

MIDI OUT without change.

Range: OFF, ON

* When the arpeggiator is on, messages received at MIDI
IN will not be re-transmitted from MIDI OUT even if
this Thru setting is ON.

Specifying the Reception Status
for Each Part (Rx Switch)

Specifies whether each part [1]-[R] is to receive MIDI
messages (ON) or not (OFF). If this is OFF, the part
will respond to the keyboard, but not to the internal
sequencer or external MIDI devices.

Use [PART SELECT] and PART [1]-[R] to select the
part whose setting you wish to change.

Specifying How Knob Data Is

Transmitted (Edit Transmit/Receive Mode)

This specifies the type of MIDI messages which will be
exchanged with external devices when panel knobs or
the control pedal are operated during normal play.

* When panel knobs are operated during patch editing, their
settings will be transmitted as system exclusive messages
that contain data for each tone. Similarly, data from the
REVERB LEVEL, DELAY LEVEL and MULTI CTRL
knobs is always transmitted as system exclusive messages
regardless of the mode.

Range: MODE1, MODE2

MODE1 : Knob or the control pedal data will be
transmitted and received as control
changes and as system exclusive data.

MODE2 :Knob or the control pedal data will be

transmitted and received as control
changes.
With the factory settings this is set to “MODE1.”

* With MODE1, some control changes will be automatical-
ly converted to a system exclusive message for transmis-
sion. Also, when such a converted exclusive message 15
received, it will automatically be converted to a control
change inside the ]X-305.

* With MODE?2, knobs will transmit and receive MIDI
messages in a way that differs from the official MIDI spec-
ification. Be aware that MODE?2 is a non-standard use of
MIDI.
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0 If you would like to know the control number
assignments for each knob in MODE1 and
MODE2...
== “Transmit/Receive Setting List” (p. 235)

* If you want the |X-305 to receive MIDI messages that
were transmitted from the knobs to an external device
(and then re-transmitted back to the JX-305), you must
select the same Edit Transmit/Receive Mode with which
the data was originally transmitted. If this setting is dif-
ferent, MIDI messages will not be received correctly.

Reception Settings for Each Type
of Message

Rx.PG (Receive Program Change Switch)
Specifies whether or not each part will receive pro-
gram changes.

Range: OFF, ON

When this is “OFF,” program changes will not be
received.

Rx.Bank Sel (Receive Bank Select Switch)
Specifies whether or not each part will receive bank
select messages.

Range: OFF, ON

When this is “OFF,” bank select messages will not be
received.

Rx.Sys-Ex (Receive System Exclusive Switch)
Specifies whether or not each part will receive system
exclusive messages.

Range: OFF, ON

When this setting is “OFF,” system exclusive messages
will not be received.

Transmission Settings for Each
Type of Message

Tx.PG (Transmit Program Change Switch)
Specifies whether or not program changes will be
transmitted from MIDI OUT when the patch of each
part is changed.

Range: OFF, ON

When this setting is “OFF,” program changes will not
be transmitted.
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Tx.Bank Sel (Transmit Bank Select Switch)
Specifies whether or not bank select messages will be
transmitted from MIDI OUT when the patch of each
part is changed.

Range: OFF, ON

When this setting is “OFF,” bank select messages will
not be transmitted.

Tx.Act-Sens (Transmit Active Sensing
Switch)

Specifies whether or not Active Sensing messages will
be transmitted from MIDI OUT.

Range: OFF, ON

When this setting is “OFF,” these messages will not be
transmitted.

Sequencer-Related Settings

1. Press [EDIT].

The indicator will light and the display will show the
Edit page. ,

2. Press BANK [7] (SEQUENCER).

The SEQUENCER setting page will appear.

3. Use PAGE [<] [>] to select parameters, and
use [INC] [DEC] or the [VALUE] dial to set
each parameter.

r 7ase?
L) — 5Y) &6
SEQ: Sunc Mode
2 IHT
SEG: Sare Dut
|+ o
SERe Loor Mods
k COFF
SER: Metro Modse
3 REC OHLY
SER: Metro Lewsl
» 127
SER: BRPS Tra @72
» RERL
SEQ: Are Sanc
b OFF
SERE AutolCheckzum
[ 2 OFF
SECH: Tar FEezo

To exit the setting page, press [EXIT].
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Synchronization Settings (Sync Mode)

This specifies how the internal sequencer will operate
and how MIDI Clock messages will be transmitted
and received.

Range:

INT: The internal sequencer will synchronize
to the internal tempo clock, and will
transmit MIDI Clock messages. Any
MIDI Clock messages received from an
external device will be ignored.
Operation will be essentially the same as
“INT.” However, Start/Stop messages
from the external MIDI device will con-
trol playback/stop for the internal
sequencer.

The internal sequencer will synchronize
to MIDI Clock messages received from an
external device. If no MIDI Clock mes-
sages are being received, pattern/song
playback will not occur even if you press
the [STOP/PLAY] button.

REMOTE:

SLAVE:

Transmitting Synchronization
Messages (Sync Out)

This specifies whether or not synchronization-related
MIDI messages will be transmitted.

Range: OFF, ON

When this is ON, the following messages will be trans-
mitted from the MIDI OUT connector.

Timing Clock: F8
Start: FA
Continue: FB
Stop: FC

Song Position Pointer: F2

Making Songs Play Continuously

(Loop Mode)

This specifies how songs will play back.

You can make the same song play back continuously,

or make all songs play back in succession.

Range:

OFF:  This is the normal playback mode. The cur-
rently selected song will play back only once.

LOOPL: The currently selected song will play back
repeatedly.

LOOP2: All songs will play back in succession.

* When using LOOP2 to play back songs, we recommend
that a pattern which mutes all parts (i.e., a silent pattern)
be inserted at the end of each song, so that songs are
joined smoothly.

Setting the Metronome

(Metronome Mode)
Here you can specify how the metronome will sound.

Range:

OFF: The metronome will not sound.

RECONLY: The metronome will sound only dur-
ing recording.

REC&PLAY: The metronome will sound during
playback and recording.

ALWAYS: The metronome will sound constantly.

Adjusting the Metronome
Volume (Metronome Level)

This sets the volume of the metronome.
Range: 0-127
Increasing this setting will raise the volume.

Specifying the Timing for RPS
Playback (RPS Trigger Quantize)

When using RPS while a pattern is playing back, the
playback of the pattern and the phrase may be
skewed, depending on the timing at which you press
the keyboard. On the JX-305 you can specify the play-
back timing of the phrase, so it will play back in pre-
cise synchronization with the pattern.

Range: REAL F J J MEASURE

REAL: The phrase will play back immediately, at
the timing at which you pressed the key-
board.

It The pattern will be divided into 16th note

units, and when you press the keyboard,
the phrase will begin playing at the
beginning of the next 16th note unit.

e The pattern will be divided into 8th note
units, and when you press the keyboard,
the phrase will begin playing at the
beginning of the next 8th note unit.

J: The pattern will be divided into quarter
note units, and when you press the key-
board, the phrase will begin playing at
the beginning of the next quarter note
unit.

MEASURE: The pattern will be divided into one-mea-
sure units, and when you press the key-
board, the phrase will begin playing at
the beginning of the next measure. This
lets you ensure that the phrase will begin
playing at the beginning of the next mea-
sure.

* Except when this parameter is set to "REAL,” pressing
the keybonrd slightly before the actual desired timing will
help you synchronize the phrase to the pattern.
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* If the pattern is stopped, the phrase will play back imme-
diately, regardless of this setting.

Synchronizing Arpeggios to the
Pattern (Arpeggio Sync)

You can specify whether or not arpeggios will be syn-
chronized to the pattern playback.

Range: OFF, ON

With the factory settings, this will be “ON.” If you do
not want arpeggios to be synchronized to the pattern
playback, turn Arpeggio Sync “OFF.”

Calculating a Checksum
Automatically (Auto Checksum)

This specifies whether or not the checksum will be cal-
culated automatically when you use the Microscope
page to input a system exclusive message.

Range: OFF, ON

With the factory settings this will be “ON.” If you do
not want the checksum to be calculated automatically,
turn this “OFF.”

Specifying the Resolution of the
Tap Tempo (Tap Resolution)

This specifies the basic note value that will be used
when the Switch pedal is used to modify the tempo.
Range: 4 [ _

When you press the Switch pedal, the tempo will be
changed to intervals of the specified note value.

Tuning and Sound Generator
Related Settings

1. Press [EDIT].
The indicator will light and the display will show the
Edit page.

2. Press BANK [8] (SETUP).
The SETUP setting page will appear.

3. Use PAGE [<] [>] to select parameters, and
use [INC] [DEC] or the [VALUE] dial to set
each parameter,
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To exit the setting page, press [EXIT].

Adjusting the Display Contrast
(LCD Contrast)

This adjusts the contrast (brightness) of the LCD dis-
play. Increasing this value will increase the contrast of
the display.
Range: 1-16

Adjusting the Overall Tuning

(Master Tune)

This adjusts the tuning of the JX-305’s sound genera-
tor. The display shows the frequency of the A4 note.
Range: 427.4-440.0-452.6 Hz

Tuning Each Note (Scale Tune)

By modifying the tuning of each of the 12 notes from C
to B, you can play using a variety of temperaments.

Scale Tune SW (Scale Tune Switch)

Turn this ON when you wish to use the Scale Tune
function.

Range: OFF, ON
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Scale Tune (Scale Tune)

Adjusts the pitch of each note. The pitch is specified in
1-cent units relative to the equal tempered pitch.
Range: -64-+63

Press the appropriate key to select the note that you
wish to adjust.

One cent is 1/100th of a semitone.

About various temperaments

Equal temperament

This temperament divides the octave into 12 equal parts,
and is the temperament that is most widely used today,
particularly for Western music. When the Scale Tune
Switch is OFF, the JX-305 will use equal temperament.

Just intonation (Tonic of C)

Compared to equal temperament, the principle triads
will harmonize more perfectly. However this effect is
obtained only in a single key, and if you modulate to a
different key, the chords will be discordant.

Arabian-style temperament
This is an Arabian-style temperament. On the JX-305,
you can enjoy Arabian-style temperament in the three

keys of G,Cand F.
Example
Equal Just intonation  Arabian-style
Note tempered (C is tonic) temperament
C 0 0 -6
C# 0 -8 +45
D 0 +4 -2
D# 0 +16 -12
E 0 -14 -51
F 0 -2 -8
F# 0 -10 +43
G 0 +2 -4
G# 0 +14 +47
A 0 -16 0
A# 0 +14 -10
B 0 -12 -49

Specifying How Patches Will Be
Switched (Patch Remain)

You can specify whether or not currently sounding
notes will be turned off when another patch or rhythm
set is selected.

Range: OFF, ON

If this is on, currently sounding notes will continue.

Specifying the Number of Notes

for Each Part (Voice Reserve)

Specifies the number of notes that will be reserved for
each part when the total number of requested notes
exceeds 64.

Range: 0-64

Use [PART SELECT] and PART [1]-{R] to select the
part whose settings you wish to modify.

Voice Reserve settings can be made up to a total of 64
notes for all parts.

Specifying the Variable Range of

Resonance (Resonance Limiter)

You can specify the range in which the [RESO-
NANCE] knob can be adjusted.

You can make separate settings for the rhythm part
[Reso Limit-R] and for the other parts [Reso Limit-N].
Range: 50-127

As this setting is increased, the variable range of the
[RESONANCE] knob will increase.

Reso Limit-R = 100

RESONANCE

Specifying the Pattern at Power-On
(Default Pattern)

Specify the pattern which will be selected when the
power is furned on.
Range: P:A11-P:L88, U:A11-U:D18, C:A11-C:D18
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Specifying the Arpeggio Style at
Power-On '

(Default Arpeggio Style)

Specify the arpeggio style which will be selected when

the power is turned on.

Range: 1/4, 1/6, 18, 1/12, 1/16, 1/32, PORTAMENTO
A, B, GLISSANDO, SEQUENCE A-D,
ECHO, SYN BASS, HEAVY SLAP, LIGHT
SLAP, WALK BASS, RHYTHM GTR 1-5,
3 FINGER, STRUMMING GTR, PIANO
BACKING, CLAVI CHORD, WALTZ,
SWING WALTZ, REGGAE, PERCUSSION,
HARP, SHAMISEN, BOUND BALL, RAN-
DOM, BOSSA NOVA, SALSA, MANBO,
LATIN PERCUSION, SAMBA, TANGO,
HOUSE, LIMITLESS, USER STYLE 1-10

* When the power is turned on, the arpeggiator switch will

be off.

Restoring the Factory

Settings (Factory Preset)

The sound settings and pattern data stored in the JX-
305 can be restored to the factory set condition.

* If your ]X-305 contains important data, use the Bulk
Dump procedure to save the data on an external MIDI
sequencer etc., or use the User Backup procedure to save
the data on a memory card.

& “Saving Pattern and Patch Data on an
External Sequencer (Bulk Dump)” (p. 176)

w “Saving All Internal Settings to a Card (User
Backup)” (p. 160)

1. Press [UTILITY].
The indicator will light.

2. Press PAGE [<] [>] several times to select
“FACTORY PRESET,” and press [ENTER].

3. Use PAGE [<] [>] to select the item that you
wish to restore to the factory set condition.

The following three items can be selected.

ALL: All internal settings will be restored to the
factory settings.

PATCH: The user patches of internal memory will be
restored to the factory settings.

SYSTEM: The System settings will be restored to their
factory settings.

FRCTORY FPREEZET:
ALL =
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4, Press [ENTER].
The execute page will appear in the display.
If you wish to cancel the operation, press [EXIT].

[Fncm:u:.:v FRESET: }

Fiie Yo Sure

5. Press [ENTER], and the Factory Preset oper-
ation will be executed.

While this is being executed, the following display will

appear.

Frocezzingd. ..
bEeer FPower OH !

When the Factory Preset operation is completed, the
normal display will automatically reappear.

* If you select “ALL" and execute, approximately one
minute will be required for the operation to be completed.
Once the Factory Preset operation has been executed,
never turn off the power until the normal display has
reappeared.



Chapter 14. Advanced Applications

Taking Advantage of MIDI
What Is MIDI?

The JX-305 records and plays back MIDI musical data,
and when MIDI musical data is received its sound
generator will produce sound.

What is MIDI?

MIDI (Musical Instrument Digital Interface) is a stan-
dard specification that allows musical data to be
exchanged between electronic musical instruments
and computers. Devices that have a MIDI connector
can be connected using a MIDI cable, allowing them to
transmit and receive data. Today, MIDI is found on
virtually all electronic musical instruments. Without
MID], it would not be possible to use an external key-
board to play the]X-305, or to use the JX-305 to record
and play back a performance played on an external
keyboard. Although you can use the JX-305 without
knowing much at all about MIDI, you might also want
to take full advantage of the possibilities offered by
electronic musical instruments. This chapter will pro-
vide a simple explanation of the JX-305's MIDI-related
functionality.

MIDI connectors
The JX-305 has three MIDI connectors, which function
as follows.

MID1 OUT connector
This connector transmits MIDI messages to external
MIDI devices.

MIDI IN connector

This connector receives MIDI messages that are trans-
mitted from external MIDI devices. The JX-305 can
receive these messages to play notes or select sounds,
etc.

MIDI THRU connector
MIDI messages received at MIDI IN are re-transmitted
without change from this connector.

MIDI channels

MIDI is able to transmit large amounts of independent
musical data over a single MIDI cable. This is made
possible by the concept of “MIDI channels.” MIDI
channels allow messages intended for a given instru-
ment to be distinguished from messages intended for
another instrument. There are sixteen MIDI channels
(1-16), and normally the transmitting device must be
set to the same MIDI channel as the receiving device in
order for messages to be received.

When Remote Keyboard setting is “ON,” an ernal

MIDI keyboard will be able to play the patch of the
current part, regardless of its transmit channel setting.

D:l w “Using an External MIDI Keyboard in Place
of the Keyboard of the JX-305 (Remote
Keyboard Switch)” (p. 165)

* The transmit/receive channel settings of each part are as
follows. 1t is not possible to change the channel settings of
each part.

Part 1: ch.1
Part 2: ch.2
Part 3: ch.3
Part 4 ch. 4
Part 5: ch.5
Part 6: ch.6
Part7: ch.7

Rhythm part: ch. 10

The flow of MIDI signals inside the JX-305 is as fol-
lows,

i Sequencer Output Assign

O If you would like to know more about each
parameter...
= “Re-Transmitting Messages Received at
MIDI IN from MIDI OUT (Thru Function) (p.
165)
w “Disconnecting the Keyboard from the
Internal Sound Generator (Local Switch)” (p.
165)
= “Specifying the Reception Status for Each
Part (Rx Switch)” (p. 165)
wr “Specifying the output destination for musi-
cal data (Sequencer Output Assign)” (p. 36)
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Controlling the JX-305 from an
External MIDI Device

Playing the JX-305 from an External
MIDI Keyboard

When the Remote Keyboard Switch is “ON”

MIDI OUT MIDI Ch = 1-16

MID! IN

Remote Kbd = ON

By changing the current part on the JX-305, you can
change the part that will sound. The transmit channel
of the external MID] keyboard does not matter.

When the Remote Keyboard Switch is “OFF”

MIDI OUT MIDICh=2
2ch

MIDIIN

Remote Kbd = OFF
Part2 RxCh =2

Set the transmit channel of the external MIDI key-
board to match the receive channel of the JX-305 that
you wish to play. For example, if you wish to play part
2, set the transmit channel of the external MIDI key-
board to “2” since the receive channel of part 2 is “2.”

0 = “Using an External MIDI Keyboard in Place
of the Keyboard of the JX-305 (Remote
Keyboard Switch)” (p. 165)
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Selecting patches from an external MIDI device
By transmitting control change Bank Select messages
(CC#0, CC#32) and Program Change messages (PC)
from an external MIDI device to the JX-305, you can
change the patch (rhythm set) of each part. At this
time, the Receive Program Change Switch and the
Receive Bank Select Switch must be turned ON (p.
166). For details on how bank select and program
change messages are transmitted from your external
MIDI device, refer to the owner’s manual for your
device.

If you would like to know how the incoming

bank select and program change messages

correspond to each patch (rhythm set), refer to:

w “Preset Patch List” (p. 190)

1 “Preset Rhythm Set List” (p. 195)

e “MIDI Implementation” (p. 236)
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Playing the JX-305 from a
Workstation (or Personal Computer)

If you wish to use a workstation or an external MIDI
sequencer to play the JX-305 (instead of using the JX-
305’s internal sequencer), or to connect the JX-305 to a
personal computer that is running sequencer software,
make connections as follows.

l
Thru = ON

e @ MIDI OUT

MIDIIN

MIDI THRU

MIDIIN

Remote Kbd = OFF  Local Sw=EXT Thru=OFF

Thru = ON

MIDIIN

| [=—=[—=]

MIDI QUT2

MID! N1x z
MIDI OUT'E B MIDIIN

Remote Kbd = OFF  Local Sw = EXT  Thru = OFF

MIDI lnterface

* If you wish to connect a computer and play the JX-305
from a MIDI sequencer program etc., you will need to use
a MIDI interface appropriate for your computer.

1. Turn on the Thru function of your worksta-
tion (or MIDI sequencer software).

2. Make the following settings on the JX-305.
Local Switch: EXT (p. 165)

Remote Keyboard Switch: OFF (p. 165)

Thru Function: OFF (p. 165)

3. Set the transmit channel(s) of your work-
station (or MIDI sequencer software) to
match the receive channel of the pari(s)
you wish to play.

If you have connected a workstation, you can play the

keyboard of the workstation to sound the JX-305 while

you record your playing on the workstation, or oper-
ate the knobs or arpeggiator etc. of the JX-305 and
record this data on the workstation.

If the JX-305’s MIDI OUT is connected to the MIDI IN

of the MIDI interface or the external MIDI sequencer,

you can operate the knobs/sliders and arpeggiator of
the JX-305 and record this data.

* If you are also using an external MIDI sound module,
you can avoid problems by turning off the receive channel
and receive switch for parts that you will not be using.

Tempo synchronization when using the JX-305
as a sound module
By setting Sync Mode to “SLAVE” and then setting
parameters such as LFO Rate, Delay Time and Multi
Effects Rate to be synchronized to the tempo, you can
synchronize these parameters to the tempo of an exter-
nal sequencer. However in this case, the }X-305 will
respond to synchronization messages from the exter-
nal sequencer and play back patterns. If you simply
want to synchronize the sounds to the tempo, you
should select an empty pattern that contains no musi-
cal data.

= “Adjusting the Speed of Modulation (LFO1

Rate)” (p. 72)

v “Adding an Echo to the Sound (Delay)” (p.

103)

w “Applying Various Effects to the Sound

(Multi-Effects)” (p. 106)

= “Synchronization Settings (Sync Mode)” (p.

167)
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Controlling an External MIDI

Device from the JX-305

Although it is fully enjoyable to play the JX-305 by
itself, even more interesting uses become possible
when it is used to control other MIDI devices as well.

Playing a sampler from the JX-305

By using the JX-305 in conjunction with a digital sam-
pler such as the SP-202 (sold separately), samples such
as human voice or sound effects that were recorded on
the sampler can be played from the keyboard of the
JX-305. Or, you can create patterns that use both JX-
305 sounds and sampled sounds, for more variation.
Here we will give an example showing how part 1 of
the JX-305 can control the SP-202.

MID!IN

MIDI QUT

Part =1 Local Sw = EXT

1. Set the MID! channel of the SP-202 to “1.”

2. Set the Local Switch of the JX-305 to “EXT”
(p. 165).

3. Select part 1 as the current part, and play
the keyboard.

The sampled sounds of each pad of the SP-202 will

sound.

While you play back a pattern, try playing samples as

well. Even after switching patterns, you can still con-

trol the SP-202 from part 1.

* The notes C2-G4 of the |X-305 can be used to play the
SP-202. Playing notes outside this range will not make
the SP-202 sound.

Next, let’s record musical data on the JX-305 that will

play the SP-202, and create a pattern that will add SP-

202 sampled sounds to the performance of the JX-305.

1. Select the pattern to which you want to
add SP-202 sampled sounds.
For this example as well, we will record the musical
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data for the SP-202 on part 1. If musical data has
already been recorded on part 1, erase that data before
you begin.

e “Erasing Unwanted Data (Erase)” (p. 141)

2. Set the Sequencer Output Assign setting of
the JX-305's part 1 to “EXT” (p. 36).

3. Record the musical data for the SP-202
onto part 1.

1t is probably best to use real-time recording to record

by playing the keyboard.

4. When you are finished recording, press
[STOP/PLAY] to play back the pattern.

The SP-202 sampled sounds will play in addition to

the sounds of the JX-305.

5. Use the Pattern Write operation to save the
pattern (p. 36).

Playing an External MIDI Sound
Module from the JX-305

The same procedure can be used to control an external
MIDI sound module or a digital sampler other than
the SP-202.

In the following example, part 1 controls the external
MIDI sound module, and part 7 controls the SP-202.

Local Sw = EXT
MiIDI QUT Part1,7

MIDI N z Ax Sw = OFF
MIDIIN

SEQ Qut = EXT

MIDI OUT1 MIDI QUT2
MIDI OUT BMIDI IN MIDI IN

MIDICh =1

DICh=7

When the JX-305’s current part is part 1 or part 7, you
will be able to play the external MIDI sound module
or the 5P-202 from the keyboard.

When you record, the external MIDI sound module
will be recorded on part 1, and the SP-202 on part 7.

If you wish to play the internal sound source of the JX-
305, set the Local Switch to “INT” (p. 165).
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About MIDI patchers

When multiple external MIDI devices are connected in
a “daisy-chain,” there is a tendency for the signal to
become corrupted and for transmission errors to occur
as the signal is made to travel a greater distance. If you
need to connect three or more devices, we recommend
that you use a MIDI patcher (A-880: optional).

Synchronizing an External Sequencer

By synchronizing an external MIDI sequencer to the
MIDI Clock messages that are transmitted from the JX-
305, you can synchronize the external sequencer to the
JX-305.

The following example shows how an external MIDI
sequencer can be synchronized with the JX-305s pat-
tern playback. (The external MIDI sound module will
be played by MIDI messages from the external MIDI
sequencer.)

{M!Dl IN

MIDI OUTB

MIDI IN Thru = OFF

Sync Out = ON MIDI QUT

1. Press [MODE] to select Pattern mode.
2. Turn the Sync Out setting “ON” (p. 167).

3. Set the external MIDI sequencer so it will
synchronize to the MIDI Clock messages
that it receives. For details, refer to the
owner’'s manual for your MIDI sequencer.

4. When you press [STOP/PLAY] on the JX-
305, the JX-305's sequencer and the exter-
nal MIDI sequencer will begin playback
simultaneously.

5.To stop playback, press the JX-305's
[STOP/PLAY].

If you are using the JX-305 in conjunction with a JP-
8000 synthesizer (optional), you can synchronize the

JP-8000°s arpeggios, patterns and motions to the JX-
305. For details refer to the JP-8000 owner’s manual
section entitled “Synchronizing to External MIDI
Devices” (p. 95).

Synchronizing to an External

Sequencer

The playback of the JX-305's sequencer can be syn-
chronized to the MIDI Clock messages transmitted
from an external MIDI sequencer or from a VS-880
hard disk recorder (optional).

In the following example, we will synchronize the JX-
305 pattern playback to an external source of timing.

MIDI OUT

MIDIIN  Sync Mode = SLAVE

1. Press [MODE] to enter Pattern mode.

2. Set the Sync Mode setting to “SLAVE” (p.
167).

3. Make settings on your external MIDI
sequencer so it will transmit MIDI Clock
messages. For details on the setting, refer
to the owner’s manual for your external
MID! sequencer.

4. Return the JX-305 pattern to the beginning
of measure 1.

5. Play back the external MIDI sequencer,
and the JX-305’s sequencer will begin
playback simultaneously.

6. To stop playback, stop the external MIDI
sequencer.

If you want only to control the pattern start/stop oper-
ations from the external MIDI sequencer without syn-
chronizing to MIDI Clock messages from the external
MIDI sequencer (so the tempo will be controlled by
the JX-305 itself), set the Sync Mode to “REMOTE.”
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Synchronized playback with two JX-
305 units

Two JX-305 units can be connected to each other, and
used to play different patterns in synchronization.

MIDI QUT Local Sw = INT
Sync Out = ON
Part R~7 SEQ OQut=INT

MID! IN  Sync Mode = SLAVE

1. On the master unit (the JX-305 that will
control the timing), set the Local Switch to
“INT,” and turn Sync Out “ON” (p. 165,
167).

2, For all parts (including MUTE CTRL) of the
pattern used by the master device, set the
Sequencer Output Assign setting to “INT”
(p. 36).

With these settings, the only messages transmitted

from MIDI OUT will be synchronization signals.

3. On the slave unit (the JX-305 whose timing
will be controlled), set the Sync Mode to
“SLAVE” (p. 167).

4. Press [STOP/PLAY] on the master unit, and
the two JX-305s will begin playback
together.

During synchronized playback, operating the knobs,

arpeggio or RPS on the master unit will not affect the

slave unit.

5. To stop synchronized playback, press
[STOP/PLAY] on the master unit.

You can use the same procedure to synchronize a JX-

305 and an MC-505 or MC-303. In this case, use the

MC-505 or MC-303 as the slave device, and set its Sync

Mode setting to “SLAVE.”

If the two patterns being synchronized have a differ-
ent time signature or a different number of measures,
the performance will move apart even if synchroniza-
tion is maintained. When synchronizing in this way, it
is recommended that you use patterns that have the
same time signature and number of measures.
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Saving Pattern and Patch Data on
an External Sequencer (Bulk Dump)

The JX-305 is able to transmit or receive data for the
currently selected pattern or patch. This is referred to
as “Bulk Dump.” By using this function, you can save
JX-305 data on an external MIDI sequencer that has a
floppy disk, or exchange data between two JX-305
units.

Recording JX-305 Data on an External

Sequencer
Use a MIDI cable to connect the JX-305's MIDI OUT to
the external sequencer’s MIDI IN.

1. Select the pattern that you wish to save.
2. Make sure that the pattern is stopped.

3. Press [UTILITY].
The indicator will light.

4. Press PAGE [<] [>] several times to select
“BULK DUMP,” and press [ENTER].
The Bulk Dump page will appear in the display.

BLLES
SETUF =

5. Press the PAGE [<] [>] to select the type of
parameters that you wish to transmit and
press [ENTER].

Range:

SETUP: Setup parameters for all parts of

the currently selected pattern will

be transmitted.

SETUP&PATCH: In addition to the contents trans-
mitted by SETUP, data for the
patches (rhythm set) of all parts of
the currently selected pattern will
be transmitted.

ALL: In addition to the contents trans-
mitted by SETUP&PATCH, the
musical data of the currently select-
ed pattern will be transmitted.

ELILE: =ETUF

—-— Zend 7 -—-

6. Start real-time recording on the external
MIDI sequencer.
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U000

7. Press [ENTER] on the JX-305.
The following display will appear, and the bulk data
will be transmitted from MIDI OUT.

Keaopr Powsr OH

Moy Sernding J
¥

To halt data transmission, press [STOP/PLAY] or
[EXIT].

When data fransmission has been completed, the fol-
lowing display will appear, and then the normal dis-
play will reappear automatically.

ComFlete !

[BULH: SETUR

8. Stop recording on the external MIDI
sequencer, assign a name to the data that
was recorded, and save it to floppy disk
efc.

Restoring Data from a MIDI Sequencer
to the JX-305

When you wish to restore the bulk dump that was
saved back to the JX-305, use the following procedure
to send the bulk dump into the temporary pattern.

Use a MIDI cable to connect the JX-305’s MIDI IN to
the MIDI OUT of the external sequencer.

1. Select the temporary pattern (TMP).
2. Make sure that the pattern is stopped.

3. Press [UTILITY].
The indicator will light.

4. Press PAGE [<] [>] several fimes to select
“BULK DUMP,” and press [ENTER].
The Bulk Dump page will appear in the display.

5. Press PAGE [<] [>] several times to select
“RECEIVE,” and press [ENTER].
The Bulk Dump Reception page will appear in the dis-

play.

BLLE: RECEILE
- Waiting —--

6. Operate the external MIDI sequencer to
load and play back the bulk dump that
you wish to restore.

While the bulk dump is being loaded to the JX-305, the

following display will appear.

How Receiuvindg
Eesr Power OH !

When loading has been completed, the Receive page
will reappear.

7. Press [EXIT] to return to the normal display.
The temporary area will contain the setup, patch and
pattern data that was loaded.

8. After verifying that the data was loaded
correctly, save the patch and pattern data
on the JX-305.

After SETUP data has been received, use the Pattern
Write operation to save the setup to user pattern mem-
ory.

After SETUP&PATCH or ALL data has been received,
first use the Patch Write operation to save the patches
of all parts to vacant user patches. Then use the
Pattern Write operation to save the setup and musical
data as a user pattern.
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Example of Real-Time Modify

In this section we will explain how the sound will
change when you move the various Realtime Modify
knobs, using a suitable preset patch.

Filter Envelope

The filter envelope is used to modify the way in which

the brightness changes over time (p. 63).

1. Press [FILTER/AMP/PITCH] several times to
make the FILTER indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator
light.

3. Select patch P:B61.

The filter envelope parameters of patch P:B61 are set

as follows.

AATE FADETIME  PITCH DEFTH  FRLTER DEPTH  AMP DEPFTH
EFFECTS O REVERB LEVEL DELAY LEVEL AMUATICTRLY MWUTICTALZ MU CTRLI

Attack Decay Sustain Release Depth
0 17 0 3 +24

4. Rotate the [DECAY] knob within the range
depicted in the illustration.

As you rotate the [DECAY] knob clockwise, the

change in brightness will take place over a longer

time.

5. Rotate the [DEPTH] knob within the range
depicted in the illustration.
As you rotate the [DEPTH] knob clockwise, the
change in brightness will become greater, and the
sound will become brighter.
* If the [DEPTH] knob is in the'center position, the amount of
change in brightness will be “0," and there will be no sound.

6. Rotate the [ATTACK] knob within the range
depicted in the illustration.

As you rotate the [ATTACK] knob clockwise, the time

over which the brightness increases will become

longer.
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Amplifier Envelope

The amplifier envelope is used to create time-varying
changes in volume (p. 68).

1. Press [FILTER/AMP/PITCH] several times to
make the AMP indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator light.

3. Select patch P:B22,

The amplifier envelope parameters of patch P:B22 are

set as follows.

Attack Decay Sustain Release
0 34 0 33

4. Rotate the [DECAY] knob within the range
depicted in the illustration.

As you rotate the [DECAY] knob clockwise, the time

over which the volume decays will become longer.

DECAY

5. Rotate the [ATTACK] knob within the range
depicted in the illustration.

As you rotate the [ATTACK] knob clockwise, the

attack of the sound will become slower.

6. Rotate the [RELEASE] knob within the range
depicted in the illustration.

As you rotate the [RELEASE] knob clockwise, the time

from when you release the note until the sound disap-

pears will become longer.

RELEASE
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Pitch Envelope

The pitch envelope is used to create time-varying

change in pitch (p. 58).

1. Press [FILTER/AMP/PITCH] several times to
make the PITCH indicator light.

2. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the ENVELOPE indicator light.

3. Select patch P:F24.
The pitch envelope parameters of patch P:F24 are set
as follows.

EALTIRE MODIFY

RATE
EFFECTS () REVERM LEVEL DBLAY LEVEL MULTICTAL1  MULD CTRLZ  MULTI CTRL3

Attack Decay Sustain Release Depth
30 0 +10 3 +7

4. Rotate the [DEPTH] knob within the range
depicted in the illustration.

As you rotate the [DEPTH] knob toward the right of
center, the change will increase, and the pitch will
become higher. Rotating the knob toward the left of
center will invert the waveform, and as the knob is
rotated further toward the left the change will
increase, and the pitch will become lower.

-+

e .

5. Rotate the [ATTACK] knob within the range
depicted in the illustration.

As you rotate the [ATTACK] knob clockwise, the pitch

change will occur more slowly.

LFO1

LFO1 is used to add cyclic change to the sound (p. 71).

1. Press [ENVELOPE/LFO1/EFFECTS] several
times to make the LFO1 indicator light.

2. Select patch P:G72.

The LFO1 parameters of patch P:G72 are set as fol-
lows.

. FADE TIME  PITCH DEPTH  FILTER DEPTM  AMP DEFTH
£FFECTS ) REVERB LEVEL DELAY LEVEL MULTICTALY  MULTICTAL2  MULTICTAL3

Waveform Rate  Fade  Pitch Fiter ~ Amp
Time Depth Depth Depth
SIN 84 0 -33 +22 +8

3. Rotate the [RATE] knob within the range
depicted in the illustration.

As you rotate the [RATE] knob clockwise, the sound

will be modulated more rapidly.

ATTACK

RATE

4. Rotate the [PITCH DEPTH] knob within the
range depicted in the illustration.
Moving the [PITCH DEPTH] knob will increase/
decrease the modulation of the sound.
* When the [PITCH DEPTH] knob is in the center posi-
tion, the sound will not be modulated at all.

SUSTAIN

PITCH DEPTH

5. Hold down [ENVELOPE/LFO1/EFFECTS] and
use [INC] [DEC] or the [VALUE] dial to select
the LFO1 waveform.

This will change the way in which the sound is modu-

lated.

Try out various waveforms.

LFOL: Wateform
FSIHESTHESTHETRT

7\
. ®

VELOPE

NS DEC  INC
ok OO
EFFECTS O
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Example of Multi-Effects Settings

Producing a Muffled Tonal Character

By severely cutting the mid-range and boosting the
low range, you can simulate a muffled sound, as if it
were heard from the next room.

Apply to parts: all parts

MILTI:
Turek  SPECTRUM
MULTI: SPECTRUM @
Low=-Higkk +13 Lg‘vb’_ﬂ;g?‘ms’gm
MULTI: SFECTRLUM
Hiddle Gaink -15

MULTI CTRL 2
MULTI: SPECTRUM Middie Gain
Widtbk 1 @
MULTI: SPECTRUM s
Dutrut FPank & Output Levei
MULTI: SPECTRLUM)
Jutrut Levelkl ElEiA

Using Spectrum to Create a Lo-Fi
Sound

In the opposite of the previous example, here we cut
the high and low range and boost only the mid-range.
This is effective when applied to rhythm or bass. You
can also accentuate the effect by using the part mixer
Key Shift to slightly lower the pitch of the rhythm

part.

Apply to parts: all parts
MULTI:
Twrek  SFECTREUM
MULTI: SPECTRUM @
Low—Highk -15 La“v‘:{ﬂ}gﬁgin
MULTI: SFECTRUM
Middle Gaimk +13

MULT] CTRL 2

MULTI® ESPECTRUM Middle Gain
Widthk 1 Q
MULTI! SPECTRLUM
Dutput. Fank 4l c“;‘&‘cb‘&f&?&é
MULTI:  SPECTREUM
Outrut. Lewel 127
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Hardening the Overall Character

Use an Enhancer to sharpen the definition of the
sound, bringing it to the front. This is effective when
applied to brass-type sounds or piano-type sounds.
Apply to parts: all parts

MULTI:
Tureh ENHRNCER

MULTI: ENHAHCER

Sensh 27 Muggg;"‘“
MULTI: EMHRHCER

Mizk a5

r MULTI CTRL 2
MULTI: EMHRMCER Mix Level
Lot Gairnk +7 ﬂ
MULTI®  ENHAMCER T L
LH igh Gaink +7 Output Levet
MILTI: ENHRHCER

Outeut. Lewvelk 5

Distorted TB-303 Type Sounds

This is effective when applied to a patch such as
P:A18.

MULTI:
Turad QUERDRIVE

MILTI: QUERDRIVE ﬂ
Inrut Lewslp 186 MULT'WT“

MULTI: OUERDRIVE
De-inep 19@

MULTI CTRL. 2
MULTI: OUERDRIVE AMP Type
AP Tared ISTACE @
MULTI: OUERDRILE
Outrut. FParnk 5] (“)"&Lp?,tcf:@

MULTI: OUERDRILE
Outeut. Leveld 96




Chapter 14. Advanced Applications

Low-resolution Sampler Sound Modifying the Groove of a Pattern
Here's a simulation of the sound of an early sampler Use the Slicer to modify the groove of the entire pat-
with a low sampling rate. This is effective when tern. While playing back pattern P:Al1, you can also
applied to rhythm. rotate the [MULTI CTRL 1} knob to modify the Timing
It will sound more like the real thing if you apply no PTN.
reverb or delay. Apply to parts: all parts except the rhythm part
Apply to parts: thythm part, bass part
MULTI:
MULTI: Tursk SLICER
(Toreh Lofi @ MULTI:  SLICER @
PLLTI: Lo-Fi) (=Y = Y - S - - S Timing PTN
(Eit Downk 4 MBH Do Timing PTN .
HOLT1: Lo-Fi ;‘,':'E{-Ti’ 5L1'35JEF-'-
S-kate Dowrn = AL
|5-Fate Downk 8 B\l : = T P
MUOLTI: Lo-Fi S-Rate Down MULTI: SLICER
Foct Gaink 6 HululaBulululals
A t PTN
MULTI: Lo—F1 MULT! CTRL3 MULTI :-:cen SLICER 6"&3&5@&&
Low Gaink +5 Output Level n‘; et LE”~.-'; 1F 1 :..-'-.
[MULTI: La—Fi ST
gill : = ER
Hish Gaink -3 g;%;él 3 SLIE EE;
MULTI: Lo-F1i o
- - MULTI: SLICER
DutPuty Moo Outrut Leuslbiz?
MULTI: Lo-Fi
Outrut Lewslkl2V
Jet Sound
Radio Simulation ;215 is a simulation of a jet airpla'ne. . .
is will sound more like the real thing when applied
This sounds like it's being heard from a small radio. to a white-noise type patch such as P:E13.
While playing back a pattern, rotate the [MULTI CTRL
1] knob (Radio Detune) slowly left and right. MULTI: ]
Apply to parts: all parts Turek FLAMGER @
MULTI: FLANGER
MUJLTI: Pre Deladh 1.0 MULT! CTALA
Tored RALIO-TUMG Q — — Depth
T : AHIGER
FILT 1t RACTO-TUNG LTI FLANRER @
Radio Detunsk 52 %ﬁg‘-ﬂ;ﬂe — - MULTI CTRL2
- N 1.1 : FLRMGEFR Rat
MULT Lz RAG10-TUNG nHLTIs  FLANEER =
Hoize Lewelr 50 — — @
ALLTI: 1GER
MULTI s RECIO-TUMG hﬁgg;ig..elz ?i{;;éal_.h *FLQH‘JEZ (l\)lIULTIlCI‘-T'RLal
Lows Gaink -6 “ — ~ tiput Leve
4L : HHGER
MULTI:RACIO-TUNG UEh LS E;};Ii b FLAH JEg
High Gaink ~ Qutput Level — -
MULTIE FLAHGER
MULTIsRALIO-TUNG S 1her Tussk 0
Outeuth  MOND Filter Torey OFF
i : AHGER
MULTT: RACIO-TUMG (”H';T,f . FLAHSER
[QutFut Lewvelklom it —
MULTI: FLAMGER
Balancedr DDE:SHE
MULTI: FLAMGER:
Dutrut LewslMlZ7
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Chapter 14. Advanced Applications

Auto Panning Delay Sound

Auto Panning Drums

Since this uses the Auto Pan of short delay, the loca-
tion of the delay sound will move at one-measure
intervals. The effect will be more obvious if you turn
off the conventional reverb and delay.

(MOLTI:
Tupek SHORT-DELY @
FULTI s SHORT-DELY
LT ires LW a0 MU%&
(MULTI: SHORT-DELY
Time RF 186
P MULTI CTHLz
MULTI : SHORT-DELY Time-R
HF Danek 4080 @
(MULTI: SHORT-DELY

MULTI CTRL3

Feedback +i8

MULTI:SHORT-DELY
At Fank EMES

MULTI: SHORT-DELY

Qutput Leve!

Lo Gaink 5
[MULTI: SHORT-DELY
Higk Saink )

MULTI : SHORT-DELY
Balarcelk DEE:SHE

MULTT s SHORT-DELY
Duteut. Lewsl k127
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This will pan the rhythin tone to left and right during
playback. Try it out on a pattern where the hi-hat
marks the 16th notes, etc. The effect will be more obvi-
ous if you turn off the conventional reverb and delay.
Apply to parts: rhythm part

MULTI:
Turek AUTO-PAN

MULTI:  FAUTO-PAM

LFD Tarek SoR b'n CTRLY

MULTI:  AUTO-FEH
Fatek 4

MULR CTRL2
MULTI:  AUTO-PAN Rate

Eazz Sensk  OFF @
MULTI: RAUTO-PAN

MULTI CTRL3

Depthik 1146 Output Level
MULTI:  AUTO-PAH
Lot Gaink -3
MULTI:  AUTO-PAM
High Gaink +2

MULTI:  RAUTO-PAN
Outeut Lewvel plEd

Reverse Playback Sound

This uses Gate Reverb to create a reverse-playback
effect. You can adjust the [MULTI CTRL 2] knob
(Balance) to control the proportion of the normal
sound and the reverse sound.

Apply to parts: thythm part

MULTI:
Tureb GATE-REURE
MULTI$ GRATE-REVER ﬁ
Gate TurePREURSE] M Lt
HULTI:GRATE-REURE
Gate Tinek 184

MULTICTRL 2
MULTI: GATE~-REVRE Balance
Ealarced DE: 1BBE @
MULT It GRTE-REUVRE .
futeut Lewel b127 Sutput Level




Troubleshooting

If there is no sound, or if the instrument does not
function as you expect, first check the following
points. If this does not resolve the problem, contact
your dealer or the nearest Roland Service Center.

* Roland shall bear no responsibility whatsoever with
regard to any loss of memory contents, or any consequent
damages, whether direct or indirect.

Problem

* : Reason

% Action

No Sound

* The power of the JX-305 or connected devices is
not turned on.

©¥ Turn on the power (Quick Start; p. 5).

* The volume of the JX-305 or connected device is
turned down.

¥ Raise the volume (Quick Start; p. 5).

¢ MIDI cables and/or audio cables are not connect-
ed correctly.

i Make the correct connections (Quick Start; p. 3).

* The Part Level of the corresponding part is low-
ered.

w [se the part mixer to raise the Part Level (p. 33).

» All tones of the patch are turned off.

¥ Turn each tone on (p. 55).

¢ The patch parameter settings are not appropriate.

= Raise the Sustain Level of the A-ENV parameter (p.
68).

=r Raise the Cutoff Frequency of the FILTER parame-
ter (p. 62).

wx Raise the Tone Level of the AMPLIFIER-LEVEL
parameter (p. 67).

# Raise the Rate of the LFO1/2 parameter (p. 72).

¢ The pitch of the patch has exceeded the range in
which it can be sounded normally.

= Use Octave Shift to lower (raise) the range being
played (p. 21).

* The Local Switch is set to “EXT.”

= Set it to “INT” or “BOTH" (p. 165).

* The Rx Switch of the corresponding part is set to
IIOFF'I'

1= Turn it “ON” (p. 165).

* The receive channel setting of the corresponding
part does not match the MIDI channel of the mes-
sages that are being transmitted from the external
MIDI device.

== Set the MIDI channel of the messages being trans-
mitted to match the receive channel of each part
(p.171).

* The Sequencer Output Assign setting of the cor-
responding part is set to “EXT.”

= Set it to “INT” or “"BOTH" (p. 36).

* The Keyboard Velocity setting is too low.
e Raise the Keyboard Velocity setting (p. 163).

* The Bank Select and Program Change messages
transmitted from an external device have the
wrong values.

& Transmit the correct Bank Select and Program
Change messages (p. 190, 194).

Notes Drop Out

* You are attempting to play more than 64 notes
simultaneously (p. 14).

e Reduce the number of notes that are played simul-
taneously.

= Reduce the number of notes in the pattern being
played.

== Increase the Voice Reserve setting for parts that
must not drop out (p. 169).

When You Play the Keyboard,
Notes Do Not Stop
* The pedal polarity of the Hold Pedal is reversed.

= Make the correct Hold Pedal Polarity setting (p.
163).

Notes Are “Stuck” During
Pattern Playback

s A Hold Off message was deleted by pattern edit-
ing etc.

== Use the Microscope page to insert a Hold Off mes-
sage (p. 150).
CC#64 (HOLD1) Value=0
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Sequencer Does Not Function

(Pattern Playback, RPS
Playback, etc.)

¢ The Sync Mode is set to “SLAVE.”

= Set the Sync Mode to “INT” (p. 167).
If nothing happens if you press [STOP/PLAY]
when the [STOP/PLAY] indicator is lit, turn the
power off and on again, and set Sync Mode to
“INT.”

Reverb/Delay/Multi-Effects Do
Not Apply

» Reverb/Delay/Multi-Effects are turned off.
& Turn Reverb/Delay /Multi-Effects on (p. 101).

» The Reverb Level setting and the Part Reverb
Level settings of each part are set to “0.”

¥ Increase the settings (p. 102).

* The Delay Level setting and the Part Delay Level
settings of each part are set to “0.”

== [ncrease the settings (p. 104).

* The Multi-Effects Output Level is “0.” Part Multi-
Effects Switch of each part are not set to “ON.”

& [ncrease the Multi-Effects Output Level. Set Part
Multi-Effects Switch to “ON" (p. 106, 124).

¢ The Rhythm Tone Reverb Level or Rhythm Tone
Delay Level of each note of the rhythm set you
are using is set to “0.” Rhythm Tone Multi-Effects
Switch for each note is not set to “ON.”

57 Increase the Rhythm Tone Reverb Level and the
Rhythm Tone Delay Level of each note. Set
Rhythm Tone Multi-Effects Switch to “ON" (p. 97,
98).

Pitch Is Incorrect

* The tuning of the JX-305 or of the external MIDI
sound generator is incorrect.

& Check the tuning setting (p. 168).
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The Pitch Has Been Changed by
a Pitch Bend Message That Was
Transmitted from the Sequencer
or from an External MIDI Device.
e¥ Perform A MIDI Update (p. 40).

Play Quantize Does Not Apply

* Either the Strength setting is at 0%, or the Shuffle
Rate setting is at 50%.

ez Set an appropriate value for the Strength or Shuffle
Rate (p. 41, 42, 45).

¢ [QTZ SELECT] has not been used to specify the
part(s) to which Play Quantize will be applied.

o Specify the parts to which Play Quantize will be
applied (p. 41).

During Real-Time Recording, the
Display Indicates PTN Rec Full

* An excessive amount of aftertouch data is being
transmitted.

w= Lower the Aftertouch Sensitivity setting (p. 163).

Cannot Select a Copy Destination
Part for a Pattern Copy

¢ More than one part is selected as the copy source
part (including [MUTE CTRL] part).

= Make sure only one part is selected as the copy
source part (p. 138).

Notes Are Delayed or Unsteady
During Playback

¢ If you create a pattern that contains an extremely
large amount of data, or if you input an excessive
amount of knob data, notes may be delayed or
unsteady during playback. This problem can also
occur if the tempo is speeded up excessively.

w Delete unneeded note data or knob data. Use Data
Thin to thin out knob data (p. 145).

«= Use Move Event to move notes that were input at
the same location as chords, so that they are stag-
gered by 1 clock (p. 151).

= Use Shift Clock to move data of parts other than
the rhythm part backward by 1 clock (p. 144).




Error Message List

If an incorrect operation has been performed or if pro-
cessing could not be carried out as specified, an error
message will appear. Refer to this list and take the
appropriate action.

CHUTION !
MIDI OFF Line

* There is a problem with the MIDI cable connec-
tions.

v Make sure that MIDI cables have not been pulled
out or broken (Quick Start; p. 3).

CRAUTION !
MIDI Buffer Full

* More MIDI messages were received at once than
the JX-305 was able to process.

= Reduce the amount of MIDI messages that are
being transmitted to the JX-305.

CEUTION !
Fec Duerf 1o

* More recording data was received at once than the
JX-305 was able to process.

w Reduce the amount of recording data that is being
transmitted to the JX-305.

CRUTION !
Checksum Error

* The checksum value of the received system exclu-
sive message is incorrect.
=& Correct the checksum value.

CRUTION !
FTH Eec Full

¢ Since the maximum number of notes that can be
recorded in a single pattern has been reached, fur-
ther pattern recording is not possible.

w Delete unneeded data from the pattern that you are
recording (p. 141).

CAUTION !
Sord Fec Full

* Since the maximum number of patterns that can
be registered in a single song has been reached,
further song recording is not possible.

= A maximum of 50 patterns can be registered in a
single song. No further patterns can be registered.

CHUTION !
Lz Memorws Full

* Since there is insufficient user memory, the pat-
tern cannot be saved.

ws Either initialize an unneeded pattern, or save the
data to a memory card.

CRUOTION ¢!
Card Memora Full

* Since there is insufficient card memory capacity,
the pattern cannot be saved.

= Either initialize an unneeded pattern, or save the
data to internal memory.

CHITION !
Beat Difters

* Since a different time signature is set for the copy
source and copy destination patterns, the pattern
copy is not possible.

= The pattern copy operation can only be used for
patterns with the same time signature.

CRUTION !
Canmot Hss149n

¢ Since there are two or more un-muted parts, the
phrase cannot be assigned to an RPS set.

= Decide on one part in the phrase that you wish to
register, and mute all other parts (p. 49).

¢ The TMP pattern cannot be registered in a PTN
SET.

w= First save the pattern as a User pattern, and then
register it in the PTN SET.
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CHUTION !
Ho QT Selected

* Quantize is not selected.
w# Press [GRID/SHUFFLE/GROOVE] to select the
quantization that you wish to use (p. 40).

CHUTION !
Memora Protected

* Since a write protect sticker is affixed to the mem-
ory card, data cannot be saved to the card bank.

15 Remove the write protect sticker from the memory
card (p. 159).

CHUTION !
Emptw FPattern

* Since the pattern contains no musical data, it can-
not be played back or modified.

CEUTION !
Camtint, LMD

¢ Cannot undo.

CRUTION !
Wong Card

¢ The card manufacturer/model is not specified for
use with the JX-305.

s Use a specified card (p. 159).

e The card has not been formatted for the JX-305.

1 Format the card (p. 159).

e It is possible that the contents of the card have
been damaged.
= Format the card (p. 159).

¢ The card does not contain JX-305 data.
wx se a card that contains JX-305 data.

=

* No card is inserted.
s& Turn off the power, and insert a card (p. 159).

CHUTION !
Card Hot Eeadd
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CRUTION !
Card Damaded

e There is a defective block in the copy destination
card.

& The memory card has reached the end of its lifes-
pan. Please purchase a new memory card.

' CAUTION ¢ J

Mepmora Damaded!

* It is possible that the contents of internal memory
have been damaged.

= Try executing the Factory Preset operation (Quick
Start, p. 6). If this does not resolve the problem,
contact a nearby Roland service center.

CAUTION 1
Cannot Backur

« Since card memory is insufficient, it is not possi-
ble to create a backup file.
= [nitialize unneeded patterns.

CAJTION !
Mot Src Card

¢ A card other than the copy source was inserted.
== [nsert the copy source card (p. 161).

CRAUTION !
Mot Dest Card

¢ A card other than the copy destination was insert-
ed.
¥ Insert the copy destination card (p. 161).

CAUTIONM !
Can™t Initizlize

¢ Since a Preset pattern is selected, it is not possible
to initialize.



Waveform List

Group A

No Name No Name No Name No Name No Name

001 TB Dst Saw 052 Ac Bass 103 Trumpet 154  Dist Hit 205 TR808 Tom
002 TBDstSgrt 053 Voco Bass 104 Mute Trumpet 155 Thin Beef 206 TR606 Tom
003 TB DstSqr2 054 Fingered Bs 105 Soprano Sax 156 Tekno Hit 207 TR606 CmpTom
004 TB Reso Sqrt 055 Pick Bass 106 Solo Sax 157 Back Hit 208 TR707 Tom
005 TB Reso Sqr2 056 Fretless Bs 107 Baritone Sax 158 TAO Hit 209 Syn Tom

006 TB Saw 057 Slap Bass 108 Brass Fall 159  Philly Hit 210 Deep Tom

007 TB SolidSaw1 058 Juno Rave 109 Flute 160 INDUST. MENU 211 Can Tom

008 TB SolidSaw2 059 Blaster 110 Pan Flute 161 Analog Bird 212 Kick Tom

009 TB Square 1 060 Fat JP-6 111 Shakuhachi 162 Retro UFO 213 Natural Tom
010 TB Square 2 061 OB Strings 112 Bagpipe 163 PC-2 Machine 214 PERCUS MENU1
011 TB Sqr Decay 062 Orch Strings 113 Breath 164 Hoo 215 PERCUS MENU2
012 TB Natural 063 Pizzy Techno 114 Feedbackwave 165 Metal Sweep 216 TRB808 Conga
013 JP8000 Saw 1 064 Choir 115 Atmosphere 166 Afro Feet 217 HiBongo Open
014 JPB00O Saw 2 085 SynVox1 116 Rezo Noise 167 Bomb 218 LoBongo Open
015 MG Saw 066 SynVox2 117 MG White Nz 168 Bounce 219 HiConga Mute
016 Synth Saw 1 067 SynVox3 118 P5 Noise 169 ElectricDunk 220 HiConga Open
017 JP-8 Saw 068 Ac Piano 119 MG Pink Nz 170 lron Door 221 LoConga Open
018 PS5 Saw 068 D-50EP 120 Bomb Noise 171  Dist Swish 222 HiBongo LoFi
019  Synth Saw 2 070 E.Piano 121 Sea 172 Drill Hit 223 LoBongo LoFi
020 OB Saw 071 Clavi 122 Brush Noise 173  Thrilt 224 HiCnga MtLF
021 D-50 Saw 072 Full Stop 123 Space Noise 174 PCM Press 225 HiCnga OpLF
022 JP-6 Square 073 FM Club Org 124 Scream 175  Air Gun 226 LoConga LoFi
023 MG Square 074 E.Organt 125 JetPlane 176 VOICE MENU 227 Timpani

024 PS5 Square 075 E.Organ2 126 Toy Gun i 177 One! 228 Mute Surdo
025 JP-8 Pulse 076 Church Org 127 Crash 178 Twol 229 Open Surdo
026 JP-6 Pulse 077 Power B fst 128 Toy Gun 2 179 Three! 230 Hi Timbale
027 MG Pulse 078 Power B siw 129 ToyGun3 180 Kick it! 231 Lo Timbale
028 260 Pulse 079 Org Chord 130 Emergency 181 Come on! 232 HiTimbale LF
029 Ju-2 Sub OSC 080 Tubular 131  Buzzer 182 Waol 233 LoTimbale LF
030 Frog wave 081 Glockenspiel 132 Insect 183 Shout 234 Tabla

031 Digiwave 082 Vibraphone 133 Tonality 184 Oohi 1 235 TablaBaya
032 FM Pulse 083 FantabsliSub 134 Ring Osc 185 Ooht2 236 Udo

033 JP8000 PWM 084 DIG! Bell 135 Reso FX 186 Voice loop 237  AfroDrum Rat
034 JP8000 FBK 085 Steel Drum 136 SCRATCH MENU 187 Pal 238 Chenchen

035 260 Sub OSC 086 Marimba 137 Vinyl Noise 188 Canvas 239 Op Pandeiro
036 Dist Synth 087 Balaphone 138 Scratch BD f 189 Punch 240 Mt Pandeiro
037 Dist Square 088 Kalimba 139 ScratchBDr 190  Chikil 241 Tambourine 1
038 MG Triangle 083 Steel Gtr 140 Scratch SDf 191  Hey! 242 Tambourine 2
039 Jungle Bass 080 Clean 7C 141 Scratch SDr 192 Laugh 243 Tambourine 3
040 260 Sine Bs 091 Dst Solo Gtr 142 Scratch ALT 193  Aah Formant 244 Tambourine 4
04t MC-202 Bass 092 Dist TekGtr 143 Tape Rewind 194 Eeh Formant 245 CR78 Tamb
042 SH-101 Bass 093 GtrFX 144 Vinyl Stop 195 lih Formant 246 COWBELL MENU
043 Octa Bass 094 Harmo Gtr 145 HIT MENU 196 Ooh Formant 247 TR808Cowbell
044 Funky Bass 095 Wah Gtr 1 146 MG Blip 197 Uuh Formant 248 TR707Cowbell
045 Poly Bass 096 Wah Gir2 147 Beam HiQ 198 Dist Ooh Vox 249 CR78 Cowbell
046 MG Bass 097 Wah Gtr 2a 148 MG Attack 189 Auh Voice 250 Cowbell

047 FM Super Bs 098 Wah Gtr2b 149  Air Blip 200 Stream 251 TR727 Agogo
048 Solid Bass 099 Wah Gtr 2¢ 150 Org Click 201 Bird 252 CR78 Beat
049 Organ Bass 100 Wah Gtr 2d 151  Syn Hit 202 TOM MENU 253 Triangle 1

050 Dirly Bass 101  Sitar 152 Techno Scene 203 TRB09 Tom 254 Triangle 2

051 Upright Bs 102 Brass 153 Techno Chord 204 TR909 DstTom
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Group B

No Name No Name No Name No Name No Name

001 SHKR+MENU 052 RB8 Brush CHH 103 TR707 Clap 154 Rap Snare 205 ElectroSnr2
002 808 Maracas 053 Jungle Hat 104 Cheap Clap 155 Jungle Snr 1 206 Synth Snare
003 Maracas 054 PHH MENU 105 Funk Clap 156 Antigua Snr 207 Roli Snare
004 Cabasa Up 055 TR909 PHH 1 106 Little Clap 157 Real Snare 208 KICK MENU 1
005 TechnoShaker 056 TRI09 PHH 2 107 RealClap 1 158 Tiny Snare 1 209 KICK MENU 2
006 TR626 Shaker 057 TR808 PHH 1 108 Real Clap 2 159 Tiny Snare 2 210 KICK MENU 3
007 Dance Shaker 058 TR808 PHH 2 109 Funky Clap 160 Break Snarel 211  TR909 Kick 1
008 CR78 Guiro 059 TR606 PHH 1 110 Comp Clap 161 Break Snare2 212 TR909 Kick 2
009 Long Guiro 060 TR606 PHH 2 111 Hip Clap 162 MC Snare 213 TR909 Kick 3
010 Short Guiro 061 TR707 PHH 112 Down Clap 163 East Snare 214 TR909 Kick 4
011 Mute Cuica 062 Hip PHH 113 Group Clap 164 Phat Snare 215 PlasticBD 1
012 Open Cuica 063 Tight PHH 114 Big Clap 165 Brush Slap 1 216 PlasticBD 2
013  Whistle 064 Pedal Hat 1 115 Claptail 166 Brush Slap 2 217 PlasticBD 3
014 TR727Quijada 065 Real PHH 116 Clap Snare 1 167 Deep Snare 218 PlasticBD 4
015 Jingle Bell 066 Pedal Hat2 117 Fuzzy Clap 168 Fat Snare 219 TRY09 Kick 5
016 Belitree 067 OHH MENU 1 118 Snap 169 Disco Snare 220 TR808 Kick 1
017 Wind Chime 068 OHHMENU 2 119 Finger Snap 170 DJ Snare 221 TRB808 Kick 2
018 RIM MENU 069 TRY09 OHH 1 120 SNR MENU 1 171 Macho Snare 222 TR808 Kick 3
019 TR909 Rim 070 TR909 OHH 2 121 SNR MENU 2 172 Hash Snare 223 TRB808 Kick 4
020 TRB808 Rim 071 TR909 OHH 3 122 SNRMENU3 173 Lo-Hard Snr 224 TRS808 Kick 5
021 TRB808 RimLng 072 TR909 DstOHH 128 SNR MENU 4 174 indus Snare 225 TR606 Kick
022 TR707 Rim 073 TR808 OHH 1 124 SNR MENU 5 175 Rage Snare 226 TR606 Dst BD
023 Analog Rim 074 TRB808 OHH 2 125 SNRMENU6 176 TekRok Snare 227 TR707 Kick 1
024 Natural Rim 075 TR606 OHH 126 TR909 Snr 1 177 Big Trash SD 228 TR707 Kick 2
025 RaggaRim1 076 TR606 DstOHH 127 TRS08 Snr2 178 Ragga Rim 2 229 Toy Kick

026 Lo-Fi Rim 077 TR707 OHH 128 TR909 Snr3 179 Gate Rim 230 Analog Kick
027 Wood Block 078 CR78 OHH 129 TR909 Snr4 180 SideStiker 231 Boost Kick
028 Jungle Snap 079 Hip OHH 130 TR909 Snr5 181 HipJazz Snr 232 West Kick
029 TR808 Claves 080 Pop Hat Open 131 TRY09 Snr6 182 HH Soul Snr 233 JungleKick 1
030 Hyoshigi 081 Open Hat 132 TRY09 Snr7 183 Cross Snare 234 Optic Kick
031 CHH MENU1 082 Cym OHH 133 TRS09 DstSnr 184 Jungle Rim 1 235 Wet Kick

032 CHHMENU2 083 DR550 OHH 134 TRB808 Snr 1 185 Ragga Snr2 236 Lo-FiKick 1
033 TRY08 CHH 1 084 Funk OHH 135 TR808 Snr2 186 Upper Share 237 Hazy Kick
034 TRY09 CHH 2 085 Real OHH 136 TRB08 Snr3 187 Lo-Fi Snare 238 Hip Kick

035 TR808 CHH 1 086 RB8 OHH 137 TRB08 Snr4 188 RaggaTightSD 239 Video Kick
036 TR808CHHZ2 087 CYMBAL MENU 138 TR808 Snr5 189 Flange Snr 240 Tight Kick
037 TR808CHH 3 088 TR606 Cym 1 133 TRB08 Snr 6 190 Machine Snr 241 Break Kick
038 TR606 CHH 1 089 TR606 Cym2 140 TR808 Snr7 191 Clap Snare 3 242 Turbo Kick
039 TR606 CHH 2 090 TRS09 Ride 141 TRB08 Snr 8 192 Solid Snare 243 Ele Kick

040 TR606 DstCHH 091 TR707 Ride 142 TR808 Snr9 193 Funk Clap 2 244 Dance Kick 1
041 TR707 CHH 092 Natural Ride 143 TR606 Snr 1 194 Jungle Rim 2 245  Kick Ghost
042 CR78 CHH 093 Cup Cym 144 TR606 Snr2 195 Jungle Rim 3 246 Lo-FiKick2
043 DR55 CHH 1 094 TRY09 Crash 145 TR606 Snr 3 196 Jungle Snr2 247  JungleKick 2
044 Closed Hat 095 NaturaiCrash 146 DanceHall SD 197  Urban Snare 248 TR909 Dst BD
045 Pop CHH 096 Jungle Crash 147 TR707 Snare 198 Urban RolISD 249 Amsterdam BD
046 Real CHH 097 Asian Gong 148 CHR78 Snare 199 R&B Snare 250 Gabba Kick
047 Bristol CHH 098 CLAP MENU1 149 Clap Snare 2 200 RB8 Brush Tap 251  Roll Kick

048 DR550 CHH 2 099 CLAP MENU 2 150 Jngi Tiny SD 201 RB8 BrshSwill

049 Tight CHH 100 TR909 Clap 1 151  Jazz Snare 202 R8 BrushRoll

050 Hip CHH 101 TRS09 Clap 2 152 Headz Snare 203 Sim Snare

051 Room CHH 102 TRB808 Clap 153 Whack Snare 204 ElectroSnr 1
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Group C

No Name No Name No Name

001 Violin A 052 Gtr Harm A 103 Talko

002 ViolinB 053 Gtr Harm B 104 Tang Gu Mute
003 ViolinC 054 GtrHamC 105 Tang Gu Open
004 CelloA 055 Pop Strat A 106 Dholak Hi Op
005 CelioB 056 Pop StratB 107 Dholak Hi Mt
006 CelloC 057 Pop Strat C 108 Dholak Lo Mt
007 Muiti Str A 058 Gt.FretNoise 109 Dholak Lo Op
008 Multi StrB 058 Gtr FX MENU 110 Tabla Hi Op
009 Multi StrC 060 Sitar2 A 111 Tabla Hi Mt
010 Multi StrLp 061 Sitar2B 112 Tablalo Op
011 Str Attack 062 Sitar2C 113 Tabla Lo Mt
012 GrandPiano A 063 Sitar Drone 114  Xiao Bo

013 GrandPiano B 064 Santur A 115 NaoBo

014 GrandPiano C 065 SanturB 116 China Cym
015 Suitcasep A 066 SanturC 117 HuYin Luo
016 Suitcasep B 067 Shamisen A 118 Bend Gong
017 SuitcasepC 068 Shamisen B 119 Piccolo Snr
018 Suitcase mfA 069 ShamisenC 120 Ballad Snr
019 Suitcase mfB 070 Koto A 121  Solo Snare
020 Suitcase mfC 071 KotoB 122 Brush Slap 3
021 Suitcase f A 072 Koto C 123 Brush Swish
022 Suitcase B 073 Harp A 124  Old Kick

023 Suitcase {C 074 Harp B 125 Hybrid Kick
024 Harpsi A 075 HarpC 126 TAIKO MENU
025 HarpsiB 076 D-50 Brass A 127 DHOLAK MENU
026 HarpsiC 077 D-50 Brass B 128 TABLA MENU
027 Clavi2zA 078 D-50Brass C 128 CHINA MENU
028 Clavi2B 079 D-50 BrassLp 130 SNR MENU7
029 Clavi2C 080 Solo TptA 131 KICK MENU 4
030 Rotary Org A 081 Solo TpiB

031 RotaryOrg B 082 SoloTptC

032 Rotary OrgC 083 Trombone A

033 TheaterOrg A 084 Trombone B

034 TheaterOrg B 085 Trombone C

035 TheaterOrg C 086 Tuba A

036 F.AccordionA 087 Tuba B

037 F.AccordionB 088 Tuba C

038 F.AccordionC 089 FrenchHom A

038 Bandoneon A 080 FrenchHom B

040 Bandoneon B 091 FrenchHom C

041 Bandoneon C 092 Blow Sax A

042 Harmonica A 093 Blow SaxB

043 Harmonica B 094 Blow SaxC

044 Harmonica C 095 Oboe A

045 Celesta A 096 OboeB

046 CelestaB 097 OboeC

047 CelestaC 098 Clarinet A

048 Nylon Gtr A 099 Clarinet B

049 Nylon Gir B 100 ClarinetC

050 NylonGirC 101 Timpani Big

051 Mute Gtr 102 Shimedaiko
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Preset Patch List

Preset A&B (CC#0=81, CC#32=0)

No. (PC#) Name No. (PC#) Name No. (PC#) Name No. (PC#) Name
A11(001) Lead TB1 A51(033) Lucky B11 (065) Dist Lead 3 B51 (097) Def Bass 2
A12 (002) Dist TB 1 A52 (034) Synth Lead 1 B12 (066) Mosquito B52 (098) Sine Bass 1
A13 (003) Dist SqrTB A53 (035) Moon Lead B13 (067) Phazyn Vox B53 (099) Sine Bass 2
A14 (004) Dist TB 2 A54 (036) Rezo Syniead B14 (068) Voc Saw B54 (100) RoliModRezBs
A15 (005) Dist TB 3 A55 (037) Wspy Synth B15 (069) VT Vox B55 (101) Gate Me Buzz
A16 (008) TB + Voco A56 (038) Enorjizor B16 (070) Pure Voice B56 (102) System Bass
A17 (007) Dist TB 4 A57 (039) JP8 Sprang B17 (071) Robo Vox B57 (103) Spike Bass
A18 (008) Lead TB 2 A58 (040) PortaSynlead B18 (072) Hallucinate B58 (104) Solid Goa
A21 (009) Devil TB A6t (041) Wah Lead B21 (073) Seq.Synth B61 (105) Rezo Bass
A22 (010} Dual TB A82 (042) Beep Mod B22 (074) Analog Seq B62 (106) Blip Bass
A23 (011} HiLo303ModSw A63 (043) Dist Lead 1 B23 (075) Ana Punch B63 (107) Pizz Bass
A24 (012) Arpness TB A64 (044) Freaky Fry B24 (076) Atom Brain B64 (108) Voco Bass
A25 (013) Acid Line AB5 (045) JU2 SubOsc 1 B25 (077) Fooled MC B65 (109) VoCoRoBo
A26 (014) Dist TB5 AG6 (046) JU2 SubOsc 2 B26 (078) 101 Bass 1 B66 (110) Dust Bass
A27 (015) Lead TB 3 AB7 (047) Froggy B27 (079) House Bass B67 (111) ArtCore Bass
A28 (016) Lead TB 4 A68 (048) Synth Lead 2 B28 (080) 101 Bass 2 B68 (112) NU-NRG Bass
A31 (017) TB Tra Bass A71 (049) Singin' MINI B31 (081) 202 Bass B71 (113} TalkBox Bass
A32 (018) Acid TB A72 (050) Plastic Tone B32 (082) Psycho Funk B72 (114) Incontinence
A33 (019) Psyche-TB A73 (051) SinusoidRave B33 (083) Talking Line B73 (115) Bari Voice
A34 (020) TB + Sine A74 (052) Sine Me Up B34 (084) Inside Bass B74 (116) Ac.Bass

A35 (021) Hi-Pass TB A75 (053) Spooky Sine B35 (085) Bubble Bass B75 (117) E.Ac.Bass
A36 (022) Moog Saw A76 (054) Sine Tone B36 (086) Bass Bleep B76 (118) Acid Jazz Bs
A37 (023) OB Saw A77 (055) D50 Saw Lead B37 (087) Wiggle Bass B77 (119) Soup's Bass
A38 (024) MG Lead A78 (056) Dst Syn Lead B38 (088) Twist Bass B78 (120) Fingered Bs
Ad1 (025) Poly Key A81 (057) Big Up Massv B41 (089) Octa Bass B81 (121) FingBsVeloSw
A42 (026) Synth Pulse A82 (058) Warm SawlLead B42 (090) BT's Sticky B82 (122) PickedBass 1
A43 (027) Dual Profs A83 (059) Hartnoll Era B43 (091) MG Bass B83 (123) PickedBass 2
Ad4 (028) Axe of 80 A84 (060) Skegness 97 B44 (092) FM Super Bs B84 (124) Fretless Bs
A45 (029) MG Square A85 (061) Simply June B45 (093) Solid Bass B85 (125) Phot Bass
A46 (030) Square Lead1 A86 (062) The Brothers B46 (094) T Nite Bass B86 (126) Slap Bass
A47 (031) Square Lead2 A87 (063) Dist Lead 2 B47 (095) Front 505 B87 (127) R&B B-Slides
A48 (032) Square Lead3d A88 (064) Dark Sawl.ead B48 (096) Def Bass 1 B88 (128) Syn Stack 1
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Preset C&D (CC#0=81, CC#32=1)

No. (PC#) Name

No. (PC#) Name

No. (PC#) Name

No. (PC#) Name

C11 (001) Strong Brass
C12 (002) You Can Fly
C13 (003) Syn stack 2
C14 (004) Dawn Of Man
C15 (005) Saw Stack 1
C16 (006) Saw Stack 2
C17 (007) DLM Stack
C18 (008) DOC Stack
C21 (008) LN2 Stack
C22 (010) Bend Stack
C23 (011) Freedom
C24 (012) Good Bean
C25 (013) JP8000 5th
C26 (014) Mega 5th
C27 (015) 5th Saw
C28 (016) 4th Saw

C31 (017) Soundtrack
C32 (018) Rise Pad
C33 (019) Warm Pad
C34 (020) JP + OB Pad
C35 (021) Planet

C36 (022) Additive

C37 (023) Noise Pad
C38 (024) Sweep Pad 1
C41 (025) Sweep Pad 2
C42 (026) Alles Padde
C43 (027) Sky Light
C44 (028) Stargate MC
C45 (029) Middle Grow
C46 (030) AiRye Bread
C47 (031) NU-NRG Org
€48 (032) Halo Pad

C51 (033) Str/Brs Pad
C52 (034) Syn Brs Pad
C53 (035) Simple Pad
C54 (036) OB Rezo Pad
C55 (037) Sweet Vocode
C56 (038) Thin Pad
C57 (039) Attack Pad
C58 (040) Metal Pad
C61 (041) Atmosphere
C62 (042) Fantasia
C63 (043) Feedbackwave
C64 (044) Pacifica

C65 (045) Atmosphere 2
C66 (046) Sub Atmosphe
C67 (047) Machine Pad
C68 (048) Detuned Pad
C71 (049) Scoop Pad
C72 (050) Psycho Trevo
C73 (051) Floating Pad
C74 (052) Fancy Pad
C75 (053) Strings 1
C76 (054) Strings 2
C77 (055) Olid StringSW
C78 (056) Swim Strings
€81 (057) Eclip-Str

C82 (058) Slow Strings
C83 (059) OB Slow Str
C84 (060) Syn.Strings1
C85 (061) Syn.Strings2
C86 (062) OB Strings
C87 (063) Rhap Strings
C88 (064) Banded Jupe

D11 (065) NU-NRG Str
D12 (066) Violin

D13 (067) Contrabass
D14 (068) Tremolo Str
D15 (069) Pizzicato 1
D16 (070) Pizzicato 2
D17 (071) Pizz lt

D18 (072) Guardians
D21 (073) Gat Passion
D22 (074) SynHarp
D23 (075) Voice Oohs
D24 (076) Solo Vox
D25 (077) Syn Vox
D26 (078) Choir Aahs
D27 (079) Space Voice
D28 (080) Star Voice
D31 (081) Brightness
D32 (082) Vox Lead
D33 (083) Auhbient
D34 (084) Auh Luv Rave
D35 (085) PCM Life
D36 (086) Noisevox
D37 (087) Trance Voice
D38 (088) Effect Acer
D41 (089) Alternative
D42 (090) Hard Pure
D43 (091) Metal EF
D44 (092) Dly Tone
D45 (093) Osci Frog
D46 (094) Cal + After
D47 (095) 8b Pad

D48 (096) SpaceHighway

D51 (097) Trek Storm
D52 (098) Abduction
D53 (099) 1st Contact
D54 (100) Ice Cave
D55 (101) Rev Cord
D56 (102) Blue Random
D57 (103) Sync Tone
D58 (104) Seq Up

D61 (105) SawLFOSaw
D62 (108) Calculating
D63 (107) Touch EF
D64 (108) Welding
D65 (109) Press Machin
D66 (110) EF Tribe
D67 (111) Scratch Alt
D68 (112) Analog FX
D71 (113) Non TB
D72 (114) Nasty Filt
D73 (115) Psy-Ence
D74 (116) Music Hi
D75 (117) Uber Zone
D76 (118) Down Gown
D77 (119) For Giving
D78 (120) Sound Alarm
D81 (121) Acid Drone
D82 (122) X-Mod

D83 (123) X-FM/Org
D84 (124) X-FM Bass
D85 (125) Hard BD?
D86 (126) S&H Voc
D87 (127) X-TlkBxBass
D88 (128) X-Kick/TB
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Preset E&F (CC#0=81, CC#32=2)

No. (PC#) Name No. (PC#) Name No. (PC#) Name No. (PCi#) Name
E11(001) X-Org/Nz E51 (033) Harpsichord F11(085) Timpani F51 (097) Bright Brass
E12 (002) X-Pizz/Rng E52 (034} Clavi F12 (066) Steel Drum F52 (098) Hush Brass
E13 (003) White Noise E53 (035) Digi Clavi F13 (067) Digi Bell F53 (099) Synth Brass1
E14 (004) Pink Noise E54 (036) FM Clavi F14 (068) Acid Perc F54 (100) Synth Brass2
E15 (005) PS5 Noise E55 (037) AnalogClavil F15 (069) Metal.-SD F55 (101) Synth Brass3
E16 (006) Toy Noise E56 (038) AnalogClavi2 F16 (070) Classy Pulse F56 (102) Syn Brs Lead
E17 (007) Rezo Noise ES57 (039) Funky Clavi F17 (071) Glockenspiel F57 (103) Obilator

E18 (008) Vinyl Noise E58 (040) RotaryOrg Si F18 (072) Fanta Bell F58 (104) OpenUp Brass
E21 (009) Tornado Jet E61 (041) RotaryOrg Fs F21(073) Crystal F61 (105) Brass Fall
E22 (010) Smooth Jet E62 (042) Gospel Spin F22 (074) Tubular-Bell F62 (106) Trumpet
E23 (011) Sweep Noise E63 (043) LOrgF F23 (075) Shank Bells F63 (107) MutedTrumpet
E24 (012) ModWhtSweep E64 (044) Organ 1 F24 (076) MKS-30 Melts F64 (108) Soprano Sax
E25 (013) Perk Breath E65 (045) Lp-Hp Organ F25 (077) Trip Lead F65 (109) Alto Sax
E26 (014) Pink Bomb E66 (046) Organ 2 F26 (078) Steel-Str.Gt F66 (110) Baritone Sax
E27 (015) 64voicePiano E67 (047) Percsv Organ F27 (079) Clean Gtr F67 (111) SlideBiteSax
E28 (016) Ac.Piano 1 E68 (048) Ballad B F28 (080) Jazz Gtr 1 F68 (112) Sax & Tp
E31 (017) Ac.Piano2 E71 (048) FM Club Org F31(081) Jazz Gtr2 F71 (113) Tuba

E32 (018) Epic House E72 (050) Pop Organ F32 (082) Muted Gtr F72 (114) Syn F.Horn
E33 (019) Hush Piano E73 (051) Cheese Organ F33 (083) Lo-FiGtr F73 (115) Oboe -

E34 (020) Happy Piano E74 (052) Reed Organ F34 (084) Terror Dome F74 (116) Whistle

E35 (021) BPF Piano E75 (053) Telstar F35 (085) Psycho-G F75 (117) Ocarina
E36 (022) Honky-tonk E76 (054) Church Org F36 (086) Dist Gtr Chd F76 (118) Recorder
E37 (023) NY Piano+Str E77 (055) Organ Bass F37 (087) Going Bald F77 (119) Jazz SynlLead
E38 (024) Voice Piano E78 (056) Strict Organ F38(088) Gt.Harmonict F78 (120) Solo Flute
E41 (025) Old E.Piano E£81 (057) SmkyChrd Org F41 (089) Gt.Harmonic2 F81 (121) Pan Flute
E42 (026) E.Piano 1 E82 (058) Sweep Organ F42 (090) Shafted Gtr F82 (122) Bottle Blow
E43 (027) E.Piano 2 E83 (059) Accordion F43 (091) WahGT 2 Menu F83 (123) Funky Pipe
E44 (028) Cool Rhodes E84 (060) Vibraphone F44 (092) Gtr Up F84 (124) Breath Noise
E45 (029) Psycho EP E85 (061) FM Marimba F45 (093) Gtr Down F85 (125) Shakuhachi
E46 (030) Trip E.Piano E86 (062) Marimba F46 (094) Gtr Sweep F86 (126) Sitar 1

£47 (031) Rotary Rhode E87 (063) Xylophone F47 (095) Orch Gtr F87 (127) Sitar2

£48 (032) EP-Organ E88 (064) Balaphone F48 (096) Brass F88 (128) Santur
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Preset G&H (CC#0=81, CC#32=3)

No. (PC#) Name

No. (PC#) Name

No. (PC#) Name

No. (PC#) Name

G11 (001) Kalimba

G12 (002) Bagpipes
G13 (003) PnoBendM7-m7
G14 (004) Org Chd m7
G15 (005) BalapChd 9th
G16 (006) Wah Gir Hit
G17 (007) Orch Hit 1
G18 (008) Orch Hit2
G21 (009) Rave-X-Tasy
G22(010) Philly Hit 1
G23 (011) Philly Hit 2
G24 (012) Attack Hit
G25 (013) Funky Hit
G26 (014) Tekno ChdHit
G27 (015) Dist Hit

G28 (016) Glasgow Hit
G31 (017) Happy Hit
G32 (018) Scene Hit 1
G33 (019) Scene Hit2
G34 (020) Drill Hit

G35 (021) Gaia Message
G36 (022) Rezo Perc
G37 (023) Syn Perc
(G38 (024) MG Blip

G41 (025) Rev Blip

G42 (026) Air Blip

G43 (027) Radical Perc
G44 (028) Machine
G45 (029) Metal Hit
G46 (030) Tanz Devil
G47 (031) Headz Direkt
(G48 (032) ShoppingCart

G51 (033) Noisy Drill
G52 (034) Thump Bounce
G53 (035) Tape Rewind
G54 (036) Stop

G55 (037) Aot

G56 (038) Hal

G57 (039) Seashore
G58 (040) Bird

G61 (041) Telephone
G62 (042) Helicopter
G63 (043) Applause
G64 (044) Gun Shot
G65 (045) Machine Gun
G66 (046) Laser Gun
G67 (047) Sci-Fi Laser
(68 (048) Breath

G71 (049) Rain

(72 (050) Siren

G73 (051) TR909 Tom
G74 (052) TR808 Tom
G75 (053) Syn Tom 1
G76 (054) Syn Tom 2
G77 (055) Old Syn Tom
G78 (056) Taiko

G81 (057) Slow Down
G82 (058) Boom Drop
G83 (059) B-Tom-D
G84 (060) Mr.Bong Bass
(85 (061) Friends of 0
G86 (062) Latin Perc
(87 (063) Bongo Fury
G88 (064) High Timbale

H11 (085) MutePandeiro
H12 (066) Open Surdo
H13 {(067) Brazil Perc
H14 (068) Tablabaya
H15 (069) Mute Cuica
H16 (070) Long Whistle
H17 (071) Agogo

H18 (072) Short Tamb
H21 (073) 808 Cowbell
H22 (074) CR78 Cowbell
H23 (075) CR78 Beat
H24 (076) Wind-Chime
H25 (077) Rim Shot
H26 (078) TRI09 Rim
H27 (079) Hyoshigi

H28 (080) TR626 Shaker
H31 (081) 727 Quijada
H32 (082) Real CH

H33 (083) TR909 OH
H34 (084) Syn OH

H35 (085) TR909 Crash
H36 (086) Reverse Cym
H37 (087) Asian Gong
H38 (088) TR808 Clap
H41 (089) Down Clap
H42 (090) Clap Tail

H43 (091) Rap&Real Clp
H44 (092) Maddening
H45 (093) TR909 Snare
H46 (094) TR808 Snare
H47 (095) House Snare
H48 (096) Jungle Snr 1

H51 (097) Jungle Snr 2
H52 (098) TR808 Kick
H53 (099) Plastic BD
H54 (100) Gate Kick
H55 (101) Jungle Kick
H56 (102) Scrtch/Vo Mn
H57 (103) Flexi Vox Mn
H58 (104) Hit Menu

H61 (105) indust Menu
H62 (108) Tom Menu
HB3 (107) Percusi Menu
H64 (108) Percus2 Menu
H65 (109) Cowbell Menu
H66 (110) Shaker+ Menu
H67 (111) Rim Menu
H68 (112) Cymbal Menu
H71 (113) CHH 1 Menu
H72 (114) CHH 2 Menu
H73 (115) PHH Menu
H74 (116) OHH 1 Menu
H75 (117) OHH 2 Menu
H76 (118) Clap 1 Menu
H77 (119) Clap 2 Menu
H78 (120) Snare 1 Menu

~ H81(121) Snare 2 Menu

H82 (122) Snare 3 Menu
H83 (123) Snare 4 Menu
H84 (124) Snare 5 Menu
H85 (125) Snare 6 Menu
H86 (126) Kick 1 Menu
H87 (127) Kick 2 Menu
H88 (128} Kick 3 Menu
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Preset 1&J (CC#0=82, CC#32=0)

Card E&F 86
Card G&H 86

No. (PC#) Name No. (PC#) Name No. (PC#) Name No. (PC#) Name
111 (001) Ac.Piano 3 151 (033) Nylon Gtr 1 J11 (065) LoFi Strings J51 (097) Horn Pad 1
112 (002) Ac.Piano 4 152 (034) Nylon Gtr 2 J12 (066) Strings&Chor J52 (098) Horn Pad 2
113 (003) St.Ac.Piano 153 (035) NylonGtr /SW J13 (067) Hybrid Str 1 J53 (099) T.Sax SW
114 (004) Bright Piano 154 (036) NyInGtr&Str1 J14 (068) Hybrid Str 2 J54 (100) Oboe 2
115 (005) Metal Piano 155 {037) NyInGtr&Str2 J15 (069) Str Stack J55 (101) Oboe & Fit
116 (006) Ac.Pno & Str 156 (038) 6Gtr Harm J16 (070) Chambers 1 J56 (102) Clarinet
117 (007) PianoStack 1 157 (039) Mute/Pop Gtr J17 (071) Chambers 2 J57 (103) Oboe & Cla
118 (008) PianoStack 2 158 (040) Mute Guitar J18 (072) Str+Cello 1 J58 (104) Oboe&Cla&Fit
i21 (009) Rhodes 61 (041) Pop Guitar J21 (073) Str+Cello 2 J61 (105) 7th Flute Ld
22 (010) Hard Rhodes 162 (042) Far Dist Gtr J22 (074) Violin 2 J62 (106) X Pipe
123 (011) Tremolo EP 163 (043) Gir Fret Nz J23 (075) Violin 3 J63 (107) Digi Pad 1
124 (012) Sine Rhodes 164 (044) Guitar FX J24 (076) Viola J64 (108) Rhodes Pad
125 (013) MIDI E.Piano 165 (045) Harp 1 J25 (077) Cello J65 (109) Digi Pad 2
126 (014) Cellesta 166 (046) Harp 2 J26 (078) Contrabass 2 J66 (110) 5th Pad 305
127 (015) Key Stack 167 (047) Harp Pad J27 (079) BrassSect. 1 J67 (111) Soundtrk 305
128 (016) Tria Bells 168 (048) Koto J28 (080) BrassSect. 2 J68(112) PianoFX Pad
131 (017) Harpsichord2 171 (049) Shamisen J31 (081) 4 Trumpets J71 (113) RND Str Pad
132 (018) Harpsi 8&4 72 (050) Sitar/Drone J32 (082) Sax Sect. J72 (114) HiPass Str
133 (019) Clavi2 173 (051) Sitar 3 J33 (083) Soft Brass J73 (115) Sweeping Str
134 (020) Clavi 3 174 (052) Sitar Drone J34 (084) D50 Brass J74 (116) Sweep Saws
135 (021) E.Organ 1 175 (053) Santur 2 J35 (085) Hybrid Brass J75 (117) Strobe 305
136 (022) E.Organ2 176 (054) Harp&Santur J36 (086) Hybrid Bone J76 (118) Babble
137 (023) E.Organ3 77 (055) IndianUnison J37 (087) Rugby Horn J77 (119) Sweeping
138 (024) E.Organ4 178 (056) Steel Stack J38 (088) Speed Trom J78 (120) SF Alert
141 (025) E.Organ5 181 (057) St.Strings 1 J41(089) Tp&Tb J81 (121) Noise Hit
142 (026) Positive Org 182 (058) St.Strings 2 J42 (090) Trumpet 2 JB82 (122) Chord Hit
143 (027) Pipe Organ 183 (059) Mono Strings J43 (091) Trumpet SW J83(123) Timpani 2
144 (028) F.Accordioni i84 (060) MarcatoStr 1 J44 (092) Strong Tp J84 (124) Taiko Menu
145 (029) F.Accordion2 185 (061) MarcatoStr 2 J45 (093) Trombone J85 (125) Dolak Menu
146 {030) Bandoneon 186 (062) St.Slow Str J46 (094) Tuba 2 J86 (126) Tabla Menu
147 (031) Harmonica 187 (063) Oct. Strings J47 (095) F.Horn J87 (127) China Menu
148 (032) Bright Harmo 188 (064) Film Octaves J48 (096) Horn Lead J88 (128) Drum Menu
Bank Select table Patch transmit example
Patch CC#0 CC#32 Rhythm Set CC#0 CC#32 P:C28 (016) 4th Saw
Preset A&B 81 0 Preset A 81 0 CC#0 81
Preset C&D 81 1 Preset B 82 0 CC#32 1
Preset E&F 81 2 User A 85 0 PC# 16
Preset G&H 81 3 Card A 86 0
Preset 1&J a2 0 Rhythm Set transmit example
User A&B 85 0 P:A24 (012) Jungle
User C&D 85 1 CC#0 81
Card A&B 86 0 CC#32 0
Card C&D 86 1 PC# 12

2

3
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Preset Rhythm Set List

* The Rhythm Group column shows the button that can be pressed to mute that rhythm tone.

Cs

Note No,

35

Rhythm Group

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH

SD

TOM/PERC
HH
TOM/PERC

TOM/PERC

CYM
TOM/PERC
cYm

CcYM

CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
HIT

HIT

HIT

HIT

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
CLP

BD

SD

SD

P:A11 (001)
TR-909
Plastic BD 4

" Plastic BD 3

TR808 Rim
TR909 Snr 1
TRY09 Clap 2
TRS09 Snr 3
TR707 Tom
TR909 CHH 2
TR707 Tom
TR909 PHH 2
TR707 Tom
TRY09 OHH 1

. TR909 Kick 4
TRY09 Kick 2

TR909 Rim
TRY09 Snr 2
TR909 Clap 1
TR909 Snr 3
TR909 Tom
TR909 CHH 1
TR909 Tom
TR909 OHH 2
TRZ09 Tom
TR909 OHH 2
TR909 Tom
TR909 Tom
TRY09 Crash
TR909 Tom
TRO09 Ride
TRY09 Crash
TR909 Ride
Tambourine 2
NaturalCrash
TR808Cowbell
TR606 Cym 1
PC-2 Machine |
Natural Ride

" HiBongo Open

LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
808 Maracas
Beam HiQ
AirBiip
MG Blip
Techno Scene
Air Gun

Tekno Hit
Come on!
Wao!

Oohl 1
Canvas
JPB0O0O FBK
Funky Ciap

. TR808 Kick 1
Gabba Kick

Synth Snare
TRB808 Snr 2

P:A12 (002)
TR-808
TRBO8 Kick 5

" TRB08 Kick 3

TR808 RimLng
TR808 Snr 8
TRO09 Clap 1
TR808 Snr 8
TR606 Tom
TR808 CHH 2
TR606 Tom
TRB08 PHH 2
TR606 Tom
TRB08 OHH 2
TR808 Kick 1

" TR808 Kick 4

TR808 Rim
TR808 Snr 6
TR808 Clap
TR808 Snr 2
TR808 Tom
TR808 CHH 1
TR808 Tom
TR808 CHH 2
TR808 Tom
TR808 OHH 1
TR808 Tom
TR808 Tom
TR606 Cym 1
TR808 Tom
TRE06 Cym 1
TRY09 Crash
TRY09 Ride
CR78 Tamb
TRY09 Crash
TR808Cowbell
TRE09 Crash
CR78 Guiro
Natural Ride
TRB08 Conga
TRB08 Conga
TRa08 Conga
TR808 Conga
TRB08 Conga
Hi Timbale

l.o Timbale
TR727 Agogo
TR808 Claves
Cabasa Up
808 Maracas
Beam HiQ
AirBip
Syn Hit
Techno Scene
Beam HiQ
PC-2 Machine
P5 Noise

Toy Gun 1
Syn Tom

Cup Cym
TRB808 OHH 1
Hip Clap
TR808 Kick 2
TR809 Kick 4
CR78 Snare
TR808 Snr 3

P:A13 (003)
TR-606
TR808 Kick 3

" Analog Kick

TR808 Rim
TR606 Snr 3
Cheap Clap
TR808 Snr 5
TR606 CmpTom
TR606 CHH 2
TR606 CmpTom
Hip PHH
TR606 CmpTom
TR606 DstOHH
TR606 Dst BD
TRE06 Kick
Analog Rim
TR606 Snr 2
TR808 Clap
TR606 Snr 1
TR606 Tom
TR606 CHH 1
TR606 Tom
TR606 PHH 1
TR606 Tom
TR606 OHH
TR606 Tom
TR606 Tom
TRB06 Cym 2
TR606 Tom
TR909 Ride
TRE06 Cym 1
TR707 Ride
CR78 Tamb
TR909 Crash
TRB08Cowbell
TRY09 Crash
CR78 Guiro
Natural Ride
TRB08 Conga
TR808 Conga
TR808 Conga
TRB08 Conga
TRB808 Conga
Hi Timbale

Lo Timbale
CR78 Beat
CR78 Beat
Cabasa Up

808 Maracas
Beam HiQ
Buzzer

Air Blip

Rezo Noise
Hyoshigi
Analog Bird
Retro UFO
PC-2 Machine
Syn Hit

Retro UFO
Thrill

Comp Clap

~ TRBO8 Kick 1

Plastic BD 4
TR909 Snr 3
CR78 Snare

P:A14 (004)
CR78&Cheaps
Toy Kick

TR808 Rim
TR808 Snr 5
TR909 Clap 1
Deep Snare
MG Blip
TR808 CHH 1
MG Blip
TR6E06 PHH 2
MG Blip
TR606 OHH
TRE06 Kick
Analog Rim
TR808 Snr 1
TR808 Clap
CR78 Snare
TR606 Tom
DRS5 CHH 1
TR606 Tom
CR78 CHH
TR606 Tom
CR78 OHH
TR606 Tom

" TR606 Tom

TR606 Cym 1
TR606 Tom
TR606 Cym 1
Cup Cym
TR909 Ride
CR78 Tamb
TR909 Crash
CR78 Cowbell
TR909 Ride
TR808Cowbell
TR707 Ride

TR808 Conga
TR808 Conga
TR808 Conga
TR808 Conga
CR78 Beat
CR78 Beat
TR727 Agogo
TR727 Agogo
CR78 Guiro
808 Maracas
Syn Hit
Beam HiQ
Analog Bird
MG Attack
Tape Rewind
Air Blip

Reso FX
Ring Osc
MG Blip

MG White Nz
Rezo Noise
Cheap Clap
TRB08 Kick 1
TRO09 Kick 1
TR909 Snr 1
Sim Snare

" PlasticBD4

' TRE08 Conga
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Note No.

C2(36

C572

6|84

196

Rhythm Group

BD
BD
TOM/PERC
SD

CLP

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH

BD

BD
TOM/PERC
SD

TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
TOM/PERC
cYm
TOM/PERC
cYM

cYm

cYM
TOM/PERC
CcYM
TOM/PERC
CcYM
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
HIT

HIT
HIT

HIT

HIT

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
CLP

BD

P:A15 (005)
Techno 1
Plastic BD 3

" Plastic BD 2

TR707 Rim
TR909 Snr 6
TR909 Clap 1
TRY09 Snr 7
TR909 DstTom
TR909 CHH 2
TRA09 DstTom
TR909 PHH 1
TR909 DstTom
TR909 OHH 2
TRY08 Kick 5
TRY09 Kick 4
TR909 Rim
TR909 Snr 4
Group Clap
TRY09 Snr 5
TR909 Tom
TR909 CHH 1
TRY09 Tom
TRO09 PHH 2
TR909 Tom
TRY09 OHH 3
TRY09 Tom
TR3909 Tom
TRY09 Crash
TR903 Tom
TR707 Ride
TRQ09 Crash
Asian Gong
Tambourine 3
TR909 Crash
Cowbelt
TR606 Cym 1
TR808Cowbell
Natural Ride

" HiBongo LoFi

LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LaFi
HiTimbale LF
LoTimbale LF
CR78 Beat
CR78 Beat
TechnoShaker
TR626 Shaker
Wao!

Come on!
Ocht 1

MG White Nz
Bomb Noise
Wah Gtr 2b
Toy Gun 3
Toy Gun 3
Buzzer

Bomb Noise
Sea

Flange Snr
TR909 Dst BD
Piastic BD 4
Break Snare2
Ragga Rim 2

P:A16 (006)
Techno 2

TRBOB Kick 5

TRY09 Rim
Real Snare
Down Clap
Rap Snare
TR808 Tom
TR808 CHH 2
TR808 Tom
TR808 PHH 1
TR808 Tom
TR808 OHH 1
TR909 Kick 2
Plastic BD 4’
TRB808 RimLng
TRI0S Snr 4
Claptai!

Funky Clap
TR707 Tom
Closed Hat
TR707 Tom
TR909 OHH 2
TR707 Tom
TR909 OHH 2
TR707 Tom

TR707 Tom

TRY09 Crash
TR707 Tom
TR707 Ride
TR909 Crash
Asian Gong
Tambourine 2
TRY09 Crash
TR808Cowbell
TR606 Cym 2
CR78 Tamb
Cup Cym

' HiBongo Open

LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
TechnoShaker
Maracas
Beam HiQ
Techno Scene
Thin Beef
Come on!
Ooh! 1

Wao!

Analog Bird
Retro UFO
Metal Sweep
Emergency
Tonality
TR909 Clap 1
Wet Kick

Hip Kick
TRY08 Snr 5
Clap Snare 2

P:A17 (007)
Techno 3
Plastic BD 3
PlasticBD 4
Jungle Snr 2
TR808 Snr 7
Comp Clap
Indus Snare
Air Blip

CHH MENU 2
MG Blip
Jungle Rim 2
HIT MENU
TR909 OHH 2

* KICK MENU 2

Natural Rim
TR808 Snr 8
Comp Clap
MC Snare
Uuh Formant
TR606 PHH 2
Ooh Formant
CR78 CHH
lih Formant
TR606 OHH
Can Tom

" EiectricDunk

TR606 Cym 2
HiBongo LoFi
CYMBAL MENU
Cup Cym
TR909 Ride
Tambourine 4
CYMBAL MENU
CR78 Beat
Natural Ride
CR78 Beat

Cup Cym

HiBongo LoFi

HiBongo LoFi
HiBongo LoFi
HiCnga Mt LF
HiConga Mute
Triangle 2
ElectricDunk
Air Blip

MG Attack
TechnoShaker
808 Maracas
Reso FX

' Beam HiQ

Toy Gun 3
MG Blip

Toy Gun 3
Alr Blip

Reso FX
Emaergency
MG Blip

MG Pink Nz
Jet Plane
Roll Snare
TRB08 Kick 1
THY09 Kick 1
TRY09 Snr 1
Urban RollSD

P:A18 (008)
Hardcore
TRY09 Kick 5
Gabba Kick
SideStiker
Jungle Snr 1
Fuzzy Clap
TR909 Snr 4
TR606 CmpTom
TR909 CHH 2
TR606 CmpTom
TR909 PHH 1
TR606 CmpTom
TR909 OHH 1
Amsterdam BD
TR909 Dst BD
Lo-Fi Rim
TR909 DstSnr
Funk Ciap 2
TRY09 DstSnr
TR9Y09 DstTom
TR909 PHH 1
TR909 DstTom
TRY09 PHH 2
TRO09 DstTom
TR909 DstOHH
TRI09 DstTom
TR90S DstTom
TR909 Crash
TR909 DstTom
TR707 Ride
TR909 Crash
Asian Gong
CR78 Tamb
NaturalCrash
TR808Cowbell
Jungle Crash
TR727Quijada
Natural Ride
HiBongo LoFi
LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
TR727 Agogo
TR727 Agogo
TechnoShaker
Dance Shaker
Beam HiQ

Air Gun
ElectricDunk
Thin Beef

Drill Hit

TAO Hit

Rezo Noise
Toy Gun 1

Toy Gun 3

Gtr FX

Dist Synth
Funk Clap
TR909 Kick 2
Turbo Kick
Rage Snare
Big Trash SD



Note No.

35

C2{36
38
40

C4{60

Cs5|72

Rhythm Group

BD
BD
TOM/PERC
sb

cLP

sD
TOM/PERC
HH
TOM/PERC

66
TOM/PERC
sD

CLP

sD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
TOM/PERC
CYM
TOM/PERC
CYM
cYm
cYM
TOM/PERC
cYM
TOM/PERC
cYM
TOM/PERC
CYM
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
HIT

HIT

HIT

HIT

HIT

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
cLP

BD

8D

sD

sD

P:A21 (009)
Ambient
TRS08 Kick 5
Wet Kick
Ragga Rim 1
DJ Snare
Comp Clap
SideStiker
TR707 Tom
Closed Hat
TR707 Tom
Pedal Hat 1
TR707 Tom
Real OHH
Wet Kick
TRBO08 Kick 3
TR808 RimLng
CR78 Snare
TR909 Clap 1
Beam HiQ
TR808 Tom
DR55 CHH 1
TRSB08 Tom
TR606 PHH 2
TR808 Tom
CR78 OHH
TRB08 Tom

" TR808 Tom

TR606 Cym 1
TR808 Tom
TR909 Ride
TRE06 Cym 1
Asian Gong
Tambourine 3
TR606 Cym 2
CR78 Cowbell
NaturaiCrash
TR808Cowbell
Natural Ride
HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
TechnoShaker
808 Maracas
Air Blip

" Wind Chime

Thrill

CR78 Beat
Retro UFO
Hyoshigi
Pizzy Techno
Org Chord
Feedbackwave
Stream

Bird

Claptail
TRB08 Kick 1
JungieKick 2
TRB808 Snr 2
Jungle Snr 1

P:A22 (010)
House 1
TRB08 Kick 5
TR909 Kick 2
TR808 Rim
SNR MENU 1
CLAP MENU 1
TR909 Snr 6
TOM MENU
TR707 OHH
TR909 Tom
TR707 OHH
TR909 Tom
TR707 OHH
TRB808 Kick 1

" TR909 Kick 3

TR808 RimLng
Break Snare2
Claptail
TR909 Snr 4
TRB08 Tom
TR909 CHH 1
TR808 Tom
OHH MENU1
TRB08 Tom
OHH MENU 1
TR707 Tom

- TR707 Tom

" TROO9 Kick4

TR909 Crash
TR707 Tom
TRI08 Ride
NaturaiCrash
Tambourine 2
Tambourine 1
TR909 Crash
TR707Cowbell
Cup Cym
TR808Cowbell
Natural Ride
HiBongo LoFi
LoBongo LoFi
HiConga Mute
HiConga Open
LoConga Open
HiTimbale LF
LoTimbale LF
TR727 Agogo
TR727 Agogo
808 Maracas
TR626 Shaker
TR606 CHH 1
TR727Quijada
Short Guiro
Long Guiro
TRB08 Claves
Hyoshigi
Bomb Noise
Come on!
Triangle 1

Cup Cym
TR808 OHH 1
Hip Clap
TR808 Kick 2

CR78 Snare
TR808 Snr 3

P:A23 (011)
House 2
Wet Kick
Plastic BD 2
TR808 Rim
Clap Snare 2
Group Clap
TR808 Snr 7
TR808 Tom
TR707 CHH
TRB08 Tom
TR707 PHH
TR808 Tom
TR707 OHH
TR909 Kick 2
TRY09 Kick 5
TR909 Rim
Break Snare2
TR909 Clap 1
TR909 Snr 4
TR707 Tom
TR909 CHH 1
TR707 Tom
TRY09 PHH 1
TR707 Tom
TR909 OHH 3
TR707 Tom
TR707 Tom
TR909 Crash
TR707 Tom
TR909 Ride
NaturalCrash
Tambourine 3
Tambourine 4
TRY09 Crash
TR707Cowbeli
Cup Cym
TR808Cowbell
Natural Ride

" HiBongo LoFi

LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
TR727 Agogo
TR727 Agogo
Cabasa Up
TR626 Shaker
Belltree

" TR727Quijada

Short Guiro
Long Guiro
TR808 Claves
Hyoshigi
Bomb Noise
Come on!
Ooht 1

Wao!

Laugh
Claptail
TR808 Kick 1
Plastic BD 3
TR808 Snr 6
TRO09 Snr 7

P:A24 (012)
Jungle

TRY09 Kick 3
Lo-Fi Kick 2
SideStiker
Urban RollSD
Down Clap
Jungle Rim 1
Jungle Snr 2
Tight CHH
Jungle Snr 2
Tambourine 1
Jungle Snr 2
Cym OHH
TRI09 Kick 5
JungleKick 2
Jungle Rim 2
Urban Snare
Jungle Rim 3
Jungle Snr 1
TR6E06 CmpTom
Real CHH
TR606 CmpTom
Jungle Hat
TR606 CmpTom
Hip OHH

TR606 CmpTom

" TRE06 CmpTom

Jungle Crash
TRE06 CmpTom
Natural Ride
NaturalCrash
Asian Gong
Tambourine 3
TR606 Cym 1
Cowbell
TRY09 Crash
CR78 Tamb
TR707 Ride

" HiBongo LoFi

LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
Open Surdo
Mute Surdo
TechnoShaker
TR626 Shaker

~ Beam HIQ
AirBiip

Thin Beef
Analog Bird
Tape Rewind
Wao!
Emergency
Toy Gun 3
Reso FX

Toy Gun 2
Toy Gun 1
Big Clap
TR808 Kick 2
Roll Kick
Roll Snare
Break Snare2
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Note No.

C2|36

C572

198

Rhythm Group

BD

B0
TOM/PERC
SD

CLP

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH

BD

B
TOM/PERC
sD

CLP

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
CYM
TOM/PERC
CYM

CYM

CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
HIT

Wr
HIT

HIT

HIT

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
CLP

P:A25 (013)
Drum’'n’Bass1
Roll Kick
Analog Kick
RaggaTightSD
Cross Snare
Roli Snare
Headz Snare
TR606 Tom
Pop CHH
TR606 Tom
Tambourine 3
TR606 Tom
Pop Hat Open
Plastic BD 1

" Hip Kick

Scratch SD r
Break Snare2
Funky Clap
Ragga Snr 2
Kick Tom
Real CHH
Kick Tom
TR808 PHH 1
Kick Tom
TR606 OHH
chk Tom
TRS09 Crash
Kick Tom
TR909 Ride
TRS09 Crash
Asian Gong
Tambourine 2
TRY09 Crash
CR78 Cowbell
TR6E06 Cym 2
TR808Cowbell
Natural Ride

" HiBongo Open

LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas
AirBlip
Hyoshigi

CR78 Guiro

Mt Pandeiro
Chenchen
Thrill

Retro UFO
Rezo Noise
Feedbackwave
Space Noise
Little Clap
TRB08 Kick 2

Solid Snare
Flange Snr

P:A26 (014)
Drum’n’Bass2
TRY09 Kick 3

" Lo-FiKick 2

SideStiker
Urban RollSD
Down Clap
Jungle Snr 1
Jdungle Snr 2
Tight CHH
Jungle Snr 2
Tambourine 1
Jungle Snr 2
Cym OHH
TR909 Kick 5
Jungiekick 2
Jungle Rim 2
Urban Snare
Jungle Rim 3
Jungle Snr 1
TR908 DstTom
Real CHH
TR909 DstTom
Jungle Hat
TR909 DstTom
Hip OHH
TR909 DstTom
TRY09 DstTom
Jungle Crash
TR606 CmpTom
Natural Ride
NaturalCrash
Asian Gong
Tambourine 3
TR606 Cym 1
Cowbell

TR9Y09 Crash
CR78 Tamb
TR707 Ride
HiBongo LoFi
LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
Open Surdo
Mute Surdo
Cabasa Up
Maracas

Beam HiQ
ElectricDunk
Bomb

Analog Bird
Tape Rewind
Wao!
Emergency

Toy Gun 3

Reso FX

Toy Gun 2

Toy Gun 1

Big Clap

TR808 Kick 2

" Roll Kick

Roll Snare
Break Snare2

P:A27 (015)
Hip-Hop 1
Lo-Fi Kick 1
TRB08 Kick 3
Solid Snare
HipJazz Snr
Funk Clap 2
R&B Snare
TRB08 Tom
Pop CHH
TR808 Tom
Pedal Hat 1
TR808 Tom
Pop Hat Open
Break Kick
Hip Kick
Lo-Fi Rim
Jazz Snare
Funky Clap
East Snare
Natural Tom
Tight CHH
Natural Tom
Pedal Hat 2
Natural Tom
Hip OHH
Natural Tom
Natural Tom
TR909 Crash
Natural Tom
TR707 Ride
TRI09 Crash
Cup Cym
Tambourine 3
Tambourine 4
TR808Cowbell
TR606 Cym 1
CR78 Cowbell
Natural Ride
HiBongo LoFi
LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
TR727 Agogo
TR727 Agogo
Dance Shaker
808 Maracas
Scratch BD f

" ScratchBD v

Scratch SD f
Scratch SD r
Scratch ALT
Vinyl Stop
Vinyl Noise
Kick it!

Qoht 2

Ooht! 1
Laugh

Funk Clap
TR808 Kick 1
Dance Kick 1
Break Snare2
HH Soul Snr

P:A28 (016)
Hip-Hop 2
TR707 Kick 1
Optic Kick
TR808 RimbLng
Headz Snare
Claptail

TR808 Snr7
TR808 Tom
TR808 CHH 1
TR808 Tom
TR808 PHH 1
TR808 Tom
TRB08 OHH 2
TRY09 Kick 3

TRBOB Kick3

Gate Rim

Tiny Snare 2
Little Clap
R&B Snare
Natural Tom
Pop CHH
Natural Tom
Pedal Hat 1
Natural Tom
Pop Hat Open
Natural Tom
Natural Tom’
NaturalCrash
Natural Tom
TRY09 Ride
TR90S Crash
Cup Cym
Tambourine 4
TR909 Crash
Cowbell
TR6E06 Cym 1
TR808Cowbell
Naturai Ride
HiBongo Open
LoBongo Open
HiConga Mute
HiCanga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
TechnoShaker
808 Maracas
Scratch BD f
ScratchBD 1’
Scratch SD f
Scratch SD r
Scratch ALT
Funky Bass
Vinyl Noise
Philly Hit
Brass Fall
Ooh! 1

Ooht 2

Finger Snap
TRB08 Kick 1
Hazy Kick
TR606 Snr 2
Machine Snr



c2

C3

C4

C5

Note No.

35

36

Rhythm Group

TOM/PERC
SD

CLP

SD
TOM/PERC

TOM/PERC
SD

CLP

SD
TOM/PERC

P:A31 (017)
Funk
TR707 Kick 2

" WestKick

Lo-Fi Rim
Deep Snare
Funky Clap
Disco Snare
TR707 Tom
Tight CHH
TR707 Tom
Hip PHH
TR707 Tom
Funk OHH
Hazy Kick

" Turbo Kick

SideStiker
Whack Snare
Funk Clap 2
Macho Snare
TR909 Tom
Real CHH
TRO09 Tom
Pedal Hat 1
TRO09 Tom
Cym OHH
TR909 Tom

P:A32 (018)
Electro
TR808 Kick 1
TR808 RimLng
TR808 Snr 8
Down Clap
TR808 Snr 5
TR808 Tom
TR808 CHH 1
TR808 Tom
TR808 PHH 1
TR808 Tom
TR808 OHH 1
Ele Kick

" TR707 Kick 2

TR707 Rim
ElectroSnr 2
TR707 Clap
Sim Snare
Deep Tom
Closed Hat
Deep Tom
Pedal Hat 1
Deep Tom
Open Hat
Deep Tom

TOM/PERC
CYMm
TOM/PERC
CYM
CYMm
CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC

TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
CLP

TR909 Tom
NaturalCrash
TRS09 Tom
TRY09 Ride
TRY09 Crash
Cup Cym
CR78 Tamb
TR909 Crash
TR707Cowbell
TR606 Cym 1
TR808Cowbell
Natural Ride
HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
TechnoShaker
808 Maracas
Scratch BD f

Soralch BO Y

Scratch SD f
Scratch SD r
Scratch ALT
Vinyt Stop
Viny! Noise
Philly Hit
Brass Fall
Kick it!
Harmo Gtr
Big Clap
Plastic BD 2
TR909 Kick 5
DanceHail SD
Machine Snr

Deep Tom
TR909 Crash
Deep Tom
TR707 Ride
NaturalCrash
Asian Gong
Tambourine 2
TR909 Crash
TR808Cowbel!
TR606 Cym 1
TR727Quijada
Natural Ride
HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
808 Maracas
Air Blip

Thin Beef
Back Hit
Analog Bird
Hoo

Metal Sweep
Emergency
Buzzer
Tonality

Ring Osc

Toy Gun 3

Hip Clap
Plastic BD 1
Lo-Fi Kick 1
Synth Snare
TR808 Snr 6

P:A33 (019)
Jazz

 Lo-Fi Kick 1

SideStiker
Deep Snare
Real Clap 1
HH Soul Snr
Natural Tom
Real CHH
Natural Tom
Pedal Hat 1
Natural Tom
Real OHH
Optic Kick

" Video Kick

Gate Rim
Headz Snare
Big Clap
Cross Snare
TR707 Tom
Closed Hat
TR707 Tom
Bristol CHH
TR707 Tom
Cym OHH

~ TR707 Tom

NaturaiCrash
TR707 Tom
TR909 Ride
NaturalCrash
Cup Cym
Tambourine 2
TR909 Crash
Cowbell
TR606 Cym 1
TRB08Cowbell
Natural Ride

P:A34 (020)
Brush
Video Kick

Natural Rim
R&B Snare
Brush Slap 1
MC Snare
TR707 Tom
Pop CHH
TR707 Tom
Room CHH
TR707 Tom
Pop Hat Open

Optic Kick

R8 BrshSwill
R8 Brush Tap
Brush Slap 2
R8 BrushRoll
Natural Tom
R8 Brush CHH
Natural Tom
Pedal Hat 1
Natural Tom
R8 OHH
Natural Tom
Natural Tom
NaturalCrash
Natural Tom
TR909 Ride
NaturalCrash
Cup Cym
Tambourine 2
TR6E06 Cym 1
Cowbell
TR909 Crash
TR808Cowbell
Natural Ride

HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas
TR727Quijada

~ Jingle Bell

Short Guiro
Long Guiro
TRB08 Claves
Hyoshigi
Hyoshigi
Mute Cuica
Open Cuica
Triangle 1
Triangle 1
Finger Snap
TRBO8 Kick 1
R8 BrshSwill
R8 Brush Tap

HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas
Whistle
Whistle
Short Guiro
Long Guiro
TR808 Claves
Hyoshigi
Hyoshigi

Mute Cuica
Open Cuica
Triangle 1
Triangle 1
Real Clap 1
TRI09 Kick 2

TR707 Kick 1
Real Snare
Deep Snare
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C2/36

C3j48

C572

C6i84

Rhythm Group

TOM/PERC
SD

cLp

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH

TOM/PERC
SD

CLP

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC

TOM/PERC
CYM
CYM
CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
CYM

TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC

HIT

HIT

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
CLP

P:A35 (021)
Disco
TR707 Kick 2

" TR808 Kick 3

TR707 Rim
Real Snare
Real Clap 1
Fat Snare
TR707 Tom
Real CHH
TR707 Tom
Pedal Hat 1
TR707 Tom
Real OHH
Turbo Kick

" TA707 Kick 1

TR808 RimLng
Deep Snare
Big Clap
TR707 Snare
Deep Tom
TR808 CHH 1
Kick Tom

Pop CHH
Deep Tom
TR707 OHH
Kick Tom
NaturalCrash
Kick Tom
TR909 Ride
NaturalCrash
Cup Cym
Tambourine 2
TRY09 Crash
Cowbell
TR606 Cym 1
TRB08Cowbell
Natural Ride

LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas
Triangle 1

" Triangle 1

Beam HiQ
Back Hit
Back Hit
Philly Hit
Brass Falt
Rezo Noise
lih Formant
Analog Bird
Emergency
Down Clap
TRB808 Kick 1

" TRY09 Kick 1

TR909 Snr 3
TRB08 Snr 5

P:A36 (022)
Ragga
Analog Kick
Gate Rim
Jungle Rim 1
Hip Clap
Ragga Snr 2
TRB08 Tom
Bristol CHH
TR808 Tom
Pedal Hat 1
TR808 Tom
Cym OHH
Plastic BD 4
Beam HiQ
DanceHall SD
Little Clap
Ragga Rim 2
Deep Tom
TR707 CHH
Deep Tom
Pop CHH
Deep Tom
TR707 OHH
Deep Tom
Deep Tom
NaturalCrash
Deep Tom
TRS09 Ride
NaturalCrash
Asian Gong
Tambourine 3
TR909 Crash
Cowbeli
TR606 Cym 1
TR808Cowbell
TR707 Ride
HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
TechnoShaker
808 Maracas
MG Attack
Air Bip
Syn Hit

TAO Hit
Chikit

Hey!

Toy Gun 1
Toy Gun 2
Toy Gun 3
Reso FX
Emergency
Big Clap
TR808 Kick 1

" TR909 Kick 1

HH Sout Snr
TRY03 Snr 4

P:A37 (023)
Rock
Optic Kick

" TRS09 Kick 4

TR808 RimLng
Hash Snare
Funk Clap 2
DJ Snare
Kick Tom
TRG09 CHH 2
Kick Tom
TR909 PHH 1
Kick Tom
TRY09 OHH 1
TRY09 Kick 5
Turbo Kick
SideStiker
Lo-Fi Snare
Claptail
Macho Snare
TR707 Tom
TR9Y09 PHH 1
TR707 Tom
TRI09 OHH 3
TR707 Tom
Cym OHH
TR707 Tom

T o

TRY09 Crash
TR707 Tom
TR909 Ride
TRY09 Crash
Asian Gong
Tambourine 3
TRI09 Crash
Cowbell
TR606 Cym 2
TR808Cowbell
Natural Ride

HiBongo LoFi

LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF

LoTimbale LF

TR727 Agogo
TR727 Agogo
TR727Quijada
TR626 Shaker
Bounce

ElectricDunk

iron Door
Drill Hit

Thrill

PCM Press
Dist TekGtr
Dist TekGtr
Dist TekGtr
Dist TekGtr
Gtr FX

Air Gun
TR909 Kick 2
Gabba Kick
ElectroSnr 2
Big Trash 8D

P:A38 (024)
Industrial
TR909 Dst BD
Lo-FiKick2
Drilt Hit

Big Trash SD
Dist Swish
Rage Snare
Can Tom

Air Blip

Can Tom

Beam HiQ

Can Tom
TR909 DstOHH
Bomb

Thrill

PCM Press
Air Gun

PCM Press _
TekRok Snare
Real PHH
TekRok Snare
TR909 PHH 1
TekRok Snare
TRY09 DstOHH
TekRok Snare

TekRok Snare

Bomb Noise
TekRok Snare
TRY09 Ride
Drill Hit
ElectricDunk
Mt Pandeiro
TR606 Cym 1
PC-2 Machine
TRY09 Crash
Crash

Natural Ride

LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
Analog Bird
Analog Bird
TechnoShaker
TR626 Shaker

Three!

Kick it!

Waol

Come onl
Fuzzy Clap
Roll Kick
Bomb
LoTimbale LF
TRY09 DstOHH
Fuzzy Clap
TRY09 Kick 2

RoliKick

TR909 DstSnr
Flange Snr



C2|36

C3i48

Rhythm Group

BD

BD
TOM/PERC
SD

cLp

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH

BD

80
TOM/PERC
SD

CLP

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC

TOMBERE ™

CYM
TOM/PERC
CYm
CYM
CYM
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
CYM

TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
cLP

BD

BD

SD

SD

P:A41 (025)
Ethnic
Open Surdo

" Mute Surdo

Jungle Snap
Natural Rim
Big Clap
Jungle Snr 1
Jungle Snr 2
Mt Pandeiro
Jungle Snr 2
R8 Brush CHH
Jungle Snr 2
Metal Sweep
Afro Feet
Mute Surdo
Jungle Snap
Op Pandeiro
Real Clap 2
Hi Timbale
TablaBaya
Chenchen
TablaBaya
Tambourine 1
TablaBaya
Tambourine 4
TablaBaya
Udo

Asian Gong
Udo

Cup Cym
NaturalCrash
Cup Cym
Tambourine 2
TR606 Cym 1
Cowbell
NaturalCrash
CR78 Beat
Natural Ride
HiBongo LoFi
LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF
LoTimbale LF
TR727 Agogo
TR727 Agogo
Cabasa Up
TR626 Shaker
Whistle

" Whistie

Short Guiro
tong Guiro
TR808 Claves
Hyoshigi
AfroDrum Rat
Mute Cuica
Open Cuica
Triangle 2
Triangle 1
Real Clap 1
Boost Kick
Kick Ghost
Voice loop
Chikit

P:A42 (026)
Reverse

Ele Kiok
TR909 Rim
TR606 Snr 2
Comp Clap
Real Snare
Can Tom
TR808 CHH 2
Can Tom
TR808 PHH 1
Can Tom
TR808 OHH 1
TR707 Kick 1
PlasticBD 3
TR707 Rim
TRY0S Snr 4
TR707 Clap
Comp Clap
TR707 Tom
TRY09 CHH 1
TR707 Tom
TRY09 PHH 1
TR707 Tom
TRY09 DstOHH
TR707 Tom
TR707 Tom
TR909 Crash
TR707 Tom
TR707 Ride
TRS09 Crash
Asian Gong
Tambourine 2
TRY09 Crash
TR808Cowbell
TR606 Cym 2
CR78 Tamb
Cup Cym
HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Lo Timbale
TR727 Agogo
TR727 Agogo
TechnoShaker
Maracas
Beam HiQ

P:B11 (001)
Standard 1
TR707 Kick 2
Hybrid Kick
Gate Rim
Ballad Snr
TRB808 Clap
Solo Snare
Natural Tom
Pop CHH
Natural Tom
Room CHH
Natural Tom
Pop Hat Open
Hip Kick

Old Kick
Gate Rim
Piccolo Snr
TRS09 Clap 1
MC Snare
TR707 Tom
Real CHH
TR707 Tom
Pedal Hat 2
TR707 Tom
Open Hat

- TR707 Tom

TapeRewmd e

Vinyt Stop
Come onl
One!

Pat

Analog Bird
Retro UFO
Metal Sweep
Dst Solo Gtr
Emergency
Down Clap
Wet Kick
Hip Kick
TRY09 Snr 5
Jazz Snare

TR707 Tom
NaturalCrash
TR707 Tom
Natura! Ride
NaturalCrash
Cup Cym
Tambourine 2
TR909 Crash
Cowbell
TR606 Cym 1
TRB08Cowbell
TR909 Ride

HiBongo Open

LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Hi Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas

TR727Quijagja ‘

Short Guiro
Long Guiro
TRB08 Claves
Hyoshigi
Hyoshigi
Mute Cuica
Open Cuica
Triangle 1
Triangle 1
Finger Snap
TRB808 Kick 1
THY09 Kick 1
Brush Slap3
Brush Swish

P:B12 (002)
Standard 2
TRY09 Kick 3

© Optic Kick

Natural Rim
Fat Snare
Real Clap 1
DJ Snare
Deep Tom
Closed Hat
Deep Tom
Pedal Hat 1
Deep Tom
Open Hat
Video Kick

Ragga Rim 1
Deep Snare
TR808 Clap
HH Soul Snr
Natural Tom
Pop CHH
Natural Tom
Room CHH
Natural Tom
Pop Hat Open
Natural Tom
Natural Tom
NaturalCrash
Natural Tom
TR707 Ride
TR909 Crash
Asian Gong
Tambourine 2
TRY09 Crash
Cowbell
TR606 Cym 1
TR808Cowbell
Natural Ride

" HiBongo Open

LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Hi Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas
TR727Quijada
Short Guiro
Long Guiro
TR808 Claves
Hyoshigi
Hyoshigi

Mute Cuica
Open Cuica
Triangle 1
Triangle 1

Real Clap 2
Hip Kick
TR707 Kick 1
Solo Snare
Real Snare
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Note No.
35

C236

T

40

C3|48

C5|72

Rhythm Group

BD
BD
TOM/PERC
sD

SD
TOM/PERC
HH
TOM/PERC
HH
TOM/PERC

TOM/PERC
sD
CLP

TOM/PERC
HH
TOM/PERC
HH
TOM/PERC

TOM/PERC
CYM
TOM/PERC
CYM
CcYM
cYm
TOM/PERC
CYM
TOM/PERC
CYM
TOM/PERC
CYM

TOM/PERC

TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
TOM/PERC
HIT

WE
HIT

HIT

HIT

HIT
OTHERS
OTHERS
OTHERS
OTHERS
OTHERS
CLP

BD

8D

SD

sD

P:B13 (003)
Power 1

TR707 Kick2

Turbo Kick
Gats Rim
Piccolo Snr
Big Clap

DJ Snare
Kick Tom
Room CHH
Kick Tom
Real PHH
Kick Tom

R8 OHH
Hazy Kick
Dance Kick 1
Gate Rim
Macho Snare
Group Clap
Big Trash SD
Deep Tom
Room CHH
Deep Tom
Room CHH
Deep Tom
Open Hat
Deep Tom
NaturalCrash
Deep Tom
TR707 Ride
Jungle Crash
Asian Gong
Tambourine 3
TRY09 Crash
Cowbell
TR606 Cym 2
TR707Cowbell

- Cup Cym

HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Hi Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas

_ TR727Quijada

Jingle Bell
Short Guiro
Long Guiro
TR808 Claves
Hyoshigi
Hyoshigi
Whistie
Whistle

Come on!
Vinyl Stop
Real Clap 1
TR808 Kick 2
TR909 Kick 3
TR808 Snr7
TRY08 Snr 5

P:B14 (004)
Power 2
Hip _Kick
SideStiker
Hash Snare
Group Clap
Big Trash SD
Kick Tom
Closed Hat
Kick Tom
Pedal Hat 2
Kick Tom
Cym OHH
Break Kick

Lo-FiKick1

Lo-Fi Rim
DJ Snare
Real Clap 2
TekRok Snare
TR707 Tom
Real CHH
TR707 Tom
Real PHH
TR707 Tom
Open Hat
TR707 Tom

" TR707 Tom

TRY09 Crash
TR707 Tom
TR909 Ride
TRY09 Crash
Bend Gong
Tambourine 1
NaturalCrash
TR727 Agogo
TR606 Cym 1
TR808Cowbell
Natural Ride

HiBongo LoFi =

LoBongo LoFi
HiCnga Mt LF
HiCnga Op LF
LoConga LoFi
HiTimbale LF

LoTimbale LF

TR727 Agogo
TR727 Agogo
TechnoShaker
808 Maracas

TR727Quijada

Belitree
Short Guiro
Long Guiro
TR808 Claves
Hyoshigi
Hyoshigi
Whistle
Whistie

Kick it!
Scratch BD f
Funky Clap
TR808 Kick 5
Turbo Kick
TR808 Snr 3
Deep Snare

P:B15 (005)
Brush 2
Hip Kick

" West Kick

Brush Swish
R8 Brush Tap
R8 BrshSwill
Brush Slap 1
Natural Tom
A8 Brush CHH
Natural Tom
Pedal Hat 1
Natural Tom
A8 OHH
Video Kick

" Hybrid Kick

R8 Brush Tap
Brush Slap 2
R8 BrushRoll
Brush Siap 3
Natural Tom
Pop CHH
Natural Tom
Room CHH
Natural Tom
Pop Hat Open
Natural Tom

Natorai fom

NaturalCrash
Natural Tom
TR909 Ride
NaturalCrash
Cup Cym
Tambourine 2
TR606 Cym 1
Cowbell
TRS09 Crash
TR808Cowbell
Natural Ride

HiBongo Open
LoBongo Open
HiConga Mute
HiConga Open
LoConga Open
Hi Timbale

Hi Timbale
TR727 Agogo
TR727 Agogo
Cabasa Up
Maracas
Whistle

" Whistle

Short Guiro
Long Guiro
TR808 Claves
Hyoshigi
Hyoshigi
Mute Cuica
Open Cuica
Triangle 1
Triangle 1

Big Clap
Turbo Kick
Lo-Fi Kick 1
R8 Brush Tap
R&B Snare

P:B16 (006)
Indasia
Dholak Lo Op

" Dholak LoMt

Dholak Hi Mt
Dholak Hi Mt
Real Clap 2
Dholak Hi Op
Dholak Lo Op
AfroDrum Rat
Dholak Lo Op
Chenchen
Dholak Lo Op
AfroDrum Rat
Tabla Lo Op

" TabiaBay

Tabla Hi Mt
Tabla Lo Mt
Tabla

Tabla Hi Op
TablaBaya
Tambourine 4
TablaBaya
Tambourine 1
TablaBaya
Tambourine 2
TablaBaya
TablaBaya
China Cym
TablaBaya
Bend Gong
Asian Gong
Hu Yin Luo
Tambourine 4
TR606 Cym 1
Nao Bo
NaturalCrash
CR78 Beat
Natural Ride

Shimedaiko
Shimedaiko
Tang Gu Open
Tang Gu Mute
Xiao Bo

Xiao Bo
Cabasa Up
TR626 Shaker
Whistle
Whistle
Short Guiro
Long Guiro
TRB808 Claves
Hyoshigi

Sitar Drone
Triangle 2
Gt.FretNoise
Belitree

Wao!

Snap

Oid Kick
Analog Kick
Hi Timbale
Jungle Snr 2



Effects Template List

For Patches

Button Patch name Multi-Effects type
BANK [1} P:113  St.Ac.Piano REVERB
BANK [2]} P:E28 Ac.Piano 1 COMPRESSOR
BANK [3] P:I21 Rhodes AUTO-PAN
BANK [4] P:I23  Tremolo EP PHASER
BANK [5] P:128 Tria Bells TETRA-CHRS
BANK [6] P:135 E.Organl Lo-Fi

BANK [7] P:151 NylonGir1 4-BAND-EQ
BANK [8] P:172  Sitar/Drone 4-BAND-EQ
NUMBER [1} P:I82  St.Strings 2 4-BAND-EQ
NUMBER [2] P:I88  Film Octaves 4-BAND-EQ
NUMBER [3] P:J27 BrassSect.l 4-BAND-EQ
NUMBER [4}] P:J53  T.Sax SW 4-BAND-EQ
NUMBER [5] P:A86 The Brothers DISTORTION
NUMBER [6] P:J66  5th Pad 305 FLANGER
NUMBER [7] P:C66 Sub Atmosphe ST-FLANGER
NUMBER {8] P:C41 Sweep Pad 2 SLICER

For Rhythm Sets

Button Rhythm set name Multi-Effects type
BANK 1] P:B13 Power1 ENHANCER
BANK [2] P:B15 Brush?2 4-BAND-EQ
BANK [3] P:A12 TR-808 GATE-REVRB
BANK [4] P:A17 Techno 3 FB-P-SHIFT
BANK [5] P:A33 Jazz PHASER
BANK [6] P:A37 Rock SPECTRUM
BANK {7] P:A25 Drum'n'Bassl ENHANCER
BANK [8] P:A24 Jungle DISTORTION
NUMBER (1] P:A27 Hip-Hop 1 OVERDRIVE
NUMBER [2] P:A12 TR-808 SPACE-D
NUMBER [3] P:A27 Hip-Hop 1 Lo-Fi
NUMBER [4] P:A36 Ragga COMPRESSOR
NUMBER [5] P:A27 Hip-Hop 1 NOISE
NUMBER [6] P:A38 Industrial Lo-Fi
NUMBER {7] P:A12 TR-808 AUTO-PAN
NUMBER [8] P:B16 Indasia 4-BAND-EQ
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Preset Pattern List

The sounds, phrases and patterns contained in this product are sound recordings protected by copyright. Roland
hereby grants to purchasers of this product the permission to utilize the sound recordings contained in this prod-
uct for the creation and recording of original musical works; provided however, the sound recordings contained in
this product may not be sampled, downloaded or otherwise re-recorded, in whole or in part, for any other pur-
pose, including but not limited to the transmission of all or any part of the sound recordings via the internet or
other digital or analog means of transmission, and/or the manufacture, for sale or otherwise, of any collection of
sampled sounds, phrases or patterns, on CD-ROM or equivalent means.

The sound recordings contained in this product are the original works of Roland Corporation. Roland is not
responsible for the use of the sound recordings contained in this product, and assumes no liability for any infringe-
ment of any copyright of any third party arising out of use of the sounds, phrases and patterns in this product.

Techno

No. Name BPM  Measures Mute Programmer
P:A11  Psy Trance 1 142 4 3,6,7 MASA

P:A12  Psy Trance 2 145 4 4,5, 7 MASA

P:A13  Psy Trance 3 145 4 3,47 MASA

P:A14  Psy Trance 4 145 4 48,7 MASA

P:A15 Psy Trance 5 138 4 56,7 MASA

P:A16  Psy Trance 6 142 4 3,4 MASA

P:A17 Psy Trance7 144 4 3,4,7 MASA

P:A18  Psy Trance 8 143 4 4,6,7 MASA

P:A21  Psy Trance 9 145 4 3,6,7 MASA

P:A22  Psy Trance 10 145 4 4,6 MASA

P:A23  Psy Trance 11 145 4 4,6 MASA

P:A24  Psy Trance 12 142 4 56,7 MASA

P:A25 Psy Trance 13 143 4 3,6,7 MASA

P:A26  Psy Trance 14 145 4 5,6 MASA

P:A27 Psy Trance 15 135 4 3,7 MASA

P:A28 Psy Trance 16 142 4 5 MASA

P:A31  Psy Trance 17 147 4 4,6 MASA

P:A32 Psy Trance 18 141 4 56 MASA

P:A33 Trance 1 146 4 6,7 MASA

P:A34 Trance 2 136 8 cY DJ Q'HEY

P:A35 Trance 3 138 4 3,4,CY DJ QHEY

P:A36 Trance 4 140 8 DJ QHEY

P:A37 Trance5 145 4 3,4,6 MASA

P:A38 Trance 6 119 4 4,57 MASA

P:A41  Trance 7 129 4 4,6,7 MASA

P:A42  Trance 8 129 4 7 MASA

P:A43  Trance 9 130 8 3,7, CY, TP YOUI BIOMEHANIKA
P:A44  NU-NRG 1 150 2 5 YOUJI BIOMEHANIKA
P:A45  NU-NRG 2 152 2 3,57 YOJI BIOMEHANIKA
P:A46  NU-NRG 3 145 8 6,7,8D,CY YOJ! BIOMEHANIKA
P:A47  NU-NRG 4 150 8 3.5 TP YOJ! BIOMEHANIKA
P:A48  NU-NRG 5 140 8 4 YOJ! BIOMEHANIKA
P:A51  NU-NRG 6 152 8 5.6 YQOJ! BIOMEHANIKA
P:A52  Epic Trance 1 150 4 3,5 YOJI BIOMEHANIKA
P:A53  Epic Trance 2 148 8 6CY YOJ! BIOMEHANIKA
P:A54  Epic Trance 3 148 8 3 YOUJI BIOMEHANIKA
P:A55  Minimal 1 135 8 2 DJ QHEY

P:A56  Minimal 2 140 4 4 DJ QHEY

P:A57  Minimal 3 135 4 SD, TP HEIGO TANI

P:A58  Minimal 4 135 4 5, CY DJ Q'HEY

P:A61  Minimal 5 130 2 ™ DJ Q'HEY

P:A62  Minimal 6 138 4 2,CY. TP DJ QHEY

P:AB3  Minimal 7 132 4 SD, CY DJ QHEY

P:AB4 Minimal 8 140 16 DJ QHEY
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e O

No.  Name BPM~ Measures Mute Programmer
P:AG5 Minimal 9 135 4 DJ QHEY

P:AB6  Minimal 10 140 4 5 DJ Q'HEY

P:A67 Minimal 11 135 4 4, TP DJ Q'HEY

P:A68  Minimal 12 138 4 4, CY DJ Q'HEY

P:A71  DetroitTechno 1 132 4 6 HEIGO TANI

P:A72 DetroitTechno 2 150 4 3 HEIGO TANI

P:A73  DetroitTechno 3 140 4 3,CY HEIGO TANI

P:A74  DetroitTechno 4 132 4 4 DJ QHEY

P:A75 DetroitTechno 5 136 8 3 HEIGO TANI

P:A76  DetroitTechno 6 140 4 6 HEIGO TANI

P:A77 Gabba 1 200 2 4,6, Hi HEIGO TANI

P:A78 Gabba2 200 4 3,5 HEIGO TANI

P:A81 Gabba3 180 4 4 HEIGO TANI

P:A82 Gabba 4 167 4 3,5 MASA

P:A83 Gabbas 167 4 5,6 MASA

P:A84 HappyHardcore 1 175 4 5 YOUJi BIOMEHANIKA
P:AB5 HappyHardcore 2 190 4 5,7,CY YOJI BIOMEHANIKA
P:AB6 HappyHardcore 3 175 2 3,4 YOJI BIOMEHANIKA
P:A87 HappyHardcore 4 175 4 3.7 YOJI BIOMEHANIKA
P:A88 HappyHardcore 5 175 2 3,7 YOI BIOMEHANIKA
P:B11  Rave 1 130 8 7 Rotand Corporation
P:B12 Rave?2 130 8 5 Roland Corporation
P:B13 Rave3 179 8 3 Ryeland Alison
P:B14 Rave4 179 8 5 Ryeland Alison
P:B15 Ravebs 172 8 6 Ryeland Alison
P:B16 Rave 6 185 8 Ryeland Alison
P:B17 Rave7 170 8 TP Ryeland Alison
P:B18  Dream Pop 1 145 4 4,6 YOJI BIOMEHANIKA
P:B21  Dream Pop 2 130 8 4,6 YOJI BIOMEHANIKA
P:B22 Dream Pop 3 140 8 5 YQOJ! BIOMEHANIKA
P:B23 Rock 1 132 4 5, CY,0T  HEIGO TANI

P:B24 Rock 2 130 4 3, CY HEIGO TAN!

P:B25 Rock3 137 4 6,7,CY MASA

P:B26 Rock4 126 4 3,4 MASA

P:B27 Rock 5 137 4 4,6,7 MASA

P:B28 Rock 6 128 8 6 Vince LaDuca

P:B31  Rock7 112 4 4 Vince LaDuca

PB32 Rock8 128 4 56 Vince LaDuca

P:B33  {industrial 1 125 4 3,6 HEIGO TANI

P:B34  industrial 2 132 8 CL, TP DJ QHEY

P:B35 Industrial 3 112 4 57 MASA

P:B36 Industrial 4 90 8 4,5 HEIGO TAN!

P:B37 Industrial 5 128 4 56 MASA

P:B38  Industrial 6 128 4 5,6 MASA

P:B41  Industrial 7 128 4 56 MASA

P:B42  Industrial 8 ' 128 4 6,7 MASA

P:B43 Electro 1 122 4 6 Roland Corporation
P:B44 Electro 2 119 8 4 AeLeM-A

P:B45  AmbientTechno 1 130 8 BD HEIGO TAN!

P:B46  AmbientTechno 2 120 16 DJ Q'HEY

P:B47 AmbientTechno 3 120 16 DJ QHEY

P:B48  AmbientTechno 4 128 4 4,57 MASA

P:B51  AmbientTechno § 120 4 3,4,5 MASA

P:B52 AmbientTechno 6 120 4 4,6, CY MASA

205



Drum’n’Bass

No. Name BPM  Measures Mute Programmer
P:B53  Artcore 1 165 8 5 DJ khuv
P:B54  Aricore 2 170 8 CL Roland Corporation
P:B55  Artcore 3 165 16 DJ khuv
P:B56  Artcore 4 165 8 5 DJ khuv
P:B57  Aricore 5 158 16 DJ QHEY
P:B58 Drum'n'Bass 1 165 8 4 DJ khuv

P:B61 Drum'n'Bass 2 156 4 5,6,7 MASA

P:B62 Drum'n'Bass 3 156 8 4,6,7 MASA

P:B63 Drum'n'Bass 4 180 16 5 DJ khuv

P:B64 Drum'n'Bass 5 180 16 5 DJ khuv

P:B65 Drum'n'Bass 6 165 8 4 DJ khuv
P:B66 Darkcore 1 195 8 3 Ryeland Alison
P:B67  Darkcore 2 160 4 3 DJ QHEY
P:B68  Darkcore 3 161 8 4 DJ khuv

P:B71  Darkcore 4 148 4 4,8 MASA

P:B72 Darkcore 5 185 8 4 Ryeland Alison
P:B73  Darkcore 6 185 8 4 Ryeland Alison
P:B74  Hard Step 1 179 8 3 Ryeland Alison
P:B75 Hard Step 2 165 8 4 DJ khuv
P:B76 Hard Step 3 160 4 6 Vince LaDuca
P:B77 Hard Step 4 190 8 4 Ryeland Alison
P:B78 Tech Step 1 165 8 Ryeland Alison
P:B81  Tech Step 2 165 8 3 Ryeland Alison
P:B82 TechStep3 157 8 6 Ryeland Alison
P:B83  Jazz Step 1 156 4 6,7 MASA

P:B84  Jazz Step 2 160 8 56 Vince LaDuca
P:B85 Jazz Step 3 165 8 4 Ryeland Alison
P:B86  Jazz Step 4 197 8 Ryeland Alison
P:B87 Jazz Step 5 170 8 Ryeland Alison
P:B88 Ragga/Jungle 1 180 8 4 Ryeland Alison
P:C11  Ragga/Jungle 2 179 8 4 Ryeland Alison
P:C12  Ragga/Jungle 3 163 8 4 DJ khuv
P:C13 Ragga/Jungle 4 165 8 Ryeland Alison
P:C14  Ragga/Jungle 5 200 8 5 Ryeland Alison
Hip Hop

No. Name BPM  Measures Mute Programmer
P:C15  HipHop East 1 93 2 DJ KENT
P:C16  HipHop East 2 93 2 DJ KENT
P:C17 HipHop East 3 95 4 DJ KENT
P:C18 HipHop East 4 95 2 DJ KENT
P:C21  HipHop East 5 95 2 5 DJ KENT
P:C22 HipHop East 6 95 2 DJ KENT
P:C23 HipHop East 7 84 8 7 AelLeMeA
P:C24 HipHop East 8 85 4 AslLeM=A
P:C25 HipHop East 9 89 2 DJ KENT
P:C26  HipHop East 10 89 4 4 DJ KENT
P:C27  HipHop West 1 99 2 DJ KENT
P:C28  HipHop West 2 99 4 5 DJ KENT
P:C31  HipHop West 3 95 4 DJ KENT
P:C32 HipHop West 4 96 4 6,7 Vince LaDuca
P:C33 HipHop West 5 89 4 3,5 Vince LabDuca
P:C34 HipHop West 6 96 4 DJ KENT
P:C35 HipHop West 7 92 2 DJ KENT
P:C36 HipHop West 8 92 2 5 DJ KENT
P:C37 HipHop West 9 92 2 6 DJ KENT
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No. Name BPM — Measures Mute Programmer
P:C38  Abstract 1 79 2 3 DJ KENT

P:C41  Abstract 2 77 4 4,6 AsLsMeA

P:C42 Abstract 3 79 2 3 DJ KENT

P:C43 Abstract 4 94 4 5 Vince LaDuca

P:C44  Abstract 5 94 4 4 Vince LaDuca

P:C45 Abstract 6 92 4 4,5 Vince LaDuca

P:C46  Abstract 7 67 2 6,7 AsbLeMeA

P:C47 Abstract8 105 4 7 Vince LaDuca

P:C48 Abstract 9 104 4 4,57 Vince LaDuca

P:C51  Abstract 10 77 4 Vince LaDuca

P:C52 Abstract 11 100 4 2,567 Vince LaDuca

P:C53 HipHop Early 1 107 8 cY, oT AeLeMeA

P:C54  HipHop Early 2 98 4 7 AeLeMeA

P:C55 HipHop Early 3 103 8 AsLeMeA

P:C56 HipHop Early 4 98 8 6 AsLeMeA

P:.C57 HipHop Early 5 106 8 6 AsL*MeA

P:C58 HipHop Early 6 100 2 DJ KENT

P:C61 HipHop Early 7 87 2 DJ KENT

P:C62 HipHop Early 8 99 2 DJ KENT

P:C63 Newdack Swing 1 105 8 5 AsLeMeA

P:C64 NewdJack Swing 2 110 4 6 AsLeMsA

P:C65 Miami Bass 1 138 8 7 AsLeMeA

P:C66 MiamiBass 2 127 4 5 AsLeMeA

P:C67 HipHop Jazz 1 102 4 3,5 Vince LaDuca

P:C68 HipHop Jazz 2 99 8 cY AsLeMeA

P:C71  HipHop Jazz 3 103 8 7 AsL*MeA

P:C72 HipHop Soul 1 76 4 6 AsLeMeA

P:C73 HipHop Soul 2 90 8 7 AeLsM+A

P:C74 HipHop Sou! 3 80 4 4,6 Vince LaDuca

P:.C75 HipHop Soul 4 80 4 6 Vince LaDuca
House

No. Name BPM  Measures Mute Programmer
P:C76 House 1 123 8 4 SOULMATES MUSICA
P:C77 House2 123 8 5, CY SOULMATES MUSICA
P:C78 House 3 123 8 56,7 SOULMATES MUSICA
P:C81 House 4 128 4 3 SOULMATES MUSICA
P:C82 House5 122 8 4 SOULMATES MUSICA
P:C83 House 6 122 4 7 AsLsMeA

P:C84 House7 123 8 57 SOULMATES MUSICA
P:C85 Garage House 1 123 8 SD, CL SOULMATES MUSICA
P:.C86 Garage House 2 125 8 CY,OT SOULMATES MUSICA
P:C87 Garage House 3 123 8 cYy SOULMATES MUSICA
P:C88 Garage House 4 123 8 5,CY SOULMATES MUSICA
P:D11  Garage House 5 123 8 BD SOULMATES MUSICA
P:D12  Garage House 6 120 4 4,CY SOULMATES MUSICA
P:D13  Hard House 1 128 4 5 HEIGO TANI

P:D14 Hard House 2 130 4 4,6 HEIGO TANI

P:D15  Hard House 3 128 8 4,5 SOULMATES MUSICA
P:D16  Hard House 4 128 8 5 SOULMATES MUSICA
P:D17  Hard House 5 123 8 4,6 SOQULMATES MUSICA
P:D18  Hard House 6 128 8 5, 8D SOULMATES MUSICA
P:D21  Hard House 7 130 4 6, TP HEIGO TANI

P:D22 Hard House 8 130 4 4, TP HEIGO TANI

P:D23 Hard House 9 130 4 4 HEIGO TAN!

P:D24  Hard House 10 130 4 4,8 HEIGO TANI

207



e

No. Name BPM  Measures  NMute Programmer
P:D25 Happy Handbag 1 130 2 6,7, CY YOJI BIOMEHANIKA
P:D26 Happy Handbag 2 130 4 4,7 YOJI BIOMEHANIKA
P:D27 Happy Handbag3 130 8 cY SOULMATES MUSICA
P:D28 Happy Handbag4 128 8 5 SOULMATES MUSICA
P:D31 Happy Handbag5 128 8 4 SOULMATES MUSICA
P:D32 EuroBeat1 145 4 57, TP Roland Corporation
P:D33 EuroBeat2 128 8 7 Roland Corporation
:D34  Latin House 1 123 4 3 Roland Corporation
P:D35 Latin House 2 122 8 SD Roland Corporation
P:D36  Latin House 3 122 8 7 Roland Corporation
P:D37  Latin House 4 122 8 5, CY SOULMATES MUSICA
P:D38  Latin House 5 125 8 4 Roland Corporation
Jazz

No. Name BPM  Measures Mute Programmer
P:D41  Funk 1 126 8 TP AsLeMsA

P:D42 Funk 2 118 8 7 AeLeMeA

P:D43 Funk 3 118 8 7 AslLsMsA

P:D44  Funk 4 90 8 7 Rotand Corporation
P:D45 Funk 5 100 4 6 Roland Corporation
P:D46  Funk 6 95 8 7 Roland Corporation
P:D47 Funk7 103 8 4 AsLsMsA

P:D48 Jazz 1 103 8 ] AeL*MeA

P:D51  Jazz2 123 8 4,57 AslLeMeA

P:D52 Jazz 3 89 8 7 AeLeM+A

P:D53 Jazz 4 130 8 4 Roland Corporation
P:D54 Jazz 5 130 8 7 AsL+sM+A
Reggae

No. Name BPM  Measures Mute Programmer
P:D55 Dance Halt 1 185 8 Hi AslLsMsA

P:D56  Dance Hall 2 158 8 6 AelLesMeA

P:D57 Dance Hall 3 180 8 5 Vince LaDuca

P:D58 Dance Hall 4 170 8 5 Vince LaDuca

P:D61  Dance Hall 5 188 8 4,5 Vince LaDuca

P:D62 Lovers i 181 8 3,7 AsL+M=A

P:D63 Lovers?2 176 8 6 AsLeMe+A

P:D64 Reggae 1 126 8 4.6 AelLeM-A

P:D65 Reggae 2 172 16 4 AsLeMeA
Latin

No. Name BPM  Measures Mute Programmer
P:D66  Salsa i 112 4 5 Scott Tibbs

P:D67 Salsa2 112 4 5 Scott Tibbs

P:D68 Salsa 3 104 4 5 Scott Tibbs

P:D71 Salsa 4 95 4 4,6 Scott Tibbs

P:D72 Salsa’ 88 4 4,6 Scott Tibbs

P:D73 Songo 112 4 5,6 Scott Tibbs

P:D74 Samba 124 8 2,3, 4 AelLsMeA

P:D75 ChaCha 84 4 5,6 Scott Tibbs

P:D76 Merengue 110 2 4,5,6,7 Jeff Fieids

P:D77 Mambo 1 90 2 4,5,6,7 Jeff Fields

P:D78 Mambo 2 90 2 4,5,8,7 Jeff Fields
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JX-305 Collection

No. Name BPM  Measures Mute Programmer
P:D81  Grunge 68 4 3,6 TP Scott Tibbs
P:D82 Biues 1 120 16 6 Scott Tibbs
P:D83 Blues 2 128 8 3,6, TP Scott Tibbs
P:D84  Slick Groove 94 4 57 Scott Tibbs
P:D85 A.OR. 112 4 5 Idecs
P:D86 Motown 1 126 4 4,6 Scott Tibbs
P:DB87 Motown 2 130 4 4 Scott Tibbs
P:D88  80s Pop 112 4 5 TP Idecs
P:E11  Swing 130 4 4 Scott Tibbs
P:E12  India Contemp 112 8 6, BD, SD, TP Scott Tibbs
P:E13  JXFunk 1 94 4 4,6, TP Scott Tibbs
P:E14 JUXFunk 2 94 8 4,56, TP Scott Tibbs
P:E15 JXFunk3 104 4 Idecs
P:E16 JXFunk4 98 8 4,6 Idecs
P:E17  JXJazz1 90 4 6 Idecs
P:E1B JXJazz2 106 4 Idecs
P:E21  JXgrooveTRAX 1 140 4 4,5 ldecs
P:E22  JXgrooveTRAX 2 126 4 Hi Idecs
P:E23  JXgrooveTRAX 3 140 4 TP, HI Idecs
P:E24  JXgrooveTRAX 4 138 8 5 idecs
P:E25  JXgrooveTRAX 5 176 8 4 idecs
P:E26  JXgrooveTRAX 6 106 4 idecs
P:E27  JXgrooveTRAX 7 106 4 3 idecs
P:E28  JXgrooveTRAX 8 128 4 6 idecs
P:E31  JXgrooveTRAX 9 94 4 3 idecs
P:E32 JXgrooveTRAX 10 80 4 4 idecs
BD:BD SD:SD HH:HH CLP:CL

CYM:.CY TOM/PERC:TP HIT:HI OTHERS:OT
Category table

Category No.

Techno P:A11-P:B52

Drum'n'Bass P:B53-P:.C14

Hip Hop P:C15-P:.C75

House P:C76-P:D38

Jazz P:D41-P:D54

Reggae P:D55-P:D65

Latin P:D66-P:D78

JX-305 Collection P:DB1-P:E32
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RPS Pattern List

RPS Drum Pattern (Used Rhythm Part)

Name BPM  Measures RPS Set Keyboard Pad
P:E33  Techno Drums 1 135 2 Trance 1 1
P:E34 Techno Drums 2 135 2 Trance 1 2
P:£35 Techno Drums 3 140 2 Trance 2 1
P:E36 Techno Drums 4 140 2 Trance 2 2
P:E37 Techno Drums 5 150 1 NU-NRG 1
P:E38  Techno Drums 6 150 1 NU-NRG 2
P:E41  Techno Drums 7 136 1 Minimal Techno 1
PE42 Techno Drums 8 136 1 Minimal Techno 2
P:E43  Techno Drums 9 135 2 Detroit Techno 1
P:E44 Techno Drums 10 135 2 Detroit Techno 2
P:E45 Techno Drums 11 167 2 Hardcore 1
P:E46  Techno Drums 12 167 2 Hardcore 2
P:E47 Techno Drums 13 130 2 Rave 1
P:E48 Techno Drums 14 130 1 Rave 2
P:E51  Techno Drums 15 110 2 Rock 1
P:E52 Techno Drums 16 110 2 Rock 2
P:ES3  Techno Drums 17 130 2 Industrial 1
P:E54  Techno Drums 18 130 2 industrial 2
P:E55  Techno Drums 19 125 2 Ambient Techno 1
P:E56  Techno Drums 20 125 2 Ambient Techno 2
P:E57 D-Bass Drums 1 170 2 Drum’n’ Bass 1 1
P:E58 D-Bass Drums 2 170 2 Drum'n' Bass 1 2
P:E61  D-Bass Drums 3 170 1 Drum'n' Bass 2 1
P:£62 D-Bass Drums 4 170 2 Drum'n‘ Bass 2 2
P:E63 D-Bass Drums 5 170 2 Drum'n' Bass 3 1
P.E64 D-Bass Drums 6 170 2 Drum'n' Bass 3 2
P:E65 D-Bass Drums 7 170 2 Jungle 1
P:E66  D-Bass Drums 8 170 2 Jungle 2
P:E67  HipHop Drums 1 90 2 HipHop East 1
P:E68  HipHop Drums 2 90 2 HipHop East 2
P:E71  HipHop Drums 3 95 1 HipHop West 1
P.E72  HipHop Drums 4 95 2 HipHop West 2
P:E73  HipHop Drums 5 80 2 HipHop Abstruct 1 1
P:E74  HipHop Drums 6 80 1 HipHop Abstruct 1 2
P:E75 HipHop Drums 7 70 1 HipHop Abstruct2 1
P:E76 HipHop Drums 8 70 2 HipHop Abstruct2 2
P:E£77 HipHop Drums 9 95 1 HipHop Early 1
P:E78  HipHop Drums 10 95 2 HipHop Early 2
P:E8t1  HipHop Drums 11 100 1 HipHop Jazz&Soul 1
P:E82  HipHop Drums 12 100 2 HipHop Jazz&Soul 2
P:E83 House Drums 1 120 1 House 1
P:E84 House Drums 2 120 2 House 2
P:E85 House Drums 3 120 2 Garage House 1
P:E86 House Drums 4 120 2 Garage House 2
P:£87 House Drums 5 130 2 Hard House 1
P:E88 House Drums 6 130 2 Hard House 2
P:F11  House Drums 7 130 1 Happy Handbag 1
P:F12  House Drums 8 130 1 Happy Handbag 2
P:Fi3  Jazz Drums 1 125 2 Jazz Funk 1 1
PF14  Jazz Drums 2 125 2 Jazz Funk 1 2
P:F15 Jazz Drums 3 125 2 Jazz Funk 2 1
P:Fi16  Jazz Drums 4 125 1 Jazz Funk 2 2
P:F17  Reggae Drums 1 190 4 Reggae 1 1
P:F18  Reggae Drums 2 190 4 Reggae 1 2
P:F21  Reggae Drums 3 155 2 Reggae 2 1
P:F22  Reggae Drums 4 155 2 Reggae 2 2
P:F23  Latin Drums 1 110 1 Salsa 1
P:F24  Latin Drums 2 110 1 Salsa 2
P:F25  Latin Drums 3 125 1 Samba 1
P:F26  Latin Drums 4 125 2 Samba 2
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RPS Bass Pattern (Used Part1)

Name BPM  Measures RPS Set Keyboard Pad
P:F27 Techno Bass 1 135 1 Trance 1 3
P:F28  Techno Bass 2 135 1 Trance 1 4
P:F31  Techno Bass 3 140 2 Trance 2 3
P:F32 Techno Bass 4 140 1 Trance 2 4
P:F33 TechnoBass5 150 1 NU-NRG 3
P:F34 Techno Bass 6 150 1 NU-NRG 4
P:F35 Techno Bass 7 136 1 Minimal Techno 3
P:F36 Techno Bass 8 136 1 Minimal Techno 4
P:F37 Techno Bass 9 135 1 Detroit Techno 3
P:F38 Techno Bass 10 135 1 Detroit Techno 4
P:F41  Techno Bass 11 167 1 Hardcore 3
P:F42  Techno Bass 12 167 2 Hardcore 4
P:F43  Techno Bass 13 130 1 Rave 3
P:F44  Techno Bass 14 130 2 Rave 4
P:F34 Techno Bass 15 110 1 Rock 3
P:F35 Techno Bass 16 110 2 Rock 4
P:F47  Techno Bass 17 130 2 Industrial 3
P:F48 Techno Bass 18 130 2 Industrial 4
P:F51  Techno Bass 19 125 2 Ambient Techno 3
P:F52  Techno Bass 20 125 1 Ambient Techno 4
P:F53 D-Bass Bass1 170 2 Drum'n' Bass 1 3
P:F54 D-BassBass?2 170 4 Drum'n’ Bass 1 4
P:F55 D-Bass Bass 3 170 2 Drum'n’ Bass 2 3
P:F56 D-Bass Bass 4 170 2 Drum'n' Bass 2 4
P:F57 D-Bass Bass 5 170 4 Drum'n’ Bass 3 3
P:F58 D-Bass Bass 6 170 4 Drum'n’' Bass 3 4
P:F61 D-BassBass7 170 2 Jungle 3
P.F62 D-Bass Bass8 170 2 Jungle 4
P.F63  HipHop Bass 1 90 1 HipHop East 3
P:F64  HipHop Bass 2 90 2 HipHop East 4
P.F65 HipHop Bass 3 95 2 HipHop West 3
P:F66  HipHop Bass 4 95 2 HipHop West 4
P:F67 HipHop Bass 5 80 2 HipHop Abstruct1 3
P:F68 HipHop Bass 6 80 2 HipHop Abstruct 1 4
P:F71  HipHop Bass 7 70 1 HipHop Abstruct2 3
P:F72  HipHop Bass 8 70 2 HipHop Abstruct2 4
P.F73 HipHop Bass 9 95 2 HipHop Early 3
P:F74 HipHop Bass 10 95 2 HipHop Early 4
P:F75  HipHop Bass 11 100 2 HipHop Jazz&Soul 3
P:F76  HipHop Bass 12 100 2 HipHop Jazz&Soul 4
P:F77 House Bass 1 120 1 House 3
P:F78 House Bass 2 120 1 House 4
P:F81 House Bass 3 120 2 Garage House 3
P:F82  House Bass 4 120 2 Garage House 4
P:F83 House Bass 5 130 1 Hard House 3
P:F84 House Bass 6 130 1 Hard House 4
P.F85 House Bass 7 130 2 Happy Handbag 3
P:F86 House Bass 8 130 2 Happy Handbag 4
P:F87 Jazz Bass 1 125 2 Jazz Funk 1 3
P:F88  Jazz Bass 2 125 2 Jazz Funk 1 4
P:G11  Jazz Bass 3 125 2 Jazz Funk 2 3
P:G12 Jazz Bass 4 125 2 Jazz Funk 2 4
P.G13 Reggae Bass 1 190 4 Reggae 1 3
P.G14 Reggae Bass 2 190 2 Reggae 1 4
P:G15 Reggae Bass 3 155 2 Reggae 2 3
P:G16 Reggae Bass 4 155 2 Reggae 2 4
P:G17 Latin Bass 1 110 2 Salsa 3
P:G18 Latin Bass 2 110 1 Salsa 4
P:GG21 Latin Bass 3 125 2 Samba 3
P:G22 Latin Bass 4 125 1 Samba 4
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RPS Rhythm Fill in (Used Part1)

Name BPM  Measures RPS Set Keyboard Pad
P:G23 BDFill1 150 1 NU-NRG 8
P:G24 BDFili2 136 1 Minimal Techno 8
P:G25 BDFill3 167 1 Hardcore 7
P:G26 BDFill4 130 2 Industrial [
P:G27 BDFill5 125 1 Ambient Techno 6
P:G28 BDFill6 170 1 Drum'n' Bass 2 6
P:G31 BDFifl7 170 1 Drum'n’ Bass 3 7
P:G32 BDFill8 170 2 Jungle 8
P:G33 BD Loop 1 120 2 Garage House 8
P:G34 BD Loop2 130 2 Hard House 7
P:G35 CHH Fili 1 140 1 Trance 2 7
P:G36 CHHFill2 100 1 HipHop Jazz&Soul 7
P:G37 CHHFIll3 190 1 Reggae 1 8
P:G38 CHHFIili4 155 1 Reggae 2 8
P:G41 LowCHH Loop 1 135 2 Detroit Techno 8
P:G42 LowCHH Loop 2 80 1 HipHop Abstruct 1 8
P:G43 LowCHH Loop 3 130 1 Hard House 6
P:G44 RideCym Fill 70 1 HipHop Abstruct2 5
P:G45 RideCym Loop 1 136 1 Minimal Techno 7
P:G46 RideCym Loop 2 170 1 Jungie 7
P:G47 RideCym Loop 3 100 1 HipHop Jazz&Soul 8
P:G48 RideCym Loop 4 130 1 Happy Handbag 8
P:G51 RideCymLoop 5 125 2 Jazz Funk 1 7
P:G52 RideCym Loop 6 125 1 Jazz Funk 2 5
P:G53 Clap Fill 1 150 1 NU-NRG 7
P:G54 ClapFill2 167 1 Hardcore 6
P:G55 ClapFilt3 80 1 HipHop Abstruct 1 6
P:G56 ClapFiil4 95 2 HipHop Early 5
P:G57 ClapFills 100 1 HipHop Jazz&Soul 6
P:G58 ClapFill6 120 1 House 6
P:G61 Clap Fill7 120 1 Garage House 7
P:G62 ClapFill8 130 1 Hard House 8
P:G63 Crash Loop 1 135 2 Trance 1 8
P:G64 Crash Loop 2 167 1 Hardcore 5
P:G65 Snare Fill 1 135 1 Trance 1 5
P:G66 SnareFill2 135 1 Trance 1 7
P:G67 Snare Fili 3 140 1 Trance 2 5
P.G6B SnareFill 4 140 1 Trance 2 8
P:.G71 SnareFill 5 150 1 NU-NRG 5
P:G72 SnareFill 6 150 1 NU-NRG [
P:G73 SnareFill 7 136 1 Minimal Techno 5
P:G74 SnareFill 8 135 1 Detroit Techno 5
P:G75 SnareFill9 135 1 Detroit Techno 7
P:G76 Snare Fill 10 167 1 Hardcore 8
P:G77 SnareFill 11 130 1 Rave 5
P:G78 Snare Fill 12 130 1 Rave 7
P:G81  Snare Fill 13 130 1 Rave 8
P:GB2 Snare Fill 14 110 1 Rock 5
P:GB3 Spare Fill 15 110 1 Rock 7
P:G84 Snare Fill 16 110 1 Rock 8
P:G85 Snare Fill 17 125 1 Ambient Techno 5
P:G86 Snare Fill 18 170 1 Drum'n’' Bass 1 5
P:G87 Snare Fill 19 170 1 Drum'n’ Bass 1 6
P:G88  Snare Fill 20 170 1 Drum'n' Bass 1 7
P:H11  Snare Fill 21 170 1 Drum'n' Bass 2 5
P:H12  Snare Fill 22 170 1 Drum'n' Bass 2 7
P:H13  Snare Fill 23 170 1 Drum'n’ Bass 2 8
P:H14  Snare Filt 24 170 1 Drum'n' Bass 3 5
P:H15  Snare Fill 25 170 2 Drum'n’ Bass 3 6
P:H16  Snare Fill 26 170 1 Drum'n’' Bass 3 8
P:H17  Snare Fill 27 170 1 Jungle 5
P:H18 Snare Fill 28 170 1 Jungle <]
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Name BPM  Measures RPS Set Keyboard Pad
P:H21  Snare Fill 29 80 1 HipHop Abstruct1 5
P:H22  Snare Fill 30 120 1 House 5
P:H23  Snare Fill 31 120 1 House 7
P:H24  Snare Fill 32 120 1 House 8
P:H25  Snare Fill 33 120 1 Garage House 5
P:H26  Snare Fill 34 130 4 Hard House 5
P:H27  Snare Fill 35 130 2 Happy Handbag 5
P:H28 Snare Fill 36 130 1 Happy Handbag 6
P:H31  Snare Fill 37 130 1 Happy Handbag 7
P:H32  Snare Fill 38 125 1 Jazz Funk 1 5
P:H33  Snare Fill 39 125 1 Jazz Funk 1 6
P:H34  Snare Fill 40 125 1 Jazz Funk 1 8
P:H35  Snare Fill 41 125 1 Jazz Funk 2 6
P:H36 Snare Fill 42 125 1 Jazz Funk 2 7
P:H37  Snare Fill 43 125 1 Jazz Funk 2 8
P:H38 Snare Fill 44 180 1 Reggae 1 6
P:H41  Snare Fill 45 155 1 Reggae 2 [}
P:H42  Snare Fill 46 185 1 Reggae 2 7
P:H43  Snare Fill 47 125 1 Samba 7
P:H44  Snare Fill 48 125 1 Samba 8
P:H34  Tambourine 1 170 1 Drum'n’ Bass 1 8
P:H35 Tambourine 2 90 1 HipHop East 5
P:H47  Tambourine 3 95 1 HipHop West 6
P:H48 Tom Fili 130 1 Rave 6
P:H51  TomFill 2 110 1 Rock 6
P:HE2 Tom Fill 3 130 1 Industrial 8
P:H53 TomFill4 95 1 HipHop West 8
PH54 TomFili5 95 1 HipHop Early 8
P:H55 TomFilié 95 1 HipHop Early 7
P:H56 TomFilt7 190 2 Reggae 1 5
P:H57 TomFill8 190 1 Reggae 1 7
P:H58 TomFill 8 155 1 Reggae 2 5
P:H61  Agogo Loop 1 110 1 Salsa 8
P:H62  Agogo Loop 2 125 2 Samba 14
P:HE3  Bell Fill 135 1 Trance 1 [}
P:H64 Bongo 125 2 Samba 13
P:HE5 Cowbell Loop 1 136 1 Minimal Techno 6
P:HB6 Cowbell Loop 2 110 1 Salsa 7
P:HE7  Gunshot 95 1 HipHop West 7
P:HB8  Industry Fill 1 130 1 Industrial 5
P:H71  Industry Fill 2 130 1 Industrial 7
P:H72 PercFill 1 140 1 Trance 2 6
P:H73 PercFill 2 125 1 Ambient Techno 7
P:H74 Perc Fill 3 70 1 HipHop Abstruct2 6
P:H75 PercFill 4 70 1 HipHop Abstruct2 8
P:H76 Perc Fill5 100 1 HipHop Jazz&Soul 5
P:H77 PercFill6 120 1 Garage House 6
P:H78 Perc lLoop 1 135 1 Detroit Techno 6
P:H81 Perc Loop 2 125 1 Ambient Techno 8
P:HB2 Percloop3 70 1 HipHop Abstruct2 7
P:H83 Scratch 1 90 1 HipHop East 6
P:H84 Scratch 2 90 1 HipHop East 7
P:HB85 Scraich 3 90 1 HipHop East 8
P:H86 Scraich 4 95 1 HipHop West 5
P:H87 Scratch 5 80 1 HipHop Abstruct1 7
P:HB8 Scratch 6 95 1 HipHop Early 8
Pt Surdo Loop 1 125 2 Samba 5
P12 Surdo Loop 2 125 1 Samba 6
P:113  Timbales Fill 1 110 1 Salsa 5
P14 Timbales Fill 2 110 1 Salsa 6
P15 Whistle Loop 167 1 Hardcore 15
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RPS Accompaniment (Used Part1)

Name BPM  Measures RPS Set Keyboard Pad

P:16  Brassi 125 2 Jazz Funk 1 14
P:117 Brass 2 125 1 Jazz Funk 2 13
P:{18  Brass 3 155 1 Reggae 2 15
P21 Brass 4 110 2 Salsa 12
P:122 Brass 5 110 2 Salsa 13
P:123 E.Piano Lead 1 80 1 HipHop Abstruct 1 11
P:124 E.Piano Lead 2 95 1 HipHop Early 12
P:125 E.Piano Chord 1 170 2 Jungle 9

P:126 E.Piano Chord 2 90 1 HipHop East 10
pP:127 E.Piano Chord 3 80 1 HipHop Abstruct 1 12
P:i28 E.Piano Chord 4 70 2 HipHop Abstruct2 9

P:i31 E.Piano Chord 5 100 2 HipHop Jazz&Soul 11
P:132 E.Pianc Chord 6 120 2 Garage House 12
P:133 E.Piano Chord 7 120 2 Garage House 13
P:(34 E.Piano Chord 8 125 2 Jazz Funk 2 11
P35 SFX1 140 2 Trance 2 14
P36 SFX2 136 1 Minimal Techno 13
P:137 SFX 3 136 1 Minimal Techno 14
P:138 SFX 4 135 1 Detroit Techno 13
P:l41 SFX 5 135 1 Detroit Techno 14
P:142 SFX 6 167 2 Hardcore 14
P43 SFX7 130 2 Rave 14
P:l44  SFX8 110 1 Rock 14
P45  SFX9 130 1 Industrial 12
P:146  SFX 10 130 2 Industrial 13
P:i47 SFX 11 130 2 Industrial 14
P:i48 SFX 12 125 4 Ambient Techno 13
P:151 SFX 13 125 1 Ambient Techno 14
P52  SFX 14 170 2 Drum'n’ Bass 1 12
P53 SFX 15 170 2 Drum'n' Bass 1 13
P:154 SFX 16 170 2 Drum'n' Bass 1 14
P55 SFX 17 170 1 Drum'n' Bass 2 14
P:i56  SFX 18 170 4 Drum'n' Bass 3 13
P57  SFX 19 170 4 Drum'n’ Bass 3 14
P58  SFX 20 80 1 HipHop Abstruct 1 14
P61 SFX 21 70 2 HipHop Abstruct2 12
P:i62 SFX 22 70 2 HipHop Abstruct2 13
P:163  SFX23 i 70 2 HipHop Abstruct2 14
P:i64 SFX 24 130 2 Hard House 14
P:165 Guitar Chord 1 920 1 HipHop East 12
P:166  Guitar Chord 2 95 2 HipHop West 9

P67  Guitar Chord 3 95 1 HipHop Early 9

P:168  Guitar Chord 4 190 4 Reggae 1 13
P:A71 Guitar Chord 5 155 2 Reggae 2 12
P:172 Guitar Lead 90 2 HipHop East 13
P:173  Guitar Riff 1 150 2 NU-NRG 11
P:i74 Guitar Riff 2 130 2 Rave 10
P:i75 Guitar Riff 3 110 2 Rock 9

P:A76 Guitar Riff 4 110 1 Rock 10
P77  Guitar Riff 5 100 1 HipHop Jazz&Soul 14
P:178  Guitar Riff 6 125 2 Jazz Funk 1 10
P:i81 Guitar Riff 7 125 2 Jazz Funk 1 11
P:i82  Guitar Riff 8 125 2 Jazz Funk 1 12
P:183 Guitar Riff 9 1565 2 Reggae 2 13
P:lg4  Guitar Riff 10 155 2 Reggae 2 14
P:185 G Laughter 95 1 HipHop West 14
P:i86 Marimba 110 1 Salsa 14
P:i87  Organ Chord 1 90 2 HipHop East 9

P:188  Organ Chord 2 90 2 HipHop East 11
P:J11 Organ Chord 3 120 2 Garage House 14
P:J12  Organchord 4 130 2 Hard House 9

P:J13  Organ Chord 5 125 2 Jazz Funk 1 9
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Name BPM  Measures RPS Set Keyboard Pad

P:J14  Organ Chord 6 125 2 Jazz Funk 2 10
P15 Organ Chord 7 190 4 Reggae 1 1
PJ16  Organ Chord 8 180 4 Reggae 1 12
P17 Organ Chord 9 155 2 Reggae 2 10
P.J18  Organ Chord 10 155 2 Reggae 2 1
P:J21  Organ Lead 1 170 2 Jungle 14
PJ22  Organlead 2 a5 2 HipHop West 11
P:J23  Organlead 3 120 1 House 14
P:J24  Piano Chord 1 170 2 Drum'n' Bass 2 9

P25  Piano Chord 2 170 2 Jungie 10
P:J26  Piano Chord 3 95 2 HipHop Early 1
P:J27  Piano Chord 4 100 2 HipHop Jazz&Soul 12
P:J28  Piano Chord 5 120 2 House 10
P:J31  Piano Chord 6 120 4 House 1
P:.J32  Piano Chord 7 120 2 Garage House 11
P:J33  Piano Chord 8 130 2 Hard House 10
P:J34  Piano Chord 9 130 2 Happy Handbag 9

P:J35  Piano Chord 10 125 2 Jazz Funk 2 9

PJ36  Piano Chord 11 180 2 Reggae 1 9

P:J37  Piano Chord 12 190 4 Reggae 1 10
P:J38  Piano Chord 13 155 2 Reggae 2 9

P:J41 Piano Chord 14 110 4 Salsa 9

P:J42  Piano Chord 15 110 2 Salsa 10
P:J43  Piano Chord 16 110 2 Salsa 11
P:J44  Phono Noise 90 1 HipHop East 16
P.J45  Piano Seq 167 1 Hardcore 9

P:J46  Synth Lead 1 170 4 Drum'n’ Bass 1 11
P:J47  SynthLead 2 170 4 Jungle 13
P:J48  Synth Lead 3 95 2 HipHop West 12
P:J51  Synth Lead 4 70 2 HipHop Abstruct2 11
P:.J52  Synthlead 5 95 2 HipHop Early 13
P:J53  SynthLead 6 95 1 HipHop Early 14
P.J54 Synthiead7 100 2 HipHop Jazz&Soul 13
P:J55  Synthlead 8 125 2 Samba 11
P:J56  Str.Obligato 1 95 4 HipHop West 10
P:J57  Str.Obligato 2 80 2 HipHop Abstruct 1 10
P:J58  Str.Obligato 3 130 4 Hard House 13
P.J61  Synth Pad 1 135 4 Trance 1 9

P:J62  Synth Pad 2 140 4 Trance 2 9

P:J63  Synth Pad 3 150 4 NU-NRG 9

P:.J64  Synth Pad4 135 4 Detroit Techno 9

P:J65 Synth Pad5 130 2 Rave 9

P.J66  Synth Pad & 125 4 Ambient Techno 9

P:.J67 SynthPad7 170 4 Drum'r’ Bass 1 9

P:J68  Synth Pad B 170 2 Drum'n’ Bass 1 10
P:J71  Synth Pad 9 170 2 Drum'n' Bass 3 9

P:J72  Synth Pad 10 70 2 HipHop Abstruct2 10
P:J73  Synth Pad 11 100 2 HipHop Jazz&Soul 9

P:.J74  Synth Pad 12 100 4 HipHop Jazz&Soul 10
P:J75  Synth Pad 13 120 2 Garage House 9

P:J76  Synth Pad 14 120 2 Garage House 10
P:J77  Synth Pad 15 125 4 Jazz Funk 2 i2
P:.J78  Synth Pad 16 125 2 Samba 9

P:J81  Synth Pad 17 125 2 Samba 10
P.J82  Synth Riff 1 135 2 Trance 1 10
P:.J83  Synth Riff 2 135 2 Trance 1 12
P:.J84  Synth Riff 3 135 2 Trance 1 14
P:.J85  Synth Ritf 4 140 2 Trance 2 10
P:.J86  Synth Riff 5 140 2 Trance 2 11
P:J87  Synth Riff 6 140 2 Trance 2 12
P:J88  Synth Riff 7 150 2 NU-NRG 10
P:Kit  Synth Riff 8 150 2 NU-NRG 12
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Name BPM  Measures RPS Set Keyboard Pad

P:K12  Synth Riff 9 150 2 NU-NRG 13
P:K13  Synth Riff 10 136 1 Minimal Techno 9

P:K14  Synth Riff 11 167 2 Hardcore 10
P:K15  Synth Riff 12 167 2 Hardcore 11
P:K16  Synth Riff 13 167 2 Hardcore 12
P:K17  Synth Riff 14 167 2 Hardcore 13
P:K18  Synth Riff 15 130 2 Rave 11
P:K21  Synth Riff 16 130 1 Rave 12
P:K22  Synth Riff 17 130 1 Rave 13
P:K23  Synth Riff 18 110 1 Rock 13
P:K24  Synth Riff 19 125 2 Ambient Techno 10
P:K25  Synth Riff 20 170 2 Drum'n’ Bass 2 "
P:K26  Synth Riff 21 170 2 Drum'n’ Bass 2 12
P:K27  Synth Riff 22 170 2 Drum'n' Bass 3 10
P:K28  Synth Riff 23 95 1 HipHop West 13
P:K31  Synth Riff 24 80 2 HipHop Abstruct 1 9

P:K32  Synth Riff 25 95 1 HipHop Early 10
P:K33  Synth Riff 26 120 1 House 9

P:K34  Synth Riff 27 130 2 Hard House 11
P:K35  Synth Riff 28 136 2 Hard House 12
P:K36  Synth Riff 29 130 2 Happy Handbag 10
P:K37  Synth Riff 30 130 2 Happy Handbag 11
P:K38  Synth Riff 31 130 2 Happy Handbag 12
P:K41  Synth Riff 32 130 2 Happy Handbag ‘13
P:K42  Synth Riff 33 130 2 Happy Handbag 14
P:K43  Synth Seq 1 135 1 Trance 1 13
P:K44  Synth Seq2 140 2 Trance 2 13
P:K45  Synth Seq 3 136 1 Minimal Techno 10
P:K46  Synth Seq 4 150 2 NU-NRG 14
P:K47  SynthSeq5 136 1 Minimal Techno 11
P:K48  Synth Seq6 136 1 Minimal Techno 12
P:K51  Synth Seq7 135 2 Detroit Techno 10
P:K52 Synth Seq 8 135 1 Detroit Techno 11
P:K53 Synth Seq 9 135 1 Detroit Techno 12
P:K54  Synth Seq 10 110 1 Rock 1
P:K55 Synth Seq 11 130 2 industrial 9

P:K§6  Synth Seq 12 130 2 Industrial 10
P:K57  Synth Seq 13 130 1 Industrial 11
P:K58  Synth Seq 14 125 1 Ambient Techno 11
P:K61  Synth Seq 15 125 1 Ambient Techno 12
P:K62  Synth Seq 16 170 1 Drum'n’ Bass 2 13
P:K63  Synth Seq 17 170 1 Jungle 1
P:K64 Synth Seq 18 170 4 Jungle 12
P:K65  Synth Seq 19 120 2 House 13
P:K66  Synth Seq 20 125 1 Jazz Funk 1 13
P:K67  Synth Seq 21 125 2 Samba 12
P:K68  Vibe Lead 90 2 HipHop East 14
P:K71  Vox1 135 2 Trance 1 11
P:K72  Vox2 110 2 Rock 12
P:K73 Vox3 170 2 Drum'n’ Bass 2 10
PK74 Vox4 170 2 Drum'n’ Bass 3 11
P:K75 Vox5 170 4 Drum'n’ Bass 3 12
P:K76 Vox6 80 2 HipHop Abstruct1 13
PK77 Vox7 120 2 House 12
P:K78  Voice Riff 125 1 Jazz Funk 2 14
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RPS Hit (Used Part1)

Name BPM  Measures RPS Set Keyboard Pad
P:K81  Bird 125 1 Ambient Techno 16
P:KB2 Brass Fall 1 170 1 Jungle 15
P:K83 Brass Fall 2 110 1 Salsa 15
P:K84  Brass Hit 95 2 Reggae 1 14
P:K85 Blip Hit 1 135 1 Trance 1 16
P:K86 BlipHit2 190 1 Reggae 1 15
P:K87  Crash Cymbal 150 1 NU-NRG 16
P:K88  SFX Hit1 140 1 Trance 2 16
P11 SFXHIit2 136 1 Minirnal Techno 15
P:L12  SFXHit3 136 1 Minimal Techno 16
P:L13  SFXHit4 135 1 Detroit Techno 15
P:l14  SFXHit5 135 1 Detroit Techno 16
P:L15 SFXHit7 170 1 Drum'n' Bass 1 15
P:L16  SFXHit8 70 1 HipHop Abstruct2 16
P:L17  SFXHIit9 130 1 Hard House 15
P:L18  SFXHit 10 155 1 Reggae 2 16
P:L21  HipHop Hit 1 90 2 HipHop East 15
P:L22  HipHop Hit 2 95 1 HipHop West 15
P:L23  HipHop Hit 3 95 1 HipHop Early 15
P:L24  Happy Hit 150 2 NU-NRG 15
P:L25  industry Hit 1 135 1 Trance 1 15
P:L26  industry Hit 2 110 1 Rock 15
P:L27  Industry Hit 3 130 1 Industrial 16
P:L28  Industry Hit4 170 1 Drum'n' Bass 1 16
P:L.31  Industry Hit5 170 1 Drum'n’ Bass 2 16
P:L.32  Industry Hit 6 170 1 Drum'n' Bass 3 15
P:L33  Industry Hit 7 170 1 Drum'n' Bass 3 16
P:L34  Industry Hit 8 130 1 Hard House 16
P:L35  Orchestra Hit 1 167 1 Hardcore 16
P:L36  Orchestra Hit 2 130 1 Rave 15
P:L37  Orchestra Hit 3 170 2 Drum'n' Bass 2 15
P:.38  Orchestra Hit 4 120 1 Garage House 16
P:L41  Orchestra Hit 5 95 1 Happy Handbag 15
P:L42  Piano Delay 125 2 Ambient Techno 15
P:L43  Voice Hit 1 130 1 Rave 16
P:L44  Voice Hit2 110 1 Rock 16
P45 Voice Hit3 95 1 HipHop West 16
P:L46  Voice Hit 4 95 1 HipHop Early 16
P:L47  Voice Hit5 100 1 HipHop Jazz&Soul 15
P:L48 Voice Hit6 120 1 House 15
P:L51  Voice Hit7 130 1 Happy Handbag 16
P:L52  Voice Hit 8 125 1 Jazz Funk 1 15
P:L53  Whistle Hit 1 170 1 Jungle 16
P:L54  Whistle Hit 2 125 1 Samba 15
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RPS JX-305 Collection (Used Partt)
Name BPM  Measures

P:L55  E.PianoChord 9 65 2
P.L56  E.PianoChord 10 95 4
P:L57  Piano Chord 17 110 4
P:L58  Piano Chord 18 110 4
P61  E.PianoChord 11 95 4
P:L62  Piano Chord 19 120 2
P:L63  Organ Chord 11 125 4
P64  Organ Chord 12 90 4
P:L65  Clavi Riff 1 90 2
P:L66  Clavi Riff 2 30 2
P:L67  Str.Obligato 4 90 2
P:L68  Guitar Riff 11 80 1
P:L71  Guitar Lead 2 75 2
pP:L72  Guitar Chord 6 70 4
P:L73  Guitar Riff 12 90 2
P:L74  Harp Arp. 90 1
P:L75  Sitar Lead 60 2
P:L.76 Brass6 110 2
P:L77 Brass7 70 1
P:L.78 Brass 8 110 2
P81 Brass9 125 4
P:L82 Brass 10 95 1
P:1.83 Brass 11 95 2
P:L84 Brass 12 90 2
P:L85 Synth Lead 9 90 1
P:L86  Synth Seq 22 90 1
P:L87  Synth Riff 34 95 1
P:L88  Synth Seq 23 100 2
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* U:47-11:84 have the same contents ns L:11-U:46.

* The number at the right of each RPS set is the recommended tempo when using that set.

U:11 Trance1 (BPM=135)

U:14 Minimal Techno (BPM=136)

U:17 Rave (BPM=130)

1
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Techno Drums 1
Techno Drums 2
Techno Bass 1
Techno Bass 2
Snare Fill 1

Bell Fiil

Snare Fill 2
Crash Loop 1
Synth Pad 1
Synth Riff 1

Vox 1

Synth Riff 2
Synth Seq 1
Synth Riff 3
Industry Hit 1
Blip Hit 1

P.E33
P:E34
P:F27
P:F28
P.G65
P:H63
P:G66
P:G63
P:J61
P:J82
P:K71
P.J83
P:K43
P.J84
P:L25
P:K85

1 Techno Drums 7
2 Techno Drums 8
3 Techno Bass 7
4 Techno Bass 8
5 Snare Fill 7
6 Cowbell Loop 1
7 RideCym Loop 1
8 BDFill 2
9 Synth Riff 10

10 Synth Seq 3

11 Synth Seq 5

12 Synth Seq 6

13 SFX 2

14 SFX 3

15 SFX Hit2

16 SFX Hit 3

P:E41
P:E42
P:F35
P:F36
P.G73
P:HE5
P:G45
P:G24
P:K13
P:K45
P:K47
P:K48
P:136
P:137
P:L11
P:L12
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Techno Drums 13 P:E47
Techno Drums 14 P:E48

Techno Bass 13
Techno Bass 14
Snare Fill 11
Tom Filt 1

Snare Filf 12
Snare Fili 13
Synth Pad 5
Guitar Riff 2
Synth Riff 15
Synth Riff 16
Synth Riff 17
SFX7
Orchestra Hit 2
Voice Hit 1

P:F43
P:F44
P:G77
P:H48
P:G78
P:G81
P.J65
P74
P:K18
P:K21
P:K22
P:143
P:L36
P:L43

U:12 Trance2 (BPM=140)

U:15 Detroit Techno (BPM=135)

U:18 Rock (BPM=110)

-,
- O W e NO g R WN =

P ey
O ;A WwN

Techno Drums 3
Techno Drums 4
Techno Bass 3
Techno Bass 4
Snare Fill 3
Perc Fill 1

CHH Fill 1

Snare Fill 4
Synth Pad 2
Synth Riff 4
Synth Riff 5
Synth Riff 6
Synth Seq 2
SFX 1

Industry Hit 1
SFX Hit 1

P:E35
P:E36
P:F31
P:F32
P.G67
P:H72
P:G35
P:G68
P:J62
P:J85
P:J86
P:J87
P:K44
P35
P:L25
P:K88

1 Techno Drums 9

2 Techno Drums 10

3 Techno Bass 9

4 Techno Bass 10

5 Snare Fili 8

6 Perc Loop 1

7 Snare Fill 9

8 LowCHH Loop 1
9 Synth Pad 4

10 Synth Seq 7

1 Synth Seq 8

12 Synth Seq 9

13 SFX 4
14 SFX 5
15 SFX Hit 4
16 SFX Hit5

P:E43
P.E44
P:F37
P:F38
P:G74
P:H78
P:G75
P:G41
P:.J64
P:K51
P:K52
P:K53
P:138
P:l41
P:L13
P:L14
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Techno Drums 15 P:E51
Techno Drums 16 P:E52

Techno Bass 15
Techno Bass 16
Snare Fiil 14
Tom Fill 2
Snare Fill 156
Snare Fill 16
Guitar Riff 3
Guitar Riff 4
Synth Seq 10
Vox 2

Synth Riff 18
SFX 8

Industry Hit 2
Voice Hit 2

P:Fa5
P:F46
P:G82
P:H51
P:G83
P.G84
P75

P:176

P:K54
P:K72
P:K23
P:144

P:1.26
PiL44

U:13 NU-NRG (BPM=150)

U:16 Hardcore (BPM=167)

U:21 Industrial (BPM=130)
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Techno Drums 5
Techno Drums 6
Techno Bass 5
Techno Bass 6
Snare Fill 5
Snare Fill 6
Clap Fill 1

BD Fill1

Synth Pad 3
Synth Riff 7
Guitar Riff 1
Synth Riff 8
Synth Riff 9
Synth Seq 4
Happy Hit

Crash Cymbal

PE37
P:E38
P:F33
P:F34
P:G71
P:G72
P:G53
P:G23
P:J63
P:J8g8
P73
P:K11
P:K12
P:K46
P:L24
P:K87

1 Techno Drums 11
2 Techno Drums 12
3 Techno Bass 11
4 Techno Bass 12
5 Crash Loop 2
6 Clap Fill 2
7 BDFill 3
8 Snare Fill 10
9 Piano Seq

10 Synth Riff 11

11 Synth Riff 12

12 Synth Riff 13

13 Synth Riff 14

14 SFX 6

15 Whistle Loop

16 Orchestra Hit 1

P:E45
P.E46
P:F41
P:F42

‘P:G64

P:G54
P:G25
P:G76
P:J45
P:K14
P:K15
P:K16
P:K17
P:l42
P:115
P:L35
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Techno Drums 17 P:E53
Techno Drums 18 P:E54

Techno Bass 17
Techno Bass 18
Industry Fill 1
BD Fill 4
Industry Fill 2
Tom Fili 3

Synth Seq 11
Synth Seq 12
Synth Seq 13
SFX 8

SFX 10

SFX 11

Industry Hit 1
industry Hit 3

P:F47
P:F48
P:HE8
P:G26
P:H71
P:H52
P:K55
P:K56
P:K57
P:145

P:146

P:147

P:L25
P:L27
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U:22 Ambient Techno (BPM=125)  U:25 Drum’n’ Bass 3 (BPM=170) U:28 HipHop West (BPM=95)

1 Techno Drums 19 P:E55 1 D-Bass Drums 5  P:E63 1 HipHop Drums 3 P:E71

2 Techno Drums 20 P:E56 2 D-Bass Drums 6  P:E64 2 HipHop Drums 4  P:E72
3 Techno Bass 19 P:F51 3 D-Bass Bass 5 P:F57 3 HipHop Bass 3 P.F85
4 Techno Bass 20 P:F52 4 D-Bass Bass 6 P:F58 4 HipHop Bass 4 P:F66
5 Snare Filt 17 P:G85 5 Snare Fill 24 P:H14 5 Scratch 4 P:HB6
6 BD Filt 5 P:G27 6 Snare Fill 25 P:H15 6 Tambourine 3 P:H47
7 Perc Fill 2 P:H73 7 BDFill 7 P:G31 7 Gunshot P:H67
8 Perc Loop 2 P:H81 8 Snare Fili 26 P:H16 8 Tom Filt 4 P:H53
9 Synth Pad 6 P:.J66 9 Synth Pad 9 P71 9 Guitar Chord 2 P:166
10 Synth Riff 19 P:K24 10 Synth Riff 22 P:K27 10 Str.Obligato 1 P:J56
11 Synth Seq 14 P:K58 LR Vox 4 P:K74 11 Organ Lead 2 P:J22
12 Synth Seq 15 P:K61 12 Vox 5 P:K75 12 Synth Lead 3 P:J48
13 SFX 12 P48 13 SFX 18 P:156 13 Synth Riff 23 PK28
14 SFX 13 P:i51 14 SFX 19 P:i57 14 G Laughter P:185
15 Piano Delay P:L42 15 industry Hit 6 P:1L.32 15 HipHop Hit 2 pP:iL22
16 Bird P:K81 16 Industry Hit 7 P:L33 16 Voice Hit 3 P:L45
U:23 Drum’n’ Bass 1 (BPM=170) U:26 Jungle (BPM=170) U:31 Abstruct! (BPM=80)
1 D-Bass Drums 1 P:ES7 1 D-Bass Drums 7  P:E65 1 HipHop Drums 5  PE73
2 D-Bass Drums 2 P:E58 2 D-Bass Drums 8  P:EG6 2 HipHop Drums 6  P:E74
3 D-Bass Bass 1 P:F53 3 D-Bass Bass 7 P.F61 3 HipHop Bass 5 P:F67
4 D-Bass Bass 2 P:F54 4 D-Bass Bass 8 P:F62 4 HipHop Bass 6 P:F68
5 Snare Fill 18 P.(G86 5 Snare Fill 27 P:H17 5 Snare Filt 29 P:H21
6 Snare Fill 19 P:G87 6 Snare Fill 28 P:H18 6 Clap Fill 3 P:G55
7 Snare Fill 20 P:(G88 7 RideCymloop2 P:G46 7 Scratch 5 P:H87
8 Tambourine 1 P:H45 8 BD Fill 8 P:G32 8 LowCHH Loop 2 P:G42
9 Synth Pad 7 P:.J67 9 E.Piano Chord 1 P:125 9 Synth Riff 24 P:K31
10 Synth Pad 8 P.J68 10 Piano Chord 2 P.J25 10 Str.Obligato 2 P57
LA Synth Lead 1 P:J46 11 Synth Seq 17 P:K63 11 E.Piano Lead 1 P:23
12 SFX 14 P:152 12 Synth Seq 18 P:K64 12 E.Piano Chord 3 P:127
13 SFX 15 P:153 13 Synth Lead 2 P:J4a7 13 Vox 6 P:K76
14 SFX 16 P54 14 Organ Lead 1 P21 14 SFX 20 P:158
15 SFX Hit7 P:L15 15 Brass Fall 1 P:K82 15 Phono Noise P:J44
16 Industry Hit 4 P:128 16 Whistle Hit 1 P:L53 16 Piano Delay P:L42
U:24 Drum’n’ Bass 2 (BPM=170) U:27 HipHop East (BPM=90) U:32 Abstruct2 (BPM=70)
1 D-Bass Drums 3 P:E61 1 HipHop Drums 1 P:E67 1 HipHop Drums 7 P:E75
2 D-Bass Drums 4 P:E62 2 HipHop Drums 2 P:E68 2 HipHop Drums 8 P:E76
3 D-Bass Bass 3 P:F55 3 HipHop Bass 1 P:F63 3 HipHop Bass 7 P:F71
4 D-Bass Bass 4 P:F56 4 HipHop Bass 2 P:F64 4 HipHop Bass 8 PF72
5 Snare Fill 21 P:H11 5 Tambourine 2 P:H46 5 RideCym Fill P:G44
6 BD Fiit 6 P:G28 6 Scratch 1 P:H83 6 Perc Fill 3 P:H74
7 Snare Fill 22 P:H12 7 Scratch 2 P:H84 7 Perc Loop 3 P:HB82
8 Snare Fill 23 P:H13 8 Scratch 3 P:H85 8 Perc Fill 4 PH75
9 Piano Chord 1 P:J24 9 Organ Chord 1 P:i87 9 E.Piano Chord 4 P28
10 Vox 3 P:K73 10 E.Piano Chord2  P:i26 10 Synth Pad 10 P72
11 Synth Riff 20 P:K25 11 Organ Chord 2 p:i88 11 Synth Lead 4 P:J51
12 Synth Riff 21 P:K26 12 Guitar Chord 1 P:165 12 SFX 21 P:161
13 Synth Seq 16 P:K62 13 Guitar Lead P:172 13 SFX 22 P:162
14 SFX 17 P:iss 14 Vibe Lead P:K&68 14 SFX 23 P:63
15 Orchestra Hit 3 P:L37 15 HipHop Hit 1 P:L21 15 Piano Delay P:L42
16 Industry Hit 5 P:L31 16 Phono Noise P:J44 16 SFX Hit 8 P:L16
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U:33 HipHop Early (BPM=95)

U:36 Garage House (BPM=120)

U:41 Jazz Funk 1 (BPM=125)

1
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9
10
11
12
13
14
15
16

HipHop Drums 9 P:E77
HipHop Drums 10 P:E78
HipHop Bass 9 P:F73
HipHop Bass 10 P:F74

Clap Fili 4 P:G56
Tom Fill 5 P:H54
Tom Fill 6 P:H55
Scratch 6 P:H88
Guitar Chord 3 P67

Synth Riff 25 P:K32

Piano Chord 3 P:J26
E.Piano Lead 2 P:i24

Synth Lead 5 P:J52
Synth Lead 6 P:J53
HipHop Hit 3 P:L23
Voice Hit 4 P:L46
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House Drums 3
House Drums 4
House Bass 3
House Bass 4
Snare Fill 33
Perc Fill 6

Clap Fit 7

BD Loop 1
Synth Pad 13
Synth Pad 14
Piano Chord 7
E.Piang Chord 6
E.Piano Chord 7
Organ Chord 3
Crash Cymbal
Orchestra Hit 4

P:E85
P:E86
P:F81
P:F82
P:H25
P:H77
P:G61
P:G33
P:J75
P:J76
P:J32
P:i32
P:133
P:J11
P:K87
P:L38

Jazz Drums 1
Jazz Drums 2
Jazz Bass 1
Jazz Bass 2
Snare Fill 38
Snare Fill 39
RideCym Loop 5
Snare Fill 40
Organ Chord 5
Guitar Riff 6
Guitar Riff 7
Guitar Riff 8
Synth Seq 20
Brass 1

Voice Hit 8
Brass Fall 1
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P:F13
P:F14
P:F87
P:F88
P:H32
P:H33
P:G51
P:H34
P:J13
P:178
P:181
P:182
P:KB6
P:i16
P:L52
P:K82

U:34 Jazz&Soul (BPM=100)

U:37 Hard House (BPM=130)

U:42 Jazz Funk 2 (BPM=125)
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HipHop Drums 11 P:EB1
HipHop Drums 12 P:E82
HipHop Bass 11 P:F75
HipHop Bass 12 P:F76

Perc Fill 5 P:H74
Clap Fill 5 P:G57
CHH Fill 2 P:G36
RideCym ioop3  P:G47
Synth Pad 11 P:.J73
Synth Pad 12 P:J74

E.Piano Chord 5 P:131
Piano Chord 4 P:J27

Synth Lead 7 P:J54
Guitar Rift 5 P77

Voice Hit 5 P:L47
Brass Fall 1 P:K82
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House Drums 5
House Drums 6
House Bass 5
House Bass 6
Snare Fill 34
LowCHH Loop 3
BD Loop 2
Clap Fill 8
Qrgan chord 4
Piano Chord 8
Synth Riff 27
Synth Riff 28
Str.Obligato 3
SFX 24

SFX Hit9
industry Hit 8

P:E87
P:E88
P:F83
P:F84
P:H26
P:G43
P:G34
P:G62
P.J12

P:J33

P:K34
P:K35
P:J58

P:l64

PiL17
P:L34

Jazz Drums 3
Jazz Drums 4
Jazz Bass 3
Jazz Bass 4
RideCym Loop 6
Snare Fill 41
Snare Fill 42
Snare Fill 43
Piano Chord 10
Organ Chord 6
E.Piano Chord 8
Synth Pad 15
Brass 2

Voice Riff

Brass Fall 1
Voice Hit 5
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P:F15
P:F16
P:G11
P:G12
P:G52
P:H35
P:H36
P:H37
P:J35

P:J14

P:134

P.J77
P17

P:K78
P:KB82
P:L47

U:35 House (BPM=120)

U:38 Happy Handbag (BPM=130)

U:43 Reggae 1 (BPM=190)

- -
- 0w oND U R WN -

PO T Sy
(o) TN 4 BN SR 6\ I v )

House Drums 1 P:E83
House Drums 2 P:EB4

House Bass 1 P:F77
House Bass 2 P:F78
Snare Fill 30 P:H22
Clap Fill 6 P.G58
Snare Fill 31 P:H23
Snare Fill 32 P:H24
Synth Riff 26 P:K33

Piano Chord 5 P:J28
Piano Chord 6 P:J31

Vox 7 P:K77
Synth Seq 19 P:K65
Organ Lead 3 P:J23
Voice Hit 6 P:L48
Crash Cymbal P:K87
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House Drums 7
House Drums 8
House Bass 7
House Bass 8
Snare Fill 35
Snare Fill 36
Snare Fill 37
RideCym Loop 4
Piano Chord 9
Synth Riff 29
Synth Riff 30
Synth Riff 31
Synth Riff 32
Synth Riff 33
Orchestra Hit 5
Voice Hit 7

P:F11
P:F12
P:F85
P:F86
P:H27
P:H28
P:H31
P:G48
P:J34
P:K36
P:K37
P:K38
P:K41
P:K42
P:L41
P:L51

Reggae Drums 1
Reggae Drums 2
Reggae Bass 1
Reggae Bass 2
Tom Fili 7

Snare Fill 44
Tom Fill 8

CHH Fill 3

Piano Chord 11
Piano Chord 12
Organ Chord 7
Organ Chord 8
Guitar Chord 4
Brass Hit

Blip Hit2
Orchestra Hit 5
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P:F17
P:F18
P:G13
P:G14
P:H56
P:H38
P:H57
P:G37
P:J36
P:J37
P.J15
P16
P68
P:K84
P:K86
P:L41
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U:44 Reggae 2 (BPM=155)
1 Reaaae Drums 3  P:F21
2 Reggae Drums 4 P:F22
3 Reggae Bass 3 P:G15
4 Reggae Bass 4 P:G16
5 Tom Fili 9 P:H58
B Snare Fill 45 P:H41
7 Snare Fill 46 P:H42
8 CHHFill 4 P:G38
9 Piano Chord 13 P:J38

10 Organ Chord 9 P17

11 Organ Chord 10 P:J18

12 Guitar Chord 5 P71

13 Guitar Riff 9 P:183

14 Guitar Riff 10 P:184

15 Brass 3 P18

16 SFX Hit 10 P:L18

U:45 Salsa (BPM=110)
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9
10
11
12
13
14
15
16

Latin Drums 1
Latin Drums 2
Latin Bass 1
Latin Bass 2
Timbales Fill 1
Timbales Fiil 2
Cowbell Loop 2
Agogo Loop 1
Piano Chord 14
Piano Chord 15
Piano Chord 16
Brass 4

Brass 5
Marimba

Brass Fall 2
Crash Cymbal

P:F23
P:F24
P:G17
P:G18
P:113
P14
P:H66
P:H61
P:J41
P:d42
P:J43
P:121
P:122
P:i86
P:K83
P:K87

U:46 Samba (BPM=125)
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Latin Drums 3
Latin Drums 4
Latin Bass 3
Latin Bass 4
Surdo Loop 1
Surdo Loop 2
Snare Fill 47
Snare Fill 48
Synth Pad 16
Synth Pad 17
Synth Lead 8
Synth Seq 21
Bongo

Agogo Loop 2
Whistle Hit 2
Brass Fall 1

P:F25
P:F26
P:G21
P:G22
P11
P:112
P:H43
P:H44
P.J78
P:Jg1
P.J55
P:K67
P:H64
P:H62
P:L54
P:K82



Parameter List

Patch Parameters

#: Parameters which can also be operated from the front-panel knobs or buttons.

COMMON parameters

[EDIT] -> NUMBER [1] (COMMON) (p. 77)

SOLO: Solo SW *

SOLO: Solo Legato *
PORTAMENTO: SW #*
PORTAMENTO: Mode *
PORTAMENTO: Type *
PORTAMENTO: Start *
PORTAMENTO: Time #*
COM: Struct 1&2 *

COM: Struct 3&4 *

COM: Booster 1&2 *
COM: Booster 3&4 *
COM: Stretch Tune *
COM: V-Priority *

COM: Key Range L.
COM: Key Range U
COM: Velo Range *
COM: Velo Range L
COM: Velo Range U
COM: Velo X-Fade

*: Common settings for each tone

Solo Switch

Solo Legato Switch
Portamanto Switch
Portamanto Mode
Portamanto Type
Portamanto Start Pitch
Portamanto Time
Structure Type 1&2
Structure Type 3&4
Booster Gain 1&2
Booster Gain 1&2
Stretch Tune Depth
Voice Priority

Key Range Lower
Key Range Upper
Velocity Range Switch
Velocity Range Lower
Velocity Range Upper
Velocity Crossfade

OFF, ON

OFF, ON

OFF, ON
NORMAL, LEGATO
RATE, TIME
PITCH, NOTE
0-127

1-10

1-10

0, +6, +12, +18

0, +6, +12, +18
OFF, 1-3

LAST, LOUDEST
C-1-UPR
LWR-G9

OFF, ON

1-UPR

LWR-127

0-127

WAVE parameters

[EDIT] -> NUMBER [2] (WAVE) (p. 56)

WAVE: Tone SW #
WAVE: Wave Select
WAVE: Wave Gain
FXM: EXM SW
FXM: FXM Color
FXM: FXM Depth

Tone Switch
Wave Select
Wave Gain
FXM Switch
FXMColor
FXMDepth

OFF, ON
A001-C131
-6,0, +6, +12
OFF, ON
1-4

1-16

PITCH parameters

[EDIT] -> NUMBER {3] (PITCH) (p. 57)

PITCH: CoarseTune #
PITCH: Fine Tune #
PITCH: Rnd Pitch
PITCH: Key Follow
P-ENV: Env Depth #
P-ENV: Velo Sens
P-ENV: Velo Timel
P-ENV: Velo Time4d
P-ENV: Time KF
P-ENV: [A]Timel #
P-ENV: Time2
P-ENV: [D]Time3 #
P-ENV: [R]Timed #
P-ENV: Levell
P-ENV: Level2
P-ENV: [S]Level3 #
P-ENV: Leveld

1%0,1,2,3,4,5,6,7,8,9, 10, 20, 30, 40, 50, 60, 70, 80, 90, 100, 200, 300, 400, 500, 600, 700. 800, 900, 1000, 1100, 1200

Coarse Tune

Fine Tune

Random Pitch Depth
Pitch Key Follow
Envelope Depth
Velocity Sens
Velocity Timel Sens
Velocity Time4 Sens
Time Key Follow
Timel (Attack Time)
Time2

Time3 (Decay Time)
Time4 (Release Time)
Levell

Level2

Level3 (Sustain Level)
Leveld

-48-+48
-50-+50
1’(-

2’(‘
-12-+12
-100-+150
3*

3*

3*
0-127
0-127
0-127
0-127
-63-+63
-63—+63
-63-+63
-63-+63

2*:-100, -70, -50, -30, -10, 0, +10, +20, +30, +40, +50, +70, +100, +120, +150, +200
3*:-100, -70, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100
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FILTER parameters

[EDIT] -> NUMBER [4] (FILTER) (p. 61)

FILTER: Type #
FILTER: Cutoff #
FILTER: Cutoff KF
FILTER: Resonance #
FILTER: Reso Velo
F-ENV: Env Depth #
F-ENV: Velo Curve
F-ENV: Velo Sens
F-ENV: Velo Timel
F-ENV: Velo Time4
F-ENV: Time KF
F-ENV: [A]Timel #
F-ENV: Time2
F-ENV: [D]Time3 #
F-ENV: [R]Time4 #
F-ENV: Levell
F-ENV: Level2
F-ENV: [S]Level3 #
F-ENV: Leveld

Filter Type

Cutoff Frequency
Cutoff Key Follow
Resonance

Resonance Velocity Sens

Envelope Depth
Velocity Curve
Velocity Sens
Velocity Timel Sens
Velocity Time4 Sens
Time Key Follow
Timel (Attack Time)
Time2

Time3 (Decay Time)
Time4 (Release Time)
Levell

Level2

Level3 (Sustain Level)
Leveld

OFF, LPF, BPF, HPF, PKG

0-127

1!‘

0-127
-100-+150
-63—+63
1-7
-100-+150
2*

2)?

2*

0-127
0-127
0-127
0-127
0-127
0-127
0-127
0-127

1*:-100, -70, -50, -30, -10, 0, +10, +20, +30, +40, +50, +70, +100, +120, +150, +200
2*:-100, -70, -50, 40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100

AMPLIFIER parameters

[EDIT] -> NUMBER [5] (AMPLIFIER) (p. 67)

LEVEL: Tone Level #
LEVEL: Bias Dir
LEVEL: Bias Point
LEVEL: Bias Level
PAN: Tone Pan #
PAN: Pan KF

PAN: Rnd Pan SW #
PAN: Alt Pan Dpth
A-ENV: Velo Curve
A-ENV: Velo Sens
A-ENV: Velo Timel
A ENV: Velo Time4
A-ENV: Time KF
A-ENV: [A]Timel #
A-ENV: Time2
A-ENV: [D]Time3 #
A-ENV: [R]Time4 #
A-ENV: Levell
A-ENV: Level2
A-ENV: [S]Level3 #

Tone Level

Bias Direction

Bias Point

Bias Point Level
Tone Pan

Pan Key Follow
Ramdom Pan Switch
Altenate Pan Depth
Velocity Curve
Velocity Sens
Velocity Timel Sens
Velocity Time4 Sens
Time Key Follow
Timel {Attack Time)
Time2

Time3 (Decay Time)
Time4 (Release Time)
Levell

Level2

Level3 (Sustain Level)

0-127
LWR, UPR, L&U, ALL
C-1-G9
1*
L64-63R
1’('

OFF, ON
L63-63R
1-7
-100—+150
1*

1)('

1’(

0-127
0-127
0-127
0-127
0-127
0-127
0-127

1*:-100, -70, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100
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LFO parameters [EDIT] -> NUMBER [6] (LFO) (p. 71)

LFO1: Waveform # Waveform TRI, SIN, SAW, SQR, TRP, S&H, RND, CHS
LFO1: Rate # Rate 0-127, 1*

LFO1: Tempo Sync Tempo Sync OFF, ON

LFO1: Key Sync Key Sync OFF, ON

LFO1: Fade Mode Fade Mode Onl, OnO, Off, OfO
LFO1: Delay Time Delay Time 0-127

LFO1: Fade Time # Fade Time 0-127

LFO1: Offset Level Offset -100, -50, 0, +50, +100
LFO1: Pitch Depth # Pitch Depth -63-+63

LFO1: FilterDepth # Filter Depth -63—+63

LFO1: Amp Depth # Amplifier Depth -63—+63

LFO1: Pan Depth Pan Depth -63—+63

LFO2: Waveform Waveform TR], SIN, SAW, SQR, TRP, S&H, RND, CHS
LFO2: Rate Rate 0-127,1*

LFO2: Tempo Sync Tempo Sync OFF, ON

LFO2: Key Sync Key Sync OFF, ON

LFO2: Fade Mode Fade Mode Onl, OnO, Off, OfO
LFO2: Delay Time Delay Time 0-127

LFO2: Fade Time Fade Time 0-127

LFO2: Offset Level Offset -100, -50, 0, +50, +100
LFO2: Pitch Depth Pitch Depth -63-+63

LFO2: FilterDepth Filter Depth -63-+63

LFO2: Amp Depth Amplifier Depth -63-+63

LFO2: Pan Depth Pan Depth -63—+63

1*: Note

CONTROL parameters [EDIT] -> NUMBER [7] (CONTROL) (p. 76)

BEND: Bend Up *
BEND: Bend Down *
MOD: Control 1
MOD: Ctrll Depth
MOD: Control 2
MOD: Ctrl2 Depth
MOD: Control 3
MOD: Ctri3 Depth
MOD: Control 4
MOD: Ctrl4 Depth
BEND: Control 1
BEND: Ctrll Depth
BEND: Control 2
BEND: Ctrl2 Depth
BEND: Control 3
BEND: Ctrl3 Depth
BEND: Control 4
BEND: Ctrl4 Depth
AFT: Control 1
AFT: Ctrll Depth
AFT: Control 2
AFT: Ctrl2 Depth
AFT: Control 3
AFT: Ctrl3 Depth
AFT: Control 4
AFT: Ctrl4 Depth

Bend Range Up
Bend Range Down
Control Destination1
Controll Depth
Control Destination2
Control2 Depth
Control Destination3
Control3 Depth
Control Destination4
Control4 Depth
Control Destinationl
Controll Depth
Control Destination2
Control2 Depth
Control Destination3
Control3 Depth
Control Destination4
Control4 Depth
Control Destinationl
Controll Depth
Control Destination2
Control2 Depth
Control Destination3
Control3 Depth
Control Destination4
Control4 Depth

*: Comumon settings for each tone
1*: OFF, PCH, CUT, RES, LEV, PAN, L1P, L2P, L1F, L2F, L1A, L2A, L1p, L2p, L1R, L2R

0—+12
0—48

ll(-
-63-+63
l*
-63—+63
l’(—
-63—+63
1’(-
-63-+63
1 L3
-63~+63
1!!
~63-+63
1 *
-63—+63
l!(»
-63—+63
1*
-63~+63
1*
-63-+63
1*
-63—+63
1*
-63-+63
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Rhythm Set Parameters

#: Parameters which can also be operated from the front-panel knobs or buttons.

WAVE parameters

[EDIT] -> NUMBER {2] (WAVE) (p. 86)

WAVE: Tone SW
WAVE: Wave Select
WAVE: Wave Gain
KEY: Env Mode
KEY: Mute Group

Rhythm Tone Switch
Wave Select

Wave Gain
Envelope Mode
Mute Group

OFF, ON
AQ001-C131

-6,0, +6, +12
SUSTAIN, NO-5US
OFF, 1-31

PITCH parameters

[EDIT] -> NUMBER [3] (PITCH) (p. 87)

PITCH: CoarseTune #
PITCH: Fine Tune #
PITCH: Rnd Pitch
P-ENV: Env Depth #
P-ENV: Velo Sens
P-ENV: Velo Time
P-ENV: [A]Timel #
P-ENV: Time2
P-ENV: [D]Time3 #
P-ENV: [R]Time4 #
P-ENV: Levell
P-ENV: Level2
P-ENV: [S]Level3 #
P-ENV: Level4

Coarse Tune

Fine Tune

Ramdom Pitch Depth
Envelope Depth
Velocity Sens
Velocity Time Sens
Timel (Attack Time)
Time2

Time3 (Decay Time}
Time4 (Release Time)
Levell

Level2

Level3 (Sustain Level)
Leveld

-48-+48
-50-+50
1#
-12-+12
-100-+150
2*
0-127
0-127
0-127
0-127
-63-+63
-63—+63
-63-+63
-63-+63

1%0,1,2,3,4,5,6,7,8 9,10, 20, 30, 40, 50, 60, 70, 80, 90, 100, 200, 300, 400, 500, 600, 700, 800, 900, 1000, 1100, 1200
2% -100, -70, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100

FILTER parameters

[EDIT] -> NUMBER [4] (FILTER) (p. 90)

FILTER: Type #
FILTER: Cutoff #
FILTER: Resonance #
FILTER: Reso Velo
F-ENV: Env Depth #
F-ENV: Velo Sens
F-ENV: Velo Time
F-ENV: [A]Timel #
F-ENV: Time2
F-ENV: [D]Time3 #
F-ENV: [R]Time4 #
F-ENV: Levell
F-ENV: Level2
F-ENV: [S]Level3 #
F-ENV: Leveld

Filter Type

Cutoff Frequency
Resonance

Resonance Velocity Sens
Envelope Depth
Velocity Sens
Velocity Time Sens
Timel (Attack Time)
Time2

Time3 (Decay Time)
Time4 (Release Time)
Levell

Level2

Level3 (Sustain Level)
Leveld

OFF, LPF, BPF, HPF, PKG
0-127
0-127
-100-+150
-63-+63
-100-+150
1)('

0-127
0-127
0-127
0-127
0-127
0-127
0-127
0-127

1* -100, -70, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100
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AMPLIFIER parameters

[EDIT] -> NUMBER [5] (AMPLIFIER) (p. 94)

LEVEL: Tone Level #
PAN: Tone Pan #
PAN: Rnd Pan SW #
PAN: Alt Pan Dpth
A-ENV: Velo Sens
A-ENV: Velo Time
A-ENV: [A]Timel #
A-ENV: Time2
A-ENV: [D]Time3 #
A-ENV: [R]Time4 #
A-ENV: Levell
A-ENV: Level2
A-ENV: [S]Level3 #

Rhythm Tone Level
Rhythm Tone Pan
Ramdom Pan Switch
Altenate Pan Depth
Velacity Sens
Velocity Time Sens
Timel (Attack Time)
Time2

Time3 (Decay Time)
Time4 (Release Time)
Levell

Level2

Level3 (Sustain Level)

0-127
L64-63R
OFF, ON
L63-63R
~100-+150
1!-

0-127
0-127
0-127
0-127
0-127
0-127
0-127

1*:-100, -70, -50, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100

CONTROL parameter

[EDIT] -> NUMBER [7] (CONTROL) (p. 97)

BEND: Bend Range

Bend Range

0-+12

RHY TONE parameters

[EDIT] -> NUMBER [8] (RHY TONE) (p. 97)

R.TONE: Rev Level
R.TONE: Dly Level
R.TONE: M-FX SW

Setup Parameters

Rhythm Tone Reverb Level
Rhythm Tone Delay Level

0-127
0-127

Rhythm Tone Multi Effects Switch OFF, ON

#: Parameters which can also be operated from the front-panel knobs or buttons.
P: Parameters that are set independently for each part.

KEYBOARD parameters

[EDIT] -> BANK [1] (KEYBOARD) (p. 20)

KBD: Split Point #
KBD: Upper Part
KBD: Lower Part

Split Point
Upper Part Number
Lower Part Number

C-1-G9
PART 1-PARTR
PART 1-PARTR

EFFECTS parameters [EDIT] -> BANK [2] (EFFECTS) (p. 103, 105, 107)
REVERB: Type Reverb Type ROOM1, ROOM2, STAGEL1, STAGE2, HALL1, HALL2
REVERB: Reverb Time Reverb Time 0-127

REVERB: HF Damp HF Damp 1*

REVERB: M-FX->Reverb M-FX->Reverb Level 0-127

REVERB: Reverb Level# Reverb Level 0-127

DELAY: Type Delay Type SHORT, LONG
DELAY: Delay Time Delay Time 5:0.1-275, 1.:200~1000, 2*
DELAY: Feedback Feedback Level 0-+98

DELAY: HF Damp HF Damp 3*

DELAY: M-FX->Delay M-FX->Delay Level 0-127

DELAY: Output Delay Output Assign LINE, REV, LINE+REV
DELAY: Delay Level # Delay Level 0-127

1*: 200, 250, 315, 400, 500 ,630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000, BYPASS

2*: Note, 1/16, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2

3* 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000, BYPASS
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Type= 4-BAND-EQ #
Low Freq

Low Gain #
High Freq
High Gain #
Peak1 Freq
Peakl Q

Peakl Gain
Peak2 Freq
Peak2 Q

Peak2 Gain
Output Level #

Low Frequency
Low Gain
High Frequency
High Gain

Peakingl Frequency

Peakingl Q
Peakingl Gain

Peaking2 Frequency

Peaking2
Peaking2 Gain
Output Level

200, 400

-15-+15

4000, 8000

-15-+15

1*
0.5,1.0,2.0,4.0,8.0
-15-+15

1*
0.5,1.0,2.0,4.0,8.0
-15-+15

0-127

1*: 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000

Type= SPECTRUM #

Low-High # Low High Gain -15-+15
Middle Gain # Middle Gain -15—+15
Width Band Width 1-5

Output Pan Output Pan L64-63R
Output Level # Output Level 0-127

Type= ENHANCER #

Sens # Sens 0-127

Mix # Mix Level 0-127

Low Gain Low Gain -15-+15

High Gain High Gain -15-+15
Output Level # Output Level 0-127

Type= OVERDRIVE #

Input Level Input Level 0-127

Drive # Drive 0-127

AMP Type # AMP Type SMALL, BUILTIN, 2STACK, 35TACK
Output Pan Output Pan L64-R63
Output Level # Output Level 0-127

Type= DISTORTION #

Input Level Input Level 0-127

Drive # Drive 0-127

AMP Type # AMP Type SMALL, BUILTIN, 2STACK, 3STACK
Output Pan Output Pan L64-63R
Output Level # Output Level 0-127
Type=Lo-Fi #

Bit Down # Bit Down 0-7

S-Rate Down # Sample Rate Down 32,16,8,4
Post Gain Post Gain 0, +6, +12, +18
Low Gain Low Gain -15—+15

High Gain High Gain -15-+15
Output Output MONO, STEREO
Output Level # Output Level 0-127
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Type= NOISE #
Noise Type
Noise Level #
N Filter

Lo-Fi Level #
Output Pan
Output Level #

1*: 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000, BYPASS

Noise Type
Noise Level
Noise Filter
Lo-Fi Level
Output Pan
Output Level

1-18
0-127

1 *

0-127
L64-63R
0-127

Type= RADIO-TUNG #

Radio Detune # Radio Detune 0-127

Noise Level # Noise Level 0-127

Low Gain Low Gain -15-+15

High Gain High Gain -15—+15
Output Output MONO, STEREO
Output Level # Output Level 0-127

Type= PHONOGRAPH #

Disc Type Disc Type LP, EP, SP

D NoiseLevel # Disc Noise Level 0-127

Depth # Depth 0—+20

Output Pan Output Pan L64-63R
Output Level # Output Level 0-127

Type= COMPRESSOR #

Attack # Attack 0-127

Sustain # Sustain 0-127

Post Gain Post Gain 0, +6, +12, +18
Low Gain Low Gain -15-+15

High Gain High Gain -15-+15
Output Level # Output Level 0-127

Type= LIMITER #

Threshold # Threshold Level 0-127

Ratio Compression Ratio 1.5:1, 2:1, 4:1,100:1
Release # Release 0-127

Post Gain Post Gain 0, +6, +12, +18
Output Pan Output Pan L64-63R
Output Level # Output Level 0-127

Type= SLICER #

Timing PTN # Timing Pattern 1-34

Rate Rate 1/4,1/2,1/1
Accent PTN # Accent Pattern 1-16

Accent Level Accent Level 0-127

Attack Attack 1-10

Output Level # Output Level 0-127

Type= TREMOLO #

LFO Type LFO Type TRI, TRP, SIN, SAW1, SAW2, SQR
Rate # Rate 0.1-10.0, 1*
Depth # Depth 0-127

Low Gain Low Gain -15-+15

High Gain High Gain -15-+15
Output Level # Output Level 0-127

1% 1716, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, ZMES, 3MES, 4MES, 8MES, 16MES
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Type= PHASER #
Manual

Rate #

Depth #
Resonance

Mix

Output Pan
Output Level #

100-8000
0.1-10.0, 1*
0-127
0-127
0-127
L64-63R
0-127

1% 1/16, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, 2MES, 3MES, 4MES, 8MES, 16MES

Type= CHORUS #
Pre Delay

Rate #

Depth #

Phase

Filter Type

Cutoff

Balance

Output Level #

Pre Delay Time

Cutoff Frequency
Effect Balance

0.0-100

0.1-10.0, 1*

0-127

0-180

OFF, LPF, HPF
2*
D100:0E-D0:100E
0-127

1% 1716, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, 2MES, 3MES, 4MES, 8MES, 16MES
2*:200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000

Type= SPACE-D #
Pre Delay

Rate #

Depth #

Phase

Low Gain

High Gain
Balance

Output Level #

Pre Delay Time

Effect Balance

0.0-100

0.1-100, 1*
0-127

0-180

-15-+15

-15-+15
D100:0E-D0:100E
0-127

1*: 1/16,1/12,3/32,1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, ZMES, 3MES, 4MES, 8MES, 16 MES

Type= TETRA-CHRS #
Pre Delay

Rate #

Depth #

Pre Dly Devi

Depth Devi

Pan Devi

Balance

Output Level #

Pre Delay Time

Pre Delay Deviation
Depth Deviation
Pan Deviation
Effect Balance

0.0-100

0.1-10.0, 1*

0-127

0-20

-20-+20

0-20
D100:0E-D0:100E
0-127

1% 1/16, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, 2MES, 3MES, 4MES, 8MES, 16MES
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Type= FLANGER #

Pre Delay Pre Delay Time 0.0~100

Rate # Rate 0.1-10.0, 1*
Depth # Depth 0-127

Feedback Feedback Level 0-+98

Phase Phase 0-180

Filter Type Filter Type OFF, LPF, HPF
Cutoff Cutoff Frequency 2*

Balance Effect Balance D100:0E-D0:100E
Output Level # Output Level 0-127

1*:1/16,1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8,1/2, 2/3, 3/4, 1/1, 2MES, 3MES, 4MES, 8MES, 16MES
2*: 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000

Type= GT-FLANGER #

Pre Delay Pre Delay Time 0.0-100

Rate Rate 0.1-10.0, 1*
Depth # Depth 0-127

Feedback Feedback Level 0—+98

Phase Phase 0-180

Step Rate # Step Rate 0.05-10.0, 2*
Balance Effect Balance D100:0E-D0:100E
Output Level # Output Level 0-127

1*:1/16,1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, 2MES, 3MES, 4MES, 8MES, 16MES
2*1/16, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2

Type= SHORT-DELY #

Time L # Delay Time Left 0.1-190

TimeR # Delay Time Right 0.1-190

HF Damp HF Damp I

Feedback Feedback Level 0—+98

Auto Pan Auto Pan OFF, 2*

Low Gain Low Gain -15—+15

High Gain High Gain -15—+15

Balance Effect Balance D100:0E~D0:100E
Output Level # Output Level 0-127

1*: 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000, BYPASS
2%:1/16,1/12, 3/32,1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, ZMES, 3MES, 4MES, 8MES, 16MES

Type= AUTO-PAN #

LFO Type LFO Type TRI, TRP, SIN, SAW1, SAW2, SQR
Rate # Rate 0.1-10.0, 1*

Bass Sens Bass Sens OFF, MODE1, MODE2

Depth # Depth 0-127

Low Gain Low Gain -15-+15

High Gain High Gain -15—+15

OQutput Level Output Level 0-127

1*:1/16, 1/12, 3/32, 1/8, 1/6, 3/16, 1/4, 1/3, 3/8, 1/2, 2/3, 3/4, 1/1, 2MES, 3MES, 4MES, 16MES
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Type= FB-P-GHIFT #

Coarse # Coarse Pitch -24-+12

Fine # Fine Pitch -100-+100
Output Pan Output Pan L64-63R

Pre Delay Pre Delay Time 0.0-100

Mode Pitch Shift Mode 1-5

Feedback Feedback Level 0-+98

Low Gain Low Gain -15-+15

High Gain High Gain -15-+15

Balance Effect Balance D100:0E-D0:100E
Output Level # Output Level 0-127

Type= REVERB #

Rev Type Reverb Type ROOM1, ROOM2, STAGE1, STAGE2, HALL1, HALL2
Time # Reverb Time 0-127

HF Damp HF Damp ¥

Balance # Effect Balance D100:0E-D0:100E
Output Level # Output Level 0-127

1*: 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000, BYPASS

Type= GATE-REVERB #

Gate Type Gate Reverb Type NORMAL, REVRSE, SWEEP1, SWEEP2
Gate Time # Gate Reverb Time 5-330

Balance # Effect Balance D100:0E-D0:100E
Qutput Level # Qutput Level 0-127

PART parameters [EDIT] -> BANK [3] (PART) (p. 34)

PART: Patch/Rhythm P PART Patch/Rhythm Set P:A11-C:D88
PART: Level 4P Part Level 0-127

PART: Panpot #P Part Pan L64-63R

PART: Key Shift #P Part Key Shift -48-+48

PART: Reverb #P Part Reverb Level 0-127

PART: Delay #P Part Delay Level 0-127

PART: Multi-FX SW #P Part Multi Effects Switch OFF, RHY, ON
PART: SEQ Output P Sequencer Output Assign INT, EXT, BOTH
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Arpeggiator Parameters

#: Parameters which can alse be operated from the front-panel knobs or buttons.

ARPEGGIO parameters [EDIT] -> BANK [4] (ARPEGGIO) (p. 26)

ARP: Style # Arpeggio Style 1

ARP: Motif Motif 2%

ARP: Beat Pattern Beat Pattern 3*

ARP: Shuffle Rate Shuffle Rate 50-90 %

ARP: Accent Rate i Accent Rate 0-127

ARP: Octave Range # Octave Range -3—+3

ARP: Velocity Velocity REAL, 1-127

ARP: Destination # Destination Part LOWER&UPPER, LOWER, UPPER

1*: 1/4, 1/6, 1/8, 1/12, 1/16, 1/32, PORTAMENTO A-B, GRISSANDO, SEQUENCE A-D, ECHO, SYNTH BASS, HEAVY SLAP,
LIGHT SLAP, WALK BASS, RHYTHM GTR 1-5, 3 FINGER, STRUMMING GTR, PIANO BACKING, CLAVI CHORD, WALTZ,
SWING WALTZ, REGGAE, PERCUSSION, HARP, SHAMISEN, BOUND BALL, RANDOM, BOSSA NOVA, SALSA,
MAMBO, LATIN PERCUSION, SAMBA, TANGO, HOUSE, LIMITLESS, USER TYPE 1-20

2* SINGLE UP, SINGLE DOWN, SINGLE UP&DOWN, SINGLE RANDOM, DUAL UP, DUAL DOWN, DUAL UP&DOWN,
DUAL RANDOM, TRIPLE UP, TRIPLE DOWN, TRIPLE UP&DOWN, TRIPLE RANDOM, NOTE ORDER, GLISSANDO,
CHORD, BAS5+CHORD 1-5, BASS+UP 1-8, BASS+RND 1-3, TOP+UP 1~-6, BAS5+UP+TOP

3% 1/4, 1/6, 1/8, 1/12, 1/16 1-3, 1/32 1-3, PORTA-A 1-11, PORTA-B 1-15, SEQ-A 1-7, SEQ-B 1-5, SEQ-C 1-2, SEQ-D 1-8, ECHO
1-3, MUTE 1-16, STRUM 1-8, REGGAE 1-2, REF 1-2, PERC 1-4, WALKBS, HARP, BOUND, RANDOM, BOSSA NOVA,
SALSA 14, MAMBO 1-2, CLAVE, REV CLA, GUILO , AGOGO, SAMBA, TANGO 14, HOUSE 1-2

System Parameters

P: Parameters that are set independently for each part.

CONTROLLER parameters  [EDIT] -> BANK [5] (CONTROLLER) (p. 163)

CTRL: KeyVelocity Keyboard Velocity REAL, 1-127

CTRL: After Sens Aftertouch Sens 0-100

CTRL: Hid Pdl Pol Hold Pedal Polarity STANDARD, REVERSE

CTRL: C-Pdl Assgn Control Pedal Assign CC01-CC95, PITCH BEND UP, PITCH BEND DOWN,
AFTERTOUCH

CTRL: C-Pdl Pol Control Pedal Polarity STANDARD, REVERSE

STOP/PLAY, PTN INC, TRANSPOSE, SHIFT, RPS HOLD,
TAP
STANDARD, REVERSE

CTRL: 5-Pdl Assgn Switch Pedal Assign

CTRL: 5-Pdl Pol Switch Pedal Polarity

MIDI parameters [EDIT] -> BANK [6] (MIDI) (p. 164)
MIDI: Local SW Local Switch INT, EXT, BOTH

MIDI: Remote Kbd Remote Keyboard Switch OFF, ON
MIDI: Device ID Device ID Number 17-32
MIDI: Thru Thru Function QFF, ON
MIDIL: RxSW P PART Rx Switch OFF, ON
MIDI Edit Tx/Rx Edit Tx/Rx Mode MODE1, MODE2
MIDI: Rx.PG Receive Program Change Switch OFF, ON
MIDI: Rx.Bank Sel Receive Bank Select Switch OFF, ON
MIDI: Rx.Sys-Ex Receive System Excrusive Switch OFF, ON
MIDI: Tx.PG Transmit Program Change Switch OFF, ON
MIDI: Tx.Bank Sel Transmit Bank Select Switch QOFF, ON
MIDI: Tx.Act-Sens Transmit Active Sensing Switch OFF, ON
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SEQUENCER parameters [EDIT] -> BANK [7] (SEQUENCER) (p. 166)

SEQ: Sync Mode Sync Mode INT, REMOTE, SLAVE
SEQ: Sync Out Sync Out OFF, ON

SEQ: Loop Mode Loop Mode OFF, LOOP1, LOOP2
SEQ: Metro Mode Metronome Mode OFF, REC ONLY, REC&PLAY, ALWAYS
SEQ: Metro Level Metronome Level 0-127

SEQ: RIS Trg QTZ RPS Trigger Quantize REAL, 16, 8, 4, MEASURE
SEQ: Arp Sync Arpeggio Sync OFF, ON

SEQ: AutoChecksum Auto CheckSum OFF, ON

SEQ: Tap Reso Tap Resolution 1/4,1/8

SETUP parameters [EDIT] -> BANK [8] (SETUP) (p. 168)

SYS: LCD Contrast LCD Contrast 1-16

SYS: Master Tune Master Tune 427.4-452.6

5YS: ScaleTune SW Scale Tune Switch OFF, ON

8YS: ScaleTune C-B Scale Tune C-B -64—+63

SYS: Patch Remain Patch Remain OFF, ON

SYS: V-Reserve P Voice Reserve 0-64

SYS: Reso Limit-N Resonance Limiter N 50-127

SYS: Reso Limit-R Resonance Limiter R 50-127

SYS: Default PTN Default Pattern P:A11-C:D18

SYS: Default Arp Default Arpeggio Style 1*

1% 1/4, 176, 1/8, 1/12, 1/16, 1/32, PORTAMENTO A-B, GRISSANDO, SEQUENCE A-D, ECHO, SYNTH BASS, HEAVY SLAP,
LIGHT SLAP, WALK BASS, RHYTHM GTR 1-5, 3 FINGER, STRUMMING GTR, PIANO BACKING, CLAVI CHORD, WALTZ,
SWING WALTZ, REGGAE, PERCUSSION, HARP, SHAMISEN, BOUND BALL, RANDOM, BOSSA NOVA, SALSA,
MAMBO, LATIN PERCUSION, SAMBA, TANGO, HOUSE, LIMITLESS, USER TYPE 1-20

Play Quantize Parameters

#: Parameters which can also be operated from the front-panel knobs or buttons.

QUANTIZE parameters [EDIT] -> NUMBER [7] (QUANTIZE) (p. 41, 42, 43)

GRID: Resolution # Resolution 1/4,1/6,1/8,1/12,1/16,1/24,1/32
GRID: Strength # Strength 0-100%

SHUFFLE: Resolution # Resolution 1/12,1/24

SHUFFLE: ShuffleRate # Shuffle Rate 0-100 %

GROOVE: Groove Template # Groove Template 01-71

GROOVE: Strength # Strength 0-100 %

GROOVE: Velocity # Velocity Strength 0-100 %
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Transmit/Receive Setting List

Parameter MODE?1 (Factory setting) MODE2 Value
FILTER FILTER TYPE EXCLUSIVE CC#34 0-4*1
CUTOFF CC#74 CC#74 0-127 *1
RESONANCE CC#71 CC#71 0-127 *1
F-ENVELOPE ~~~~ ~ DEPTH CCagl T CC#81 7 1-127 (Center=64) *1
A CC#82 CC#82 0-127 *1
D CC#83 CC#83 0-127 *1
S EXCLUSIVE CC#28 0-127*1
R EXCLUSIVE CC#29 0-127 *1
AMPLIFIER TONE LEVEL EXCLUSIVE CC#36 0-127 *1
TONE PAN EXCLUSIVE CC#35 0-127 (Center=64) *1
RND PAN EXCLUSIVE CC#37 0 (OFF), 63 (ON) *1
A-ENVELOPE AT CC#73~ T CC#73™ oz T T
D CC#75 CC#75 0-127 *1
S EXCLUSIVE CC#31 0-127*1
R CC#72 CC#72 0-127 *1
PITCH COARSE TUNE EXCLUSIVE CC#21 16-112 (Center=64) *1
FINE TUNE CC#77 CC#77 14-114 (Center=64) *1
P-ENVELOPE DEPTH 7 EXCLUSIVE 77 CC#25™ 77 5276 (Center=64) *1
A EXCLUSIVE CC#26 0-127*1
D EXCLUSIVE CC#27 0-127 %1
S EXCLUSIVE CC#39 0-127 (Center=64) *1
R EXCLUSIVE CC#40 0-127 *1
LFO1 WAVEFORM EXCLUSIVE CC#15 0-7 *1
RATE CC#16 CC#16 0-127*1
FADE TIME EXCLUSIVE CC#20 0-127
P-DEPTH CC#18 CC#18 1-127 (Center=64) *1
F-DEPTH CC#19 CC#19 1-127 (Center=64) *1
A-DEPTH CC#80 CC#80 1-127 (Center=64) *1
PORTAMENTO SW CC#65 CC#65 0-63 (OFF), 64 -127 (ON)
TIME CC#5 CC#5 0-127
PART MIXER LEVEL CC#7 CC#7 0-127
PAN CC#10 CC#10 0-127 (Center=64)
KEY SHIFT EXCLUSIVE CC#85 16-112 (Center=64)
REVERB CC#91 CC#91 0-127
DELAY CC#94 CC#94 0-127
M-FX SW EXCLUSIVE CC#86 0 (OFF), 1 (ON), 4 (RHY)

*1 During PATCH EDIT, system exclusive is used for transmission regardless of the mode.

* The parameters for each knob of the Reverb, Delay and Multi-Effects are transmitted and received as system exclusive nies-
sages regardless of the mode.
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MIDI Implementation

Model: JX-305 {groovesynth)

Date: Mar. 6, 1998

Version: 1.00

Symbol Description Range

n MIDI Channel OH-611,9H (ch.1~ch.7,ch.10)

v Control value 00H-7TH (0-127)

kk Nuote Number O0E-7F1 (U-127)

XX ON/QFF 001H-3FH (0-63:0FF), 40H-7FH (64-127:0N)

1. Data reception (sound source section)

B Channel voice messages

® Note Off

status 2nd byte 3rd bvte
8nH kkH vwH
9nH kkH 0eH

*  Not received when the Rx Switch paramete is OFF.

* Not received by the Rhythm Part when the Envelope Mode parameter is NO-5US.

*  1f the Remote Keyboard Switch is ON, the message will have the same effect as when a
note is released on the JX-305's keyboard, This means that you can control the arpeg-
giator and RPS from an external MIDI keyboard.

@ Note On
status 2nd byte  Jrd byte
9nH kkH vvH

vv=Nute On velocity: O01H - 7FH (1 -127)

* Not received when the Rx Switch paramete is OFF.

* [f the Remote Keyboard Switch is ON, the message will have the same effect as when a
note is played on the JX-305's keybuard. This means that you can control the arpeggia-
tor and RPS from an external MIDI keyboard.

@ Polyphonic Aftertouch

status 2nd byte 3rd byte
AnH kkH vvH

* Not received when the Rx Switch parameter is OFF.
* The effect will apply according to the Aftertouch Control setting.

® Control Change

*  Not received when the Rx Switch parameter is OFF.

) Bank Seiect (Controtler number 0,32)

status 2ndbyte  3rdbyte
B GOH mmH
BuH 20H i

min l=Bank number: 00 OM4-7F TP {bank. 1-bank. 16384)

* Not received whert the Rx Program Change Switch or Rx Bank Select Switch parameter
is OFF.

*  The Patches corresponding to each Bank Select are as follows.

Bank Select I Program No | Group Patch Ho.
MSB | LSB | i
81 o i- 64 Presel A 11 - 88
51 o 65 - 128 Presat B 11 - 88
81 1 1 - 64 Preset C 11 - 88
81 1 65 - 128 Preset D 11 - 98
81 2 i~ 64 Preser E 11 - 88
381 2 65 -~ 128 Preset F 1 - 88
81 3 1 - 64 Presst G 11 38
81 3 6% - 128 Preset H 11 - 388
a2 4 1 - 64 Preset I 11 - 88
A2 o 85 - 128 Preset J 11 28
a5 8] 1 - 64 User A 11 - 38
RS 0 65 - 12 User B 11 - 88
RS H 1~ 64 User C i1 - B8
8BS H 65 ~ 128 User D i1 - 88
EL a 1 - 64 Card & 11 - 88
86 0 85 - 128 Card B 11 - 88
86 i 1 - 64 Card ¢ 11 - 88
56 i 55 - 128 Card D 11 - 48
86 2 1o~ &4 card E 11 - g8
86 2 55 ~ 128 Card F 11 - B8
86 ) I~ 64 Card G 11 - 88
B6 3 a5 - 128 Card H 11 - 88

*  The Rhythm set correspunding to each Bank Select are as follows.

Bank Select Program No Group Patch No.
MSB | LSB
81 Q 1 - 26 | Preset A 11 ~ 42
82 0 1 - 8 Presec B i1 - 16
85 | o} 1 - 20 | user A il - 34
86 | [ 1 - 20 | Ccard A 11 -~ 34

) Modulation (Controller number 1)

status 2nd byte 3rd byte
BnH OIH vvH

*  The effect will apply according to the Modulation Control setting,

O Portamento Time (Controller number 5)

status 2nd byte 3rd byte
BnH 05H vwH

*  The Portamento Time parameter will change

O Data Entry (Controller number 6,38)

status 2nd byte 3rd byte
BnH 06H mmi{
BnH 26H iH

mm,li= the value of the parameter specified by RPN - mm=MSB, l=L5B

O Volume (Controller number 7)

status 2nd byte 3rd byte
BnH U7H vvH

*  Volume messages are used to adjust the volume balance of each part.

Q Panpot (Controller number 10)

status 2ndbyte  3rdbyte

BaH 0AH vvH

* Adjust the sterco location uver 128 steps, wiwre 0 is far left, 64 is center, and 127 is far
right.

O Expression (Controlier number 11)

status 2nd byte 3rd byte
BnH 0BH vwH

*  Expression messages are used to adjust the votume of each part.
) General purpose Controliert (Controlier number 16)
status 2nd byte 3rd byte

BnH 10H vvH

*  The LFO1 Rate parameter will change.

O General purpose Controller3 (Controlier number 18)

slatus 2nd byte 3rd byte
BnH 12H vwH

*  The LFO1 Pitch Depth parameter will change

) General purpose Controlierd (Controlier number 19)

status 2nd byte 3rd byte
BaH 131 vvH

* The LTO1 Filter Depth parameter will change relatively.

O Hold 1 {Controlier number 64)

status 2nd byte 3rd byte
BnH 40H xxH

* 1f the Remote Keyboard Switch is ON, it will be possible to contral the Hold function
of the arpeggiator,

23 Portamento {Controlier number 65)
status 2nd byte 3rd byte
BaH 41H xxH

The Portamento Switch Parameter will change.

) Sostenuto (Controller number 66)

status 2nd byte 3rd byte
BrH 42H xxH



O Soft (Controller number 67)

status 2nd byte 3 uly
Brd 43H xxH

O Hold 2 {Controller number 69)

status 2nd byvte 31d byte
BnH 45H xxH

*  If the Remote Keyboard Swilch is ON, operation will be the same as when the switch
pedal of the JX-305 is operated.

O Sound Controlier2 (Controller number 71)
staius 2nd byte 3rd byte
BnH 47H vvH

* The Resonance parameter will change.

O Sound Controller3 (Controller number 72)

status 2nd byte 3rd byte
BnH 48H vwH

* The Amp Envelope Timel parameter will change.

O Sound Controller4 (Controller number 73)

status 2nd byte 3rd byte
BnH 49H vvH

* The Amp Envelope Timed parameter will change.
D Sound Controllers {Controiler number 74)
status 2nd byte 3rd byte

BnH 4AH vvH

¢ The Cutoff Frequency parameter will change.

O Sound Controller§ (Controfler number 75)
status 2ndbyte  Jrdbyte

BnH 4BH vwH

* The Amp Envelope Time 3 parameter will change.

O Sound Controtler8 (Controiler number 77)

status 2nd byte 31d byte
BnH 4DH vwH

* The Fine Tune parameter will change.

O General purpose Controller5 (Controller number 80)

status 2nd byte 3rd byte
BnH 50H vvH

* The LFOL Amp Depth parameter will change.

O General purpose Controllers (Controller number 81)

status 2nd byte 3rd byte
BnH 51H vvH

* The Filter Envelope Depth parameter will change.

O General purpose Controller7 (Controller number 82)

status 2nd byte 3rd byte
BnH 52H vwH

* The Filter Envelope Time I parameter will change.

O General purpose Controller8 (Controller number 83)

status 2nd byte 3rd byte
BnH S3H vwH

* The Filter Envelope Time 3 parameter will change.

O Portamento Control (Controller number 84)

status 2nd byte 3rd byte
BrnH 54H kkH

* A Note On ge received i Iy after a Por control will be sounded

with the pitch changing smoothly from the source note number. If a voice is already
sounding at the same note number as the source note number, that voice will change
pitch to the piich of the newly received Note On, and continue sounding (i.e., will be
played legato).

* The speed of the pitch change caused by Portamento is determined by the Portamento
Time parameter.

Q Effect 1 (Reverb Send Level) (Controller number 91)

status 2nd byte 3rd byte
BnH 5BH vH

*  The Part Reverb Send Level will change.

O Effect 4 (Reverb Send Level){Controller number 94)

status 2ndbyte  Jrdbyte
BnH SEH vwH

* The Part Reverb Send Level will change.

O RPN MSB/LSB (Controlier number 100,101)

status 2nd byte 3rd byte
BnH 65H mmH
BrH 64H nH

mm=MSB of the parameter number specified by RPN
1=LSB of the parameter number specified by RPN

<< RPN >>

Control Changes inciude RPN (Registered Parameter Numbers), which are extended
parameters whose function is defined in the MIDI specification.

When using RPN, first the RPN (Contraller numbers 100 and 101; they can be sent in any
order) is transmitted to specify the parameter you wish to control. Then, Data Entry mes-
sages (Controller numbers 6 and 38) are used to set the value of the specified parameter.
Once a RPN parameter has been specified, all further Data Entry messages on that chan-
nel are considered to apply to that specified parameter. In order to prevent accidents,
when the desired setling has been made for the parameter, it is recommended that RPN
be set to Null.

This device receives the following RI’Ns.

RPN Data entry
MSBLSE MSBLSBE Noles
O0HOOH  mmH—  Pitch Bend Sensitivity

mm : 00H~-0CH {0-12 semitones)

11 :ignored {processed as O0H)

Up to 1 octave can be specified in semitone steps.

* ‘The Bend Range up parameler, Bend Range Down parameter
will also be changed.

* Not received by the Part R.

00HO0IH  mmHUH  Master Fine Tuning
mm, I 20 00H~40 00H-60 00H ( -RB192 x 50 / 8192-0-+8192 x 50
/ 8192 cent )
* The Fine Tune parameter of each Part will change.

00H02H  mmH—  Master Coarse Tuning
mm : 10H-40H-70H {(-48-0-+48 semitones)
II : ignored (processed as 00H)
* The Key Shift parameter of each Part will change.

7JFH7FH  — — RPN nuli
RPN will be set as “unspecified”. Once this setting has been
made, subsequent Data Entry messages will be ignored. (It is not
necessary to transmit Data Entry for RPN Null settings.
Parameter values that were previously set will not change.

mm, li: ignored
® Program Change
status 2nd byte
CnH ppH

pp=Program number: 00H-7FH (prog.1-prog.128)

*  Not received when the Rx Program Change Switch parameler is OFF.
*  Not received when the Rx Switch parameter is OFF.
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® Channel Aftertouch
status 2nd byte
DnH vvH

®  Not received when the Rx Switch parameter is OFF.
* ‘The effect will apply according to the Aftertouch Control setting.

@ Pitch Bend Change

status 2ndbyte  Jrdbyte
EnH 1IH mmH
mml=Pitch Bend value: 00 00H-40 0OH-7F 7FH (-8192~0-+8191)

*  Not received when the Rx Switch parameter is OFF.
¢ The effect will apply according to the Pitch Bend Control setting.

W Channel Mode messages

@ All Sound Off (Controller number 120)
status dbyle  3wdbyte
BnH 78H 00H

*  When this message is received, all notes currently sounding on the corresponding
channel will be tumed off.
*  Not received when the Rx Switch parameter is OFF.

@ Heset All Controliers (Controller number 121)

status ndbyte  3rd byte
BnH 79H 00H

*  Not received when the Rx Switch parameter is OFF.
*  When this message is received, the following controllers will be set to their reset val-

ues.

Controlier Reset value
Pitch Bend Change 10 {center)
Polyphonic Key Pressure 0 (off)

Channel Pressure 0 (off)
Modulation 0 (off)
Expression 127 {maximum)
Hold 1 0 (off)
Sostenuto 0 {off)

Soft 0 (off)

Hold 2 0 {off)

RPN Unset. Previously set data will not change.

@ All Note Off (Controller number 123)
BnH 7BH 0O0H

*  When All Note Off is received, all currently sounding notes of the corresponding chan-
nel will be turned off. However if Hold 1 or Sostenuto are on, the sound will be held
until these are turned off.

* Not received when the Rx Switch parameter is OFF.

@ Omni Off (Controlier number 124)
status 2ndbyte  3ndbyte
BnH 7CH 00H

* The same processing as when All Note Off is received will be done.
* Not received when the Rx Switch parameter is OFF.

® Omni On (Controlier number 125)

status 2nd byte 3rd byte
BnH 7DH O0H

* The same processing as when All Note Off is received will be done. The instrument

will not be set to OMNI ON.
*  Not received when the Rx Switch parameter is OFF.
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@ Mono (Controller number 126)

status ndbyle  3rdbyte

BnH 7EH mmH

mm=Mono number: 0OH~10H (0-16}

* The same processing as when All Note Off is received will be dane, and the Solo
Switch parameter will be set to ON.

*  Not received when the Rx Switch parameter is OFF.

@ Poly (Controller number 127)

status 2nd byte  3rd byte
BnH 7FH (0H

* The same processing as when All Note Off is received will be done, and the Solo
Switch parameter will be set to OFF.
*  Not received when the Rx Switch parameter is OFF.

W System Realtime messages

® Timing Clock
status
F8H

* This is received when Sync Mode is SLAVE. Settings can be made to synchronize or
the LFO rate or the effect rate. :

@ Actlve Sensing
stafus
FEH

*  When an Active Sensing message is received, the unit will begin monitaring the inter-
val at which MIDI messages are received. During monitoring, if more than 420 ms
passes without a message being received, the same processing will be done as when
All Sound OIf, All Note Off, and Reset All Controllers messages are received. Then
monitoring will be halted.

I System Exclusive messages

status data byte status

FOH iiH, ddH, ....., eeH F7H

FOH: System Exclusive message status

ii = 1D number: This is the [D number (manufacturer 1D) that specifies the manufac-

turer whose exclusive message this is. Roland’s manufacturer 1D is
41H.ID numbers 7EH and 7FH are defined in an expansion of the
MID! standard as Universal Non-realtime messages (7EH) and
Universal Realtime Messages (7FH).

O0H-7FH (0-127)

EOX (End Of Exclusive) This is the last status of system exclusive

message.
@ Universal Non-realtime System Exclusive Messages

O Inquiry Request Message

Status Data byte Status

FOH 7EH, dev, 06H, 01H F7H

Byte Explanation

FoH Exclusive status

7EH ID ntumber {uni i Iti B
dev Device 1D (dev:10H(17)-1FH(32))

06H Sub ID#1 {General Information)

01H Sub [D#2 (Inquiry Request)

F7H EOX (End Of Exclusive)

*  The “dev” is own device number or 7FH (Broadcast)
*  When Inquiry Request is received, Inquiry Reply message will be transmitted.
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@ Data Request 1 RQ1

This message requests the uther device to transmit data. The address and size indicate the
type and amount of data that is requested.

When a Data Request message is received, if the device is in a state in which it is able to
transmit data, and if the address and size are appropriate, the requested data is transmit-
ted as & Data Set 1 (DT1) message. If the conditions are not met, nothing is transmitted.
The model 1D of the exclusive messages used by this instrument is 00 0BH.

status data byte status
FOH 41H, dev, 00H, 0BH, 11H, aaH, bbH, ccH, ddH, F7H

ssH, ttH, uuH, vvH, sum

Byte Remarks

FOH Exclusive status

41H 1D number (Roland)
dev device ID {dev: 10H-1FH)
00H maodel 1D (JX-305)

0BH maodel 1D (JX-305)

11H command 1Y (RQ1}
aaH address MSB

bbH address

ccH address

ddH address LSB

ssH size MSB

tH size

uul size

vwH size LSB

sum checksum

F7H EOX (End Of Exclusive)

*  For the address, size, and checksum, refer to “Examples of system exclusive messages
and calculating the checksum” {p. 253).

* This message is not received if the Rx.System Exclusive Switch Switch parameter is
OFF.

@ Data Set1 DT1
This message transmits the actual data, and is used when you wish to set the data of the
receiving device.

status data byte statug
FOH 41H, dev, 00H, 0BH, 12H, aaH, bbH, ccH, ddH, eeH, ... ffH, sum  F7H
Byte Remarks

FoH Exclusive status

41H 1D number (Roland)

dev device ID (dev: 10H-1FH)

00H model ID §X-305)

OBH mode} ID (X-305)

12H command D (DT1)

aaH address MSB

bbH address

«cH address

ddH address LSB

ecH data: The actual data to be transmitted. Multi-byte data is transmitted in the
arder of the address.

fiH data

sum checksum

F7H EOX (End Of Exclusive)

For the address, size, and checksum, refer to “Examples of system exclusive messages
and calculating the checksum” (p. 253).
* Data whuse size is greater than 128 bytes should be divided into packets of 128 bytes
- or less and transmitted. Successive “Data Set 1" messages should have at least 20 ms of
time interval between them.
* This message is not received if the Rx.Systern Exclusive Switch parameter is OFF.

The only GS exclusive messages received by the 1X-305 are Scale Tunc settings (p. 253).

® Data Set1 DT

status data byte status
FOH 41H, dev, 42, 12H, aaH, bbH, ccH, ddH, ... eeH, sum F7H
Byte Remarks

FOH Exclusive status

41H 1D number (Roland)

dev device 1D (dev: 10H-1FH)

42H modet ID (GS)

12H command 1D (DT1)

aaH address MSB

bbH address

ccH address LSB

ddH data: The actual data to be transmitted. Multi-byte data is transmitted in the

order of the address.

eeH data

sum checksum
H EOX (End Of Exclusive)

*  This message is not received if the Rx.System Exclusive Switch parameter is OFF.

in addition to conventional system exclusive messages, the JX-305 also uses special system
exclusive messages for operations which require realtime handling, such as knobs.

® Data Set1 DT1

status data byte status
FOH 41H, dev, 3AH, 12H, aaH, bbH, ccH, ddH, sum F7H
Byte Remarks

FOH Exclusive status

41H 1D number (Roland)

dev device ID (dev: 10H-1FH)

3AH model ID (FX-305 Quick)

12H command ID (DT1)

aaH address (Status/Channel)

bbH address/Data H

ocH DataL

ddH Data E

sum checksum

F7H EOX (End Of Exclusive)

*  For the address, size, and checksum, refer to “Examples of syslem exclusive messages
and calculating the checksum” {p. 253).

* Transmission of consecutive addresses is not possible.

This message is not received if the Rx System Exclusive Switch parameter is OFF.

2. Data transmission
(sound source section)

W Channel Voice messages

® Note Off

status 2ndbyte  3rdbyte
8nH kkH vwH

® Note On

status ndbyte  3rdbyte
onli KkH wH

vv=Note On velocity: 01H-7FH (1-127)

® Control Change
* By selecting a controller number that corresponds to the setting of the Control Pedal
Assign parameter, you can transmit any desired control change.
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) Bank Select (Controller number 0,32}

status 2nd byte 3rd byte
BnH 00H mmH
BnH 20H g

mm ll=Bank number: 00 00H - 7F 7FH (bank.1 - bank.16384)

*  This message is not transmitted if Tx Program Change Switch parameter or Tx Bank

Select Switch parameter is OFF.
* For the Bank Select that corresponds to each Pateh, refer to section 1.

O Modulation (Controller number 1)

status 2nd byte 3rd byte
BnH 0H vvH

O Portamento Time (Controller number 5)

status 2nd byte 3rd byte
Bnti 05H vvH

Q Volume (Controlier number 7)

stalus 2nd byte 3rd byte
BaH o7H vwH

O Panpot {Controller number 10)

status 2nd byte 3rd byte
BnH CAH vvH

O Expression (Controller number 11)
status 20d byte 3rd byte
BnH 0BH vvH

) General purpose Controller1, 3, 4 (Controller number 16, 18, 19)

status 2nd byte 3rd byte
BnH 10H,12H,13H vvH

) Hold 1 (Controller number 64)
status and byte 3rd byte
BuH 40H axH

O Partamento (Controller number 65)

status 2nd byte 3rd byte
BnH 4H xxH

) Sostenuto (Controlier number 66)

status 2nd byte 3rd byte
BnH 42H xxH

O Soft (Controller number 67)
status 2nd byte 3rd byte
BnH 43H xxH

D Hold 2 (Controller number 69)

status 2nd byte 3rd byte
BnH 45H xxH

) Sound Controller2-6,8 (Controller number 71-75, 77)

status 2nd byte 3rd byte
BnH 47H-4BHADH  vwH

O General purpose Controller5-8 (Controlier number 80-83)

status 2nd byte 3rd byte
BnH 50H-53H  wwH

) Portamento control (Controller number 84)
status 2nd byte 3rd byte
BnH 54H kkH

O Effect 1 (Controlier number 91)

status 2nd byte 3rd byte
BnH 5BH veH

) Effect 4 (Controlier number 91)

BnH SEH vvH
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@ Program Change
status Ind byte
CnH ppH

pp=Program number: U0H - 7FH (prog.1 - prog.128)

* This message is not transmitted when the Tx Program Change Switch parameter is
QFF.

@ Channel Aftertouch

statug 2nd byte
DnH vvi

® Pitch Bend Change

status 2nd byte 3rd byte
EnH H mmH

mm,l1=Pitch Bend value: 00 00H - 40 00H - 7F 7FH (-8192 - 0 - +8191)
H System Realtime messages

® Active Sensing
status

FEH

*  Transmitted at intervals of approximately 250ms.
*  Not transmitted if the Tx Active Sensing Switch parameter is OFF.

B System Exclusive messages

@ Universat Non-realtime System Exclusive Messages

O Inquiry Reply

Stafus  Dambyte Status
FoH 7EH, dev, 06H, 02H, 41H, 0BH, 01H, 01H, 00H, 00H, 03H, 00H, 00H  F7H
Byte Explanation

FOH Exclusive status

7EH 1D number {universal non-realtime message)

dev Device 1D {dev:10H(17)-1FH{(32))

06H Sub ID#] (General Information)

02H Sub ID#2 (Inquiry Reply)

41H 1D number (Roland)

OBH 01H Device family code

01H 00H Device family number code

00H 03H 00H 00H  Software revision levet

F7H EQOX (End of Exclusive)

*  When Inquiry Request is received, Inquiry Reply message will be transmitted.
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@® DataSet1 DT1

status data byte status

FOH 41H, dev, 00H, OBH, 12H, aaH, bbH, ccH, ddH, eeH, ... fiH, sum  F7H

Byte Remarks

FoH Exclusive status

41H iD number (Roland)

dev device ID {dev: 10H-1FH)

00H model ID (}X-305)

0BH maode} ID (JX-305)

12H command D (DT1)

aaH address MSB

bbH address

wH address

ddH atdress LSB

ecH data: The actual data to be transmitted. Multi-byte data is transmilted in the
order of the address.

ffH data

sum checksum

F7H EOX (End Of Exclusive}

.

For the address, size, and checksum, refer to “Examples of system exclusive messages
and calculating the checksum” (p. 253).

* Data whose size is greater than 128 bytes should be divided into packets of 128 bytes
or less and transmitted. Successive “Data Set 17 messages should have at least 20 ms of
time interval between them.

® Data Set1 DT1

status data byte status
FOH 41H, dev, 3AH, 12H, aaH, bbH, ccH, ddH, sum F7H
Byte Remarks

FOH Exclusive status

41H 1D number {Roland)

dev device ID {dev: 10H~1FH}

3AH maodel 1D {JX-305 Quick)

12H command 1D (DT1)

aaH address (Status/Channel)

bbH address/Data H

ecH Data L.

ddH Data E

sum checksum

FH EOX (End Of Exclusive)

*  For the address, size, and checksum, refer to “Examples of system exclusive messages
and calculating the checksum” {p. 253}.
*  Transmission of consecutive addresses is not possible.

3. Data reception (Sequencer section)

3.1 Messages recorded during recording

B Channel voice messages

@ Note Off

status 2nd byte Ird byte
8nH kkH vvH
9nH kkH 00H

@ Note On

status 2nd byte 3rd byte
9nH kkH vvH

vv=Note On velocity: O1H -7FH (1. 127)
@ Polyphonic Aftertouch

status 2nd byte 3rd byte
AnH kkH vvH

@ Control Change
status 2nd byte 3rd byte
BnH kkH vvH

kk=control number: O0H-78H (0-120)
® Program Change

status 2nd byte

CnH ppH

pp=I"rogram number: 00H-7FH (prog.1-prog128)

® Channel Aftertouch
statug 2nd byte
DnH vwH

©® Pitch Bend Change

status Indbyie  3rdbyte
EnH H mmH
mm =Pitch Bend value: 00 00H—40 DOH-7F 7FH (-8192-0-+8191)

B Channel Mode messages

@ All Sound Off (Controller number 120)
status ndbyte  3rd byte
BnH 78H O0H

® Reset All Controliers (Controller number 121)

status 2nd byte 3rd byte
BnH 79H 0o0H

® Omni Off (Controlier number 124)

status 2nd byte 3rd byte
BnH 7CH 00H

*  The same processing will be done as when an All Note Off message is received.

@ Omni On (Controller number 125)

status 2nd byte 3rd byte
BnH 70H 00H

* The same processing wiil be done as when an All Note Off message is received.

@ Mono (Controlier number 126)

status 2nd byte 3rd byte
BnH 7EH mmH

mm=mona number: Q0H-10H (D-16)

* The same processing will be done as when an All Note Off message is received.

® Poly (Controlier number 127)

status 2nd byte 3rd byte
BnH 7FH WH

*  The same processing will be done as when an All Note Off message is received.

B System Exclusive messages

status data byte stalus

FOH iiH, ddH, ....... eeH F7H

FOH: System Exclusive message status

ii = 1D number: This is the 1D number (manufacturer 1D} that specifies the manufac-

turer whose exclusive message this is, Roland’s manufacturer 1D is
41H.ID numbers 7EH and 7FH arc defined in an expansion of the
MIDI standard as Universal Non-realtime messages (7EH) and
Universal Realtime Messages (7FH).

dd,..., ee = data: 00H-7FH (0-127)

F7H: EQX (End Of Exclusive)
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3.2 Messages not recorded during record-
ing

B Channel Mode messages

@ Local On/Off (Controller number 122)

status 2nd byte 3rd byte
BnH 7AH 00H

vv=value:  00H,7FH (Local off, Local on}

@ All Note Off (Controller number 123)

status 2nd byte 3rd byte
BnH 7BH 00H

* When an All Note Off message is received, all notes of the corresponding channel that
are on will be sent Note Off's, and the resulting Note Off messages will be recorded.

3.3 Messages acknowledged for synchro-
nization

B System Common messages

@ Song Position Pointer

status 2nd byte 3rd byte
F2H mmH =
mm, li=value: 00 00H-7F 7FH ((-16383)

B System Realtime messages

® Timing Clock

status

F8H

* This message will be received if the Sync Mode parameter is SLAVE.
@ Start

status

FAH

*  This message will be received if the Sync Mode parameter is SLAVE or REMOTE.
@ Continue

status

FBH

*  This message will be received if the Sync Mode parameter is SLAVE or REMOTE.

® Stop
status
FCH

* This message will be received if the Sync Mode parameter is SLAVE or REMOTE.
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4. Data transmission (Sequencer section)

4.1 Recorded messages are transmitted during
playback.

4.2 If the Through parameter is ON, messages
received (except for System Common messages
and System Realtime messages) will be transmit-
ted. :

4.3 Messages that are generated and transmitted

4.3.1 Messages automatically generated by the
system

W Channel Mode messages

@ Omni Off (Controller number 124)

status 2nd byte 3rd byte
BnH 7CH 00H

*  Atstart-up, this message is transmitted to all channels.

@ Poly (Controller number 127)

status 2nd byte 3rd byte
BnH 7FH ooH

* At start-up, this message is transmitted to all channels.

4.3.2 Messages generated and transmitted when
the Sync Out is ON

W System Common messages

® Song Position Pointer

status 2nd byte 3rd byte
F2H mmH UH
mm,H=value: 00 C0H-7F 7FH (0~16383)

M System Realtime messages

@ Timing Clock
status
F8H

@ Start
status

FAH

@ Continue
status
FBH

@ Stop
FCH



]
5. Parameter address map

1.JX-305 (Model ID=00H O0BH)

For addresses marked by #, the data is transmitted in two parts. For example, the hexadecimal data ABH would be divided into 0AH and 0BH, and transmitied in this order.
Addresses for which the Description field is listed as “Reserved” have no meaning for the JX-303. They will be ignored.
Parameter values enclused in < > have no meaning for the JX-305.

»

Start
Address Description
00 00 00 00 | System 1-1
01 00 o0 00 part Info 1-2
02 00 00 00 Temporary Patch(part 1) 1-3
g2 01 00 0O Temporary Patch(part 2)
02 06 00 00 | Temporary Patchipart 7
g2 09 GO 00 Temporary Rhythm Setup 1-4
30 00 00 DO | Temporary Pattern Setup 1-5
40 00 ce 00 } Temporary Patrtern Body i-6
& 1-1.System
Offset
Address Description
00 00 System Common 1-1-1
10 00 Part 1 Scale Tune 1-1-2
11 00 Part 2 Scale Tune
16 00 Part 7 Scale Tune
W 1-1-1.System Common
Offset
Address Size Description Data (Value)
60 00-00 05 | Daaa aaaa | Reserved -
00 06 Qaaa aaaa Master Tune 0 - 126 *1
00 07 0000 000a Scale Tune Switch 9 - 1 (OFF.ON)
a0 08 a0oo 000a M-FX Switch 0 1 (OFF,0ON)
a0 08 Good 000a Delay Switch 0 - 1 (OFF,ON)
00 0A 0000 200a Reverb Switch 0 - 1 (OFF,ON)
00 OB G000 0002 Patch Remain 0 - 1 (OFF,0N)
00 0C-00 13 | Gaaa aaaa | Reserved -
a0 14 0000 000a Receive Program Change Switch 0 -1 {OFF, ON)
00 15 6000 000a Receive Bank Select Switch 0 - 1 (GFF,ON)
00 16-00 27 | Oaaa aaaa | Reserved —
00 28 0000 000a Transmit Program Change Switeh 0 - 1 {OFF,ON}
00 29 0000 080a | Transmit Bank Select Switch 0 - 1 (OFF,ON}
00 2A-00 61 | Oaaa aaaa | Reserved —
Total size | 00 00 00 62
*1:4274 - 4526
| 1-1-2.Scale Tune
Offset |
Address Size | Description Data (Value}
00 00 Oaaa aaaa | Scale Tune for C 0 - 127 {~64 - +63)
00 01 Qaza aaaa l Scale Tune for C# 0 ~ 127 (-84 - +63)
00 02 Oaaa aaaa | Scale Tune for D 0 - 127 (~64 - +63)
00 03 Qaaa aaaa Scale Tune foxr D# 0 - 127 (-64 - +63)
00 04 Oaaa aaaa Scale Tune for E 0 - 127 (-64 - +63)
a0 05 Oaaa aaaa Scale Tune for F 0 - 127 (-64 - +63)
00 06 Qaaa aaaa Scale Tune for Fé 0 - 127 (-64 - +63)
00 07 Daaa aaaa Scale Tune for G 0 - 127 (-564 - +63)
00 08 Daaa aama | Scale Tune for G# 0 - 127 (-64 - +83)
oo 09 Oaaa aaaa Scale Tune for A 0 - 127 (-64 - +63)
00 0A Oaaa aaaa Scale Tune for A# 0 - 127 (-64 - +63)
00 0B Oaaa aaaa Scale Tune for B 0 - 127 (-64 - +63)
Toral size | 00 CO 20 OC
N
o 1-2.Part Info
Offset
Address Description
00 Q0 Part Info Common 1-2-1
10 00 part Info Part 1 1-2-2
11 oo Part Info Part 2
16 00 part Info Part 7
19 00 pPart Info Part R
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M 1-2-1.Part Info Common

offset
Address Size Description Data (Value)
00 00-00 OC | Oaaa aaaa | Reserved
00 0D Q0aa aaaa HM-FX Type 0 -~ 23
00 OE Qaaa aaaa M-FX Parameter 1 o - 127
00 OF Oaaa aaaa M-FX Parameter 2 o - 127
00 10 Qaaa aaaa | M-FX Parameter 3 0 - 127
00 11 Oaaa aaaa M-FX Parameter 4 0 - 127
00 12 Caaa aaaa M-FX Parameter 5 0 - 127
00 13 Oaaa aaaa M-FX Parameter 6 0 - 127
00 14 Caaa aaaa M-FX Parameter 7 0 - 127
00 15 Qaaa aaaa M-FX Parameter 8 0 -~ 127
00 16 Qaaa aaaa M-FX Parameter 9 0 - 127
00 17 Oaaa aaaa M-FX Parameter 10 0 ~ 127
00 18 Oaaa aaaa | M-FX Parameter 11 ¢ - 127
00 19 Oaaa aaaa M-FX Parameter 12 0 - 127
00 1A-00 1B | Oaaa aaaa | Reserved -
00 1C Oaaa aaaa M-FX Delay Send Level o - 127
60 1D Oaaa aaaa #1-FX Reverb Send Level 0 - 127
00 iE-00 21 | Daaa aaaa | Reserved -
00 22 Qaaa aaaa Pelay Level 0 - 127
00 23 €008 000a Delay Type 0 -1 1
00 24 Oaaa aaaa Delay HF Damg 0 - 17 *4
00 25 Oaaa aaaa Delay Time o -~ 120
00 26 Qaaa aaaa Delay Feedback Level 0 - 98
00 27 0000 Olaa Delay Output Assign o -2 *Z
00 28 0000 laaa Reverk Type g -7 *3
00 29 Oaaa aaaa Reverh Level 0 - 127
40 2A laaa aaaa Reverb Time 0 ~ 127
60 2B 0C0a aaaa Reverb HF Damp 0 - 17 *4
00 0C-00 2F | Oaaa aaaa | Reserved -
00 3C Oaaa aaaa | Voice Reserve 1 0 64
00 31 Oaaa aaaas Voice Reserve 2 0 64
a0 32 Qaaa aaaa | Voice Reserve 3 0 - 64
00 33 Qaaa aaaa Voice Reserve 4 0 - 64
00 34 Oaaa aaaa voice Reserve 5 0 - 64
00 35 Qaaa aaaa Voice Reserve 6§ 0 -~ 64
00 36 Oaaa aaaa Voice Reserve 7 0 - 64
00 37-00 38 | Oaaa aaaa | Reserved —
00 39 | Oaaa aaaa | Voice Reserve R 0 - 64
00 3A~00 43 | Oaaa aaaa ] Reserved —
‘rotal size | 00 00 00 44

*1: SHORT, LONG

*2: LINE, REV, LINE+REV

*3: ROOM1, ROOM2, STAGE], STAGE2, HALLL, HALL2

*4: 200, 250, 315, 400, 500, 630, 800, 1000, 1250, 1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000, BYPASS

M-FX Parameter Value Display

Type 0:  4-BAND-EQ
prml Low Freg
prm2 Low Gain
prm3 High Freg
prm4 High Gain

-1 200, 400

-~ 30 =15 - +15
-1 4000,8000
- 30 15 - +15

0
0
0
0
prm5 Peakl Freq 0 -~ 16 *1
prmé Psakl Q 0 -4 0.5,1.0,2.0,4.0,8.0
prm? Peakl Gain 0 - 30 -15 - +15%
prm8 Peak2 Freqg 0 - 16 *1
prm9 Peak2 Q 0 -4 ¢.5,1.0,2.0,4.0,8.0
prml0 Peakl Gain 0 - 30 ~15 - +15
prmil Output Level 0 - 127
Type 1: SPECTRUM
prml Low-High G - 30 -18 - @15
prm2 Middle Gain o - 30 ~15 - 15
prm3 widch 0 -4 1-5
prma Qutput Pan o - 127 L64 - R63
prmd Output Level g - 127
Type 2: ENHANCER
prml Sens 0 - 127
prm2  Mix 0 ~ 127
prmd Low Gain 0 - 30 ~15 ~ +15
prmd High Gain 0 -~ 30 -15 - +15
prmb Output Level o - 127
Type 3: OVERDRIVE
prml Input Level 0 127
prm2 Drive o - 127
prmd AMP Type ¢~ 3 SHALL, BUILTIN, 2STACK, 3STACK
prmd Output Pan 0 - 127 L64 - RG3
prm5 Output Level o -~ 127

Type 4: DISTORTION
prml Input Level
prm2 Drive
prm3 AMP Type
prmd Output Pan
prms Qutput Level

SMALL, BUILTIN, 25TACK, 3STACK
27 L64 - R63
27

coococo
'
= A

Type 5: Lo-Fi
prml BitDown

prm2 S-Rate Down - 32.16,8,4
prm3 Post Gain - 0,+6,+12,+18
prind Low Gain -15 - +15
prmd High Gain - ~15 - +15

prmé Qutput MONG, STEREQ

prm7 Qutput Level

cocoaon
'

W W W
=R



Type 6: NOISE

prml Noise Type 0 17 1 - 18

prm2  Noise Level 0 127

prm3 N Filter 0 17 *1,3YPASS

prmé Lo~Fi Level 0 127

prm5 Cutput Pan 0 127 L64 - R63

prmé Qutput Level 0 127

Type 7: RADIO-TUNG

prml Radio Detune 0 127

prm2  Noise Level 0 127

prm3 Low Gain Q 30 ~15 - +15

prmd High Gain 0 30 -15 - +15

prm5 Output 0 -1 MONO, STEREC
prmé Qutput Level [} 127

Type 8: PHONOGRAPH

prml Disc Type 4 2 LP.EP, 8P

prm2 D Noise Level { 127

prm3 Depth 0 - 20 0 - +20

prméd Qutput Pan 0 127 L64 - RB3

prmS Qutput Level a 127

Type 9: COMPRESSOR

prmi Attack [ 127

prm2 Sustain [ 127

prm3 Post Gain o -3 0,+6,+12,+18
prmd Low Gain 0 30 -15% - +15

prmS High Gain ] 30 -15 - +15

prmé Output Level [ 127

Type 10: LIMITER

prml Threshold 0 127

prm2 Ratioc 0 3 1.5:1,2.0:1,4.0:1,100:1
prml Release [ 127

prmd Post Gain 1] 3 0,+6,+12,+18
prm5 Output Pan 0 127 L64 - R63

prmb Qutput Level o 127

Type 11: SLICER

prml Timing Pattern 0 33 (pattern)

prm2 Rate 0 2 1/4,3/2,1/1
prm3 Accent Pattern 0 15 (pattern)

prmd Accent Level 0 127

prm5 Attack 0 g 1-10

prmb Qutput Level o 127

Type 12: TREMOLO

prml LFO Type 4 S TRI,TRP, SIN, SAW1, SAW2, SQR
prm2 Rate [ 117 0.05 - 10.00,*2
prm3 Depth Y 27

prm4  Low Gain o - 30 -15 - «15

prm5  High Gain 0 30 =15 ~ +15

prmé Output Level 0 127

Type 13: PHASER

prml  Mamual 0 125 100 - 8000
prm2 Rate 0 117 0.05 - 10.00,"2
prm3 Depth 0 127

prméd Resonance 0 127

prm5 Mix ] 127

prmé Output Pan 0 12 L64 - RG3

prm7 Output Level 0 127

Type 14: CHORUS

prml Pre Delay 0 125 0.0 - 100

prm2 Rate [ 117 6.05 - 10.00,*2
prmi Depth 0 127

prmd Phase 0 50 ¢ - 180

prm5 Filter Type 0 2 OFF, LPF, HPF
prmé Cutoff 0 16 1

prm? Balance 0 100 D100:0E - DO:100E
prmé Output Level 0 127

Type 15: SPACE-D

prml Pre Delay 0 125 8.0 - 100

prm2 Rate 0 117 6.0% - 10.00,*2
prm3 Depth 0 127

prmd Phase [ Q20 0 - 180

prmé Low Gain 4 30 -15 - +15

srmé Righ Gain [} 30 -15 - #1%

prm? Balance L] 100 DLDD:0E -~ DO0:100E
ptm8 Output Level 0 127

Type 16: TETRA-CHORUS

prml Pre Delay [} 125 0.0 - 100

prm2 Rate a 117 0.05 -~ 10.00,*2
prm3 Depth ¢ 127

prmé Pre Dly Devi [ 20

prms Depth Devi o 40 -20 - +20

pPrmé Pan Devi ¢ 20

prm7 Balance 0 100 D10C:0E - DO:100E
prmfB Output Level ¢ 127

Type 17: FLANGER

prml Pre Delay 1] 125 0.0 - 100

prm2 Rate 0 117 0.05 -~ 10.00, {rate)
prm3 Depth 0 127

prmd  Feedback 0 98 0 - +98

prm5 Phase 0 90 0 -~ 18D

prmé Filter Type [ 2 OFF, LPF, HPF
prm7 Cuteff [ 16 *

prm# Balance 0 100 D1OC:0E -~ DO:100E
prm? Output Level 0 127

Type 18: ST-FLANGER

prml Pre Delay 0 125 0.0 - 100

prm2 Rate 0 117 ¢.05 - 10.00,*2
prm3 Depth 0 127

prm4 Feedback 0 98 0 - +98

prms Phase 0 90 0 - 180

prmé Step Rate a 128 0.05 - 10.00,*2
prm7 Balance 0 100 D10CG:0E - DD:10DE
prmB Output Level 0 127

Type 19: SHORT-DELAY

prml Time L 103 0.1 - 190

245



~

prm2 Time R e - 103 0.1 - 1%0

prm3 HF Damp ¢ - 17 *1,BYPASS

prmd Feedback ¢ - 98 0 - +98

prm5 Aute Pan ¢ - 18 OFF, {rate)

prmé Low Gain g - 30 -15 - +15

prm7 High Gain ¢ o~ 30 ~15 - +1%

prmB Balance g - 100 D100:0E - DO:100E

prm$ Cutput Level ¢ - 127

Type 20: AUTO-PAN
prml LFO type
prm2  Rate
prm3 Bass Sense
prmd Depth
prm5 Low Gain
prmé High Gain
prm7 Output Level

-5 TRI, TRP,SIN, SAW]. SAWZ, SQR
- 117 0.05 - 10.00,*2
2 OFF, MODE1 , MODE2

- 30 -15 - +15
- 30 ~15 - +15

cooocoe
[
-
1S}
N}

Type 21: FB-P-SHIFT
prml Coarse
prm2 Fine
prml Qutput Pan
prmd Pre Delay

- 36 ~24 - +12
- 100 -100 - +100

- 125 8.0 - 100

cocooccocooo
i
ES

prmS  Mode 1-5

prmé Feedback - 98 0 - +98

prm7 Low Gain - 30 -15 - +15

prm8 High Gain - 30 -15 - +15

prm% Balance - 100 D100:0E - DO:100E

prml0 Output Level - 127

Type 22: REVERB

prml Rev Type 0 -5 ROOM1, ROOM2, STAGE1 . STAGE2, HALL], HALL2
prm2 Time 0 - 127

prm3 HF Damp 0 - 17 *1,BYPASS

prmé Balance 0 - 100 D1O0:0E - DO:100E

prm5 Output Level o0 - 127

Type 23: GATE-REVERB

prml Gate Type 0~ 3 NORMAL, REVERSE, SWEEPL, SWEEP2
prm2 Gate Time 0 ~ 65 5 -~ 330

prm3 Balance 0 - 100 D100:0E - DO:100E

prmé Output Level 0 - 127

*1: 200, 250, 315, 400, 500, 630, 800, 1000, 1250,1600, 2000, 2500, 3150, 4000, 5000, 6300, 8000
*2:1/16,1/12,3/32,1/8,1/6,3/16,1/4,1/3,3/8,1/2,2/3,3/4,1/1, 2MES, 3MES, 4MES, BMES, 16MES

m 1-2-2.Part Info Part

offset
Address Size Description Data {Value}
00 00 ] 0000 060a | Receive Switch 0 -1 (OFF,ON}
00 01 | Oaaa aaaa | Reserved -
60 02 0000 00aza patch Group Type 0 -3 *1
00 03 Qaaa aaaa pParch Group ID 0 - 127
# 00 04 0000 aaaa | Patch Number 0 - 254
0000 bbbb (001 ~ 255)

- 127
- 127 (L&4 - 63R)

00 06 Oaaa aaaa Part Level
60 07 Oaaa aaaa Part Pan

coocoo

'

w0

*
‘

S

@
1

00 08 Qaaa aaaa Part Key Shifc +48)
00 09 Qaaa aaaa Part Fine Tune - 100 {-50 - +50)
00 OA | 0000 Qaaa | M~FX Switch -4 *2
00 0B | Gaaa amsaa | Reserved —
00 0C Caaa aaaa Delay Send Level 0 - 127
00 4D Oaaa aaaa Reverb Send Level 0 - 127
00 OE-00 19 | Qaaa asaa | Reserved -
Total size | 00 00 00 1A
*1: PRESET, <Reserved, Reserved>, USER&CARD
*2: OFF, ON, <Reserved, Reserved>, RHY
W 1-3.Patch
Offset
Address Description
00 00 Patch Common 1-3-1
10 00 Patch Tone 1 1-3-2
12 00 Patch Tone 2
14 00 Patch Tone 3
16 o0 Patch Tone 4
= 1-3-1.Patch Common
Offset
Address Size Description Data (Value)
00 06 QGaaa azaaa Patch Name 1 32 - 123
00 01 Jaaa aaaa Patch Name 2 32 - 125
00 02 Qaaa aaaa Patch Name 3 32 - 125
00 03 Qasa aaaa Patch Name 4 32 - 125
00 04 Qaaa aaaa Patch Name 5 32 - 125
00 05 Caaa aaaa Patch Name 6 32 - 125
00 06 Baaa aaaa Patch Name 7 32 - 125
00 07 Caaa aaaa Patch Name 8 32 - 125
00 o8 Qaaa aaaa Patch Name 9 32 - 125
00 0% Oaaa aaaa Patch Name 10 32 - 125
00 OA Oaaa aaaa Patch Name 11 32 - 125
00 0B Oaaa aaaa Patch Name 12 32 - 125
00 0C-00 30 | Oaaa aaaa | Reserved -
00 31 | 0000 aaas | Bend Range Up 0 - 12
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00 32 00aa aaaa Bend Range Down 0 - 48 (0 - -48)
00 33 0060 000a Sclo Switch 0 -1 {OFF, ON})
00 34 0000 000a So0lo Legato Switch g -1 {OFF, ON}
D0 35 | 0000 €00a | Portamento Switch 0 -1 {OFF, ON}
00 36 0000 000a Portamento Mode 0 -1 *1
00 37 Q000 @00a Portamento Type 0 -1 {RATE, TIME}
00 38 0000 C00a Portamento Start ¢ - 1 (PITCH,NOTE)
00 39 Oaaa aaaa Portamento Time 0 - 127
00 3A-00 3F | Oaaa aasaa | Reserved -
00 40 | 0000 000a | Velocity Range Switch ¢ -1 (OFF, ON)
00 41 | Oaaa aaaa | Reserved -
00 42 0000 0Caa Stretch Tune Depth Q-3 (OFF.1 - 3)
00 43 0000 000a Voice Priority ¢ -1 *2
00 44 0000 aaaa Structure Type 1&2 ¢ -8 (1 - 10}
00 45 0000 00aa Booster 1&2 0 -3 *3
00 46 0000 aaaa Structure Type 3&4 o -9 {1 - 10}
00 47 0000 Olaa Booster 3&4 0 -3 *3
00 48-00 49 | Oaaa aaaa | Reserved -
Total size | 00 00 00 4A
*1: NORMAL, LEGATO
*2: LAST, LOUDEST
30, +6, +12, +18
MW 1-3-2.Patch Tone
Offset
Address Size Description Data {(Value)
00 00 0000 000a Tone Switch 0 -1 (OFF,ON)
00 01 0000 0000 Wave Group Type 0
00 02 6000 Obaa Wave Group ID 0 -3 *1
¥ 00 03 0000 aaaa | Wave Number 0 - 254
0000 bbbb (001 - 255)
00 05 0000 Ofaa Wave Gain ¢ -3 *2
00 06 C000 000a FXM Switch 0 -1 (OFF, ON)
00 07 | 0000 00aa | FXM Color 6 -3 {1 - 4)
00 08 0000 aaaa FXH Depth ¢~ 15 (1 - 16)
00 09-00 OA | 0aaa aaaa | Reserved -
00 0B Qaaa aaaa Velocity Cross Fade 0 - 127
00 oC Oaaa aaaa Velocity Range Lower 1 - 127 *3
00 Cp Oaaa aaaa | Velocity Range Upper 1 - 127 *~4
00 QE Oaaa aaaa Keyboard Range Lower 0 - 127 *5
00 OF Oaaa aaaa Keyboard Range Upper 0 - 127 *6
00 10-00 14 | Oaaa aaaa | Reserved -
00 15 000a aaaa | Modulation Destination 1 - 15 *7
Q0 16 Qaaa aaaa Modulation Depth 1 - 126 (~63 - +63)
a0 17 000a aaaa Modulation Destination 2 -~ 15 7
00 18 Qaaa aaaa | Modulation Depth 2 - 126 (-63 ~ +63)
00 19 000a aaaa | Modulation Destination 3 ~ 15 *7
00 1A Oaaa aaaa | Modulation Depth 3 - 126 (-63 - +63)
00 1B 000a aaaa | Modulation Destination 4 -~ 15 7
00 icC Qaaa aaaa Modulation Depth 4 - 126 {~63 ~ +63)
00 1D 000a aaaa Pitch Bend Destination 1 ~ 15 *7
00 1E Qaaa aaaa Pitch Bend Depth 1 - 126 (-63 - +63}
00 1F | 000a aaaa | Pitch Bend Destination 2 - 15 *7
00 20 Oaaa aaaa Pitch Bend Depth 2 - 126 {-63 - +63)
00 21 00Ca aaaa Pitch Bend Destination 3 - 15 ~7
00 22 Oaaa aaaa Pitch Bend Depth 3 - 126 {-63 - +63)
00 23 000a aaaa Pitch Bend Destination 4 - 15 7
00 24 Qaaa aaaa Pitch Bend Depth 4 - 126 (-63 - +83)
00 25 000a aaaa | Aftertouch Destination 1 - 15 7
00 26 Qaaa aaaa Aftertouch Depth 1 - 126 (-63 - +63)
00 27 000a aaaa Aftertouch Destination 2 - 15 -7
00 28 Oaaa aaaa Aftertouch Depth 2 - 126 {~63 - +63)
00 285 000a aaaa | Aftertouch Destination 3 - 15 *7
00 2A Qaaa aaaa Aftertouch Depth 3 - 126 (-63 - +63)
00 28 000a aaaa Aftertouch Destination 4 - 15 7

00 2¢C Daaa aaaa Aftertouch Depth 4 - 126 (~63 - +63)

00 2D 0000 Oaaa LFOl Waveform

-7 8
00 2E 0000 000a LFO1 Key Sync -1 {OFF, DN}
00 2F Oaaa aaaa LFO1 Rate - 127
00 30 0000 Oaaa LFOl Offset -4 *9
00 31 faaa aaaa LFO1 Delay Time - 127
00 32 0000 O0aa LFO1 Fade Mode -3 *10
00 33 Oaaa aaaa | LFO1 Fade Time - 127
00 34 0000 D0Ca LFO1 Tempo Sync -1 (OFF, ON)
00 35 0000 Oaaa LFO2 Waveform -7 *8
00 36 0000 000a LFO2 Key Sync -1 {OFF, ON}
00 37 Daaa aaaa LFOZ Rate - 127
00 38 0000 Daaa LFDO2 Offset -4 *9
00 39 Oaaa aaaa LF02 Delay Time - 127
00 3a 0000 OCaa LFO2 Fade Mode -3 *10
00 3B Gaaa aasaa LFQ2 Fade Time - 127

00 3¢ 0000 000a LFO2 Tempo Sync -1 {OFF.ON)

- 86 (-48 ~ +48)
- 100 (-50 - +50)

00 3D Oaaa aaaa Coarse Tune
00 3E Oaaa aaaa Fine Tune

00 3F 000a aaaa Random Pitch Depth - 30 *11
00 40C 0000 aaaa Pitch Keyfollow ~ 15 *12
00 41 00Ca aaaa Pitch Envelope Depth - 24 (=12 - +12)
00 42 Caaas aaaa Pitch Envelope Velocity Sens - 125 *13
00 43 0000 aaaa Pitch Envelope Velocity Timel - 14 *14
00 44 0000 aamaa Pitch Envelope Velocity Timed - 14 *14
00 45 0000 aaaa pitch Envelope Time Keyfollow - 14 *14
00 46 Gaaa aaaa Pitch Envelope Time 1 - 127

00 47 Caaa aaaa Pitch Envelope Time 2 - 127

00 48 Qaaa aaaa Pitch Envelope Time 3 - 127

00 49 Oaaa aaaa Pitch Envelope Time 4 - 127

00 4A Qaaa aaaa Pitch Envelope Level - 126 {-63 - +63)
00 4B QOaaa aaaa Pitch Envelope Level
00 4C Oaaa aaaa Pitch Envelope Level

G0 4D Oaaa aaaa Pitch Envelope Level

COODOCO0OOODOVOOC | COOORAOCOIAVO0O0 | COOPOVOOCORCO00RADOROEDOa

1
2
3
4 -~ 126 (~63 -~ +63)
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’

(-63 ~ +63)
126 (-63 - +63)

oo
[
-
3
S

00 4E Daaa aaaa Pitch LFO1 Depth
00 4F Jaaa aaaa Pitch LFO2 Depth

00 50 0000 OJaaa Filter Type -4 *15
QG 53 Oaaa aaaa cutoff Frequency

00 s2 G000 aaaa cutoff Keyfollow

00 53 Qaaa aaaa Resonance

00 54 Caaa aaaa Resonance Velocity Sens

Q0 55 Caaa aaaa Filter Envelope Depth

00 56 0000 Uaaa Filter Envelope Velocity Curve
00 57 Daaa aaaa Filter Envelope Velocity Sens
00 58 0000 aaaa Filter Envelope Velocity Timel
00 59 0000 aaaa Filter Envelope Velocity Timed
00 5A G000 aaaa Filter Envelope Time Keyfollow
00 5B Oaaa aaaa Filter Envelope Time 1
00 5C Ozaa aaaa Filter Envelope Time 2
00 sp Oaaa aaaa Filter Envelope Time 3
00 SE Oaaa aaaa Filter Envelope Time 4
00 SF Qaaa aaaa Filter Envelope Level
Q0 60 Qaaa aaaa Filter Envelope Level
00 61 Qaaa aaaa Filter Envelope Level
00 82 Oaaa aaaa Filter Envelope Level
G0 63 Oaaa aaaa Filter LFO1 Depth

00 64 Oaaa aaaa Filter LFOZ Depth

- 15 *12

EREE

- 126 (-63 - +63)
- 126 (-63 - +63)

COoODOOCCOCOOOAAOCDICSR
t
o
'S
=
-
s

00 65 Oaaa aaaa Tone Level

00 66 0000 00aa | Bias Direction

00 67 Jaaa aaaa | Bias Point

00 68 0600 aaaa Bias Level

00 69 0000 Oaaa Amp Envelope Velocity Curve
00 6A Qaaa aaaa Amp Envelope Velocity Sens
00 6B 0000 aazaa Amp Envelope Velocity Timel
00 6C 0000 aaaa Amp Envelope Velocity Time4
00 6D 0000 aaaa Amp Envelope Time Keyfollow
00 68 Oaaa aaaa aAmp Envelope Time 1

00 6F Oaaa aaaa Amp Envelope Time 2

00 70 Oaaa aaaa Amp Envelape Time 3

00 71 Oaaa aaaa Amp Envelope Time 4

o0 72 Daaa aaaa Amp Envelope Level 1

00 73 Oaaa aaaa Amp Envelope Level 2

a0 74 Oaaa aaaa Amp Envelope Level 3

00 75 Oaaa aaaa Amp LFO1l Depth

00 76 Jaaa aaaa Amp LF0O2 Depth

00 77 Oaaa aaaa Tone Pan

0g 78 0000 aaaa Pan Keyfollow

00 79 Q0aa aaaa | Random Pan Switch

00 7A Qaaa amaaa Alternate Pan Depth

00 7B faaa aaaa Pan LFOl Depth

00 7C Qaaa aaaa Pan LFO2Z Depth

-3 *16
- 127 (C-1 - G9}
*14

-6 -7
- 125 *13
- 14 *14
14 *14
14 *14

- 126 (~63 - +863)
- 126 (~63 - +63)
- 127 (L64 - 63R)
- 14 *14
(OFF,ON)

- 127 (L63 - 63R)
- 126 (L63 - 63R)
- 126 (L63 ~ 63R}

-3
w

COHOOCCOO00ODOOCDONOCDO000
¢
o
N
3

1
v

00 7D-01 00 | Oaaa aaaa | Reserved

Total size | 00 0D 01 01

*1: <Reserved>, INTA, INTB, INTC

*2: 46,0, +6, +12

*3:1-Upper

*4: Lower - 127

*5: C-1 - Upper

*6: Lower - G%

*7: OFF, PCH, CUT, RES, LEV, PAN, L1P, LP2, LIF, L2F, L1A, L2A, L1p, L2p, LIR, L2R
*8: TRI, SIN, SAW, SQR, TRFP, S&H, RND, CHS

*9: -100, -50, 0, +50, +100

*10: ON-IN, ON-OUT, OFF-IN, OFF-OUT

*11:0,1,2,3,4,5,6,7, 8,9, 10, 20, 30, 40, 50, 60, 70, 80, 90, 100, 200, 300, 400, 509, 600, 700, 80O, 900, 1000, 1100, 1200
*12:-100, -70, -50, -30, -10, 0, +10, +20, +30, +40, +50, +70, +100, +120, +150, +200
*13:-100- +150

*14: -100, -70, -50, 40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100

*15: OFF, LPF, BPF, HPF, PKG

*16: LOWER, UPPER, LOW&UP, ALL

M 1-4.Rhythm Setup

oOffzet
Address Description

00 00 Rhythm Common 1
23 00 Rhythm Note for Key# 35 1
24 00 Rhythm Note for Key# 36

62 00 | Rhythm Note for Key# 98

B 1-4-1.Rhythm Common

fEser z ‘

Address Size Description Data (Value)
40 00 Qaaa aaaa Rhythm Name 1 32 - 128
00 01 faaa aaaa Rhythm Name 2 32 - 128
00 02 Oaaa aaaa Rhythm Name 3 32 - 125
00 03 Daaa aaaa Rhythm Mame 4 32 - 125
00 04 Oaaa aaaa Rhythm Name 5 32 - 125
00 05 Oaaa aaaa Rhythm Name 6 32 - 12%
a0 g6 Oaaa aaaa Rhythm Name 7 32 - 125
00 07 Oaaa aaaa Rhythm Name 8 32 - 12§
20 08 daaa aaaa Rhythm Name 9 32 - 12§
00 09 Daaa aaaa Rhythm Name 10 32 - 125

125
125

00 OA Daaa aaaa Rhythm Name
a0 0B faaa aaaa Rhythm Name

ey
g
ww
Y
[

Total size | 00 00 DO QC
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B 1-4-2.Rhythm Note

Offset
Address Bize Description Data {(valus)
00 00 Q000 0Q0a Tone Switch 0 - 1 (OFF,ON)
00 01 a000 6000 Wave Group Type 0
a0 02 Q000 Glaa Wave Group ID 0~ 3 1
# 00 03 0000 aaaa wave Number 0 - 254
G000 bbbb (001 - 255}
00 0% 0000 GCaa wave Gain 0 -2 *2
00 06 G000 aaaa Rend Range 0 - 12
00 07 000a aaaa Mute Group 0 -~ 31 (OFF,1 - 31)
00 08 0000 000a Envelope Mode 0 -~1 *3
00 09-00 OB | Caaa aaaa | Reserved -
00 oC Gaaa aaaa Coarse Tune 0 - 120 {~60 -~ +A&0)
00 CD Caaa aaaa Fine Tune 0 - 100 (-50 ~ +50}
00 CE 000a aaaa Random Pitch Depth 0~ 30 *4
00 OF 000a aaaa Piteh Envelope Depth 0 - 24 (-12 - +12}
00 10 Caaa aaaz Pitch Envelcpe Velocity Sens 0 - 125 *5
00 11 0000 aaaa Piteh Envelope Velocity Time o - 14 *6
00 12 Caaa aaaa Pitch Envelope Time 1 0 - 127
00 13 Caaa aaaa Piteh Envelope Time 2 0 - 127
00 14 Qaaa aaaa Pitch Envelope Time 3 o - 127
00 15 Qaaa aaaa pitch Envelope Time 4 0 - 127
00 16 Oaaa aaaa pitch Envelope Level 1 0 - 126 (-63 - +63)
o0 17 Oaaa aaaa Pitch Envelope Level 2 0 - 126 (~63 ~ +63)
00 18 Oaaa aaaa pitch Envelope Level 3 0 - 126 (-63 - +83)
00 19 Oaaa aaaa Pitch Envelope Level 4 0 - 126 (~63 - +61)
00 1A 0000 Qaaa Filter Type 0 -4 *7
00 1B Qaaa aaaa Cutoff Frequency 0 - 127
00 1C Gaaa aaaa Resonance 0 - 127
00 1p OQaaa aaaa Resonance Velocity Sens 0 - 125 *5
00 1E Oaaa aaaa Filter Envelope Depth 0 - 126 (-63 - +63)
00 1F 0aaa aaaa Filter Envelope Velocity Sens 0 - 125 +*5
00 20 0000 anaa Filter Envelope Velocity Time o - 14 *6
00 21 faaa aaaa Filter Envelope Time 1 0 - 127
00 22 Oaaa aaaa Filter Envelope Time 2 9 - 127
09 23 Gaaa aaaa Filter Envelope Time 3 o~ 127
00 24 Qaaa aaaa Filter Envelope Time 4 o - 127
00 25 Oaaa aaaa Filter Envelope Level 1 o - 127
00 26 faaa aaaa Filter Envelope Level 2 o - 127
00 27 Jaaa aaaa Filter Envelope Level 3 0 - 127
00 28 faaa aaaa Filter Envelope Level 4 0 - 127
00 29 fasa aaaa Tone Level 0 - 127
00 2A Qaaa aaaa Amp Envelope Velccity Sens ¢ - 125 »*5
00 2B 0000 aaaa Amp Envelope Velocity Time 0 - 14 *6
0o 2C Jaaa aaaa Amp Envelope Time 1 0 ~ 127
00 2p faaa aaaa Amp Envelope Time 2 ¢ - 127
00 2E Oaaa aaaa Amp Envelope Time 3 0 - 127
00 27 faaa aaaa Amp Envelope Time 4 o - 127
6D 30 Caaa saaa Amp Envelope Level 1 0 - 127
00 31 Caaa aaaa Amp Envelope Level 2 0 - 127
00 32 Qaaa aaaa amp Envelope Level 3 0 - 127
00 33 Oaaa aaaa Tone Pan 0 - 127 {(L64 - 63R}
00 34 00aa aaaa Random Pan Switch 0,63 {OFF, ON)
00 35 fasa aaaa Alternate Pan Depth 1 ~ 127 {L63 - 63R)
00 36 | 0000 OGaa | M-FX Switch 0 -3 8
00 37 | Oaaa aaaa | Reserved -
00 38 Daaa aaaa [ Delay Send Level 0 - 127
00 39 Qaaa aaaa | Reverb Send Level 0 - 127

Total size | 00 00 00 3a

*1: <Reserved>, INTA, INTB, INTC

26,0, +6, +12

*3: NO-SUS, SUSTAIN

*4:0,1,2,3,4,5.6,7,8,9,10, 20, 30, 40, 50, 60, 7¢, 80, 90, 100, 200, 300, 400, 500, 600, 700, 800, 300, 1000, 1100, 1200
1 -100 - +150

-100, -70, -S0, -40, -30, -20, -10, 0, +10, +20, +30, +40, +50, +70, +100

«7: OFF, LPF, BPF, HPF, PKG

*8: OFF, ON, <Reserved, Reserved>

W 1-5. Sequencer Temporary Pattern Setup

Offcet
Address Size Description Data (Value)
00 00 l Ctaaa aaaa l‘l‘empotary Pattern Setup 0 - 127
Total size | OF 7F 7F TF

W 1-6.Sequencer Temporary Pattern Body

Offset
Address Size Description Data (Value}
oo DUI Qaaa aaaa \Temporary Pattern Body 0 - 127
Total size | 7F 7F 7F TF
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B 2. GS (Model ID=42H)

Start
address Description

40 11 00 | Scale Tune Partl 2-1
40 12 00 I : Part2
40 13 00 : Partl
40 14 00 B Partd
40 15 00 H Parth
40 16 00 : parté
40 17 00 : prare?

B 2-1. Scale Tune

Offset !
Address Size { Description Data {Value)

40 Oaaa aaaa Scale Tune for C 0 - 127 (-64 - +63)
41 Oaaa aaaa Scale Tune for Ch 0 - 127 (-64 - +63)
42 Oaaa aaaa Scale Tune for D 0 - 127 (-64 - +B3)
43 Oaaa aaaa Scale Tune for D# 0 - 127 (-64 - +63}
44 Oaaa aaaa Scale Tune for E G ~ 127 (-64 - +63)
45 Oaaa aaaa Scale Tune for F 0 - 127 (-64 - +63)
46 Daaa aaaa Scale Tune for F# 0 ~ 127 (-64 - +63)
47 Oaaa aaaa Scale Tune for G 0 ~ 127 (-64 - +63)
48 Oaaa aaaa Scale Tune for G# 0 - 127 (-64 - +63)
49 Oaaa aaaa Scale Tune for A 0 - 127 (-64 - +61)
4A Oaaa aaaa Scale Tune for A# 0 - 127 (-64 - +63)
4B Oaaa aaaa Scale Tune for B 0 - 127 (-64 - +63)

Total size | 08 00 OC

Note) In order for GS exclusive messages to be received correctly by the JX-305, the starting address of the message must be the starting address of each part (the address of Scale Tune Ci ie.,
offset 40).

W 3. Quick SysEx (Model ID=3AH)

Start
address Description

30 60 Quick SysEx Partl 3-1
31 00 H Part2
36 (:)0 Part?
39 00 | H PartR 3-2
70 00 | B Sequencer 3-3

B 3-1. Quick SysEx Part

Offset Size
Address Datal Datag Description para {(Value L}
OF 0000 aaaa 0D00C DOV LFOl Wave Form [ *1
14 Oaaa aaaa 0000 0000 LFOl Fade Time 0 - 127
15 Oaaa aaaa 0000 0000 | Coarse Tune 16 - 112 (-48 ~ +48)

19 0aaa aaaa 0000 0000 Pitch Env Depth 52 - 76 (-12 ~ +1})
1A Qaaa aaaa 0000 0000 Pitch Env Attack - 127

1B OQaaa aaaa 0000 0000 Pitch Env Decay

1C | Oaaa aaaa 0000 0000 | Filter Env Sustain
iD | Oaaa aaaa 0000 0000 Filter Env Release
iF Oaaa aaaa 0000 0000 Amp Env Sustain

22 0000 Oaaa 0000 0000 Filter Type 2

4]
0 - 127
1
4]
4
[ 4
23 Daaa aaaa 0000 0000 Tone Pan Q - 127 (-64 - +63)
0
0
1
Q
6
0

- 127 (-83 - +63)
- 127
- 127

24 Daaa aasaa 0000 0000 | Tone Level ~ 127
25 00aa aaaa 0000 0000 Random Pan Switch
27 Daaa asaa 0000 0000 Pitch Env Sustain
28 Daaa aaaa 0000 0000 Pitch Env Release
55 Oaaa aaaa 0000 0000 Part Key Shift

56 0000 00aa 0000 0000 Part M-FX Switch

o
w

{OFF,ON)

- 127 (-63 - +63)
- 127

-~ 112 (~4B - +48)
-3 *3

-

*1: TRL, SN, SAW, SQR, TRP, $&H, RND, CHS
*2: OFF, LPF, BPF, HPF, PKG
*3: OFF, ON, <Reserved, Reserved>

Note) In order for quick exclusive messages to be received correctly by the JX-305, the starting address of the message must be the starting address of each part.

M 3-2. Quick SysEx Rhythm

Offset Size
Address Datal Datak *1 Description Data (Value L)

i3 Gaaa aaaa 0000 aaaa Coarse Tune 0 - 120(-60 - +80)
19 Qaaa aaaa 0000 aaaa Pitch Env Depth 52 - 76 (-12 - +12)
1A Qaaa aaaa 0000 aaaa Pitch Env Atrtack 0 - 127
1B flaaa aaaa 0000 aaaa pitch Env Decay g ~ 127
ic 0aaa aaaa 0000 aaaa Filter Env Sustain 0 - 127
1D | Oaaa aaaa 0000 aaaa | Filrer Env Release ¢ - 127
1F 0aaa aaaa 0000 aaaa Amp Env Sustain ¢ ~ 127
22 0000 Oaaa 0000 aaaa Filter Type o - 4 "2
23 Oaaa amaa 0000 aaaa ‘Pone Pan 0 - 126 (-63 - +63)
24 Qaaa agaa 0000 aaaa | Tone Level 0 - 127
25 0D0az aaaa 0000 aaaa Randoem Pan Switch 0,63 {OFF, ON}
27 O0aaa aaaa 0000 aaaa Pitch Env Sustain 0 - 127
28 0aaa aaaa 0000 aaaa pitch Env Release ¢ - 127
47 0aaa aaaa 0000 aaaa Resonance o - 1279
48 Oaaa aaaa DO0C aaaa Amp Env Release Time 0 - 127
49 Qaaa aaaa 0000 aaaa Amp Env Attack Time 0 - 127
4A Oaaa aaaa DO00¢ aaaa Cutoff Frequency o - 127
4B (aaa aaaa 0000 aaaa Amp Env Decay 0 - 127
4D | Oaaa aaaa 0000 aaaa Fine Tune 14 - 114 (=50 - +50)

250



S1 Jaaa aaaa 0000 aaaa Filter Env Depth 1 -~ 127 {-63 - +63)
52 Oaaa aaaa 0000 aaaa | Filter Env Attack 0 - 127

53 Oaaa aaaa 0000 aaaa Filter Env Decay 0 - 127

55 Oaaa aaaa 0000 0000 Part Key Shift 16 ~ 112 (-48 - +48}
56 0000 00aa 0000 CDOO Part M-FX Switch ¢ - 4 *3

*1: Rhythm Tone Select : BD, SD, HH, CLP, CYM, TOM/PEC, HIT, OTHERS =0-7, ALL =9
*2: OFF, LPF, BPF, HPF, PKG
*3: OFF, ON, <Reserved, Reserved>, RHY

Note) In arder for quick exclusive messages to be received correctly by the JX-305, the starting address of the message must be the starting address of each part.

M 3-3. Quick SysEx Sequencer

Offser Size
Address Datal Datak Description Data(Value L/E}
01 | 0000 aaaa 0000 000a | Part Mute 0-6.9 / 0,1
02 0000 aaaa 0000 000a Drum Mute 0-7*% / 0,1
03 Daaa aaaa Oaaa aaaa ‘Tempa 7-83 / 0-127

*1: BD,SD,HH,CLP,.CYM,TOM/PEC, HIT,OTHERS

B Address block map

The following is an outline of the address map for Exclusive messages

Address (H) Block Sub Block Reference

00 00 00 00

| Ssystem common po T
R —

| Scale tune [ [

: +
01 00 00 00 +———rmrmrmeed L, Prer e ban ey A—
part Info | Common | | 1-2-1 |

02 00 00 00 4t b L [N
Temporary Patch | Part 1 | | Common | | 1-3-1 |

02 08 00 00 4rmrresmrmmmesessmsssmssmsnmnde o
Temporary | Common |
Rhythm Setup et

| Note# 35 |
R
| H

. A e s
. | Note# 98
.t

e .

!
|

30 00 00 00 et
Temporary

pPattern Setup

Sequencar

40 00 00 00 e B
Temporary 1-6 |
pattern Body
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6. Supplementary material

M Decimal/Hexadecimal table
MIDJ uses 7-bit hexadecimal values to indicate data values and the address and size of
exclusive messages. The following table shows the correspondence between decimal and

hexadecimal numbers.

*  Hexadecimal values are indicated by a following ‘H.”

bo fw o fw dp o o Jf D | oH ]
] 00K 32 20H 64 40H 96 60H
1 01K 33 21H 65 4iH 97 61H
2 0210 34 22H 66 42H 98 62H
3 03K 35 234 67 43H 99 63R
4 04H 36 24n 68 444 100 64H
5 05H 37 25H €9 45H 101 65H
& 06H s 26H 7 46H 102 66R
7 07 39 274 71 474 103 67H
8 08H 40 28H 72 484 104 681
9 09H 41 29H 73 494 105 69H
10 QAH 42 2AH 74 4AH 106 6AH
11 OBH 43 2BH 75 4BH 107 6BH
12 acH 44 2CH 76 4CH 108 6CH
i3 ODH 45 2pH 77 4DH 109 6DH
14 O0EH 46 2EH 78 4E8H 1i¢ GEH
15 OFH 47 2FH 79 4FH 111 6FH
16 10H 48 30H 80 50H 112 70H
17 1lH 49 31H 1 51H 113 71H
18 12H 50 32d 82 $2H 114 T2H
19 13H 51 334 83 53H 115 73H
20 14K 52 34H 84 54H 116 74H
21 15H 53 35H 85 55H 117 75H
22 16H 54 36H 86 56H 118 76H
23 17H 55 375 87 57TH 119 TH
24 184 56 38H 88 5BH iz20 78H
25 194 57 194 89 59H 121 T9H
26 1AH 58 3AH 90 SAH i22 TAR
27 1BH 59 3BH 91 SBH 123 78H
28 1CH 60 3CH 2 5CH 124 7CH
29 1DH 61 3pH 93 SDH 125 7DH
30 1EH 62 3EH 94 SEH 126 TEH
31 1FH 63 3FH 95 SFH 127 TFH
D: decimal

H: hexadecimal

*  Decimal expressions such as used for MIDI channel, Bank Select, and Program Change
will be the value | greater than the decimal value given in the above table.

*  Since each MIDI byte carries 7 significant data bits, each byte can express a maximum
of 128 different values. Data for which higher resolution is required must be transmit-
ted using two or more bytes, For example a value indicated as a two-byte value of aa
bbH would have a value of aa x 128 + bb.

*  For a signed number (+/-), 00H = -64, 40H = +/-0, and 7FH = +63. Le., the decimal
equivalent will be 64 less than the decimal value given in the above table. For a two-
byte signed number, 00 00H = -8192, 40 00H = +/-0, and 7F 7FH = +8191. For example
the decimal expression of aa bbH would be aa bbH - 40 00H = (aa x 128 + bb - 64 x 128.

*  Hexadecimal notation in two 4-bit units is used for data indicated as “nibbled”. The
nibbled two-byte value of 02 (b H would bea x 16 + b.

<Example 1> What is the declmal equivalent of 5AH?
From the above table, SAH = 90.

<Example 2> What is the decimal equivatent of the 7-bit hexadecimal
values 12 34H?

From the above table, 12H = 18 and 34H = 52

Thus, 18 x 128 + 52 = 2356

<Example 3> What Is the decimal equivalent of the nibbled expression

0A 03 09 ODH?
From the above table, 0AH = 10, 03H =3, 09H =9, 0DH = 13
Thus, the resuit is (10x 16 + 3)x 16 + 9) x 16 + 13 = 41885

<Example 4> What is the nibbled equivalent of the decimal number
12587

i6 } 1254

16 } 78 ...10
16 3 4 ...14
0 ... 4

From the above table, 0=00H, 4=04H, 14=0EH, 10=0AH
Thus the result is 00 04 OE 0AH
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B ASCH code tabie

i D | H { Char {| D | H | Char {{ © | H | char |
32 20H sp 64 40H @ 96 60H
33 21H ' 65 41H A 97 61H a
34 22H " &6 42H B 98 62H b
35 23H # 67 43H c 99 63H <
36 24H s 68 44H D 100 64H a
37 25H % 69 45H E 101 §5H e
38 26H & 70 46H I3 102 66H £
29 27H : 71 47H G 103 &7H g
40 28H ¢ 72 48H H 104 68H h
41 29H ) 73 49H I 105 65H i
42 2AH - 74 4AH J 106 6AH 3
43 2BH + 75 4BH K 107 6BH k
44 2CH . 76 4CH L 108 6CH 1
45 2DH - 77 4DH M 109 6DH m
46 2EH . 78 4EH N 110 6EH n
47 2FH / 78 4FH o 111 6FH o
48 Ion [ 80 SCH P 112 70H p
45 31H 1 a1 51H Q 113 71H a
50 328 2 82 52H R 114 72H r
51 334 3 83 53H ] 115 73H s
52 34H 4 B4 S4H T 116 74H t
53 I5H 5 85 551 u 117 75H u
54 364 6 86 S6H v 118 76H v
55 374 7 87 57H W 119 77H w
56 384 8 88 58H X 120 78H x
57 394 9 89 S9H Y 121 79H y
58 3AH : 30 SAH 2 122 7AH z
59 IBH ; 91 SBH { 123 7BH {
60 ICH < 92 SCH ¥ 124 7CH |
61 3DH = 93 SDH ] 125 D1 3
62 3EH > 94 SEH O +- + t
63 3FH ? 95 SFH -

D: decimal

H: hexadecimal

Note) SP indicates “space.”

B Examples of actual MIDI messages

<Example 1> 92 3E 5F

9n is the Note On status and 'n’ is the MIDI channel number. Since 211 = 2, 3EH = 62, and
5FH = 95, this is a Nute On message of MIDI CH = 3, note number 62 (note name D4) and
velocity 95.

<Example 2> C9 49
CnH is the Program Change status and 'n’ is the MIDI channel number. Since 9H = 9, and
49H = 73, this is a Program Change message of MIDI CH =9, Program number 74.

<Example 3> EA 00 28
EnH is the Pitch Bend Change status and 'n’ is the MIDI channel number. The 2nd byte
{D0H=0) is the LSB of the Pitch Bend value, and the 3rd byte (28H=40) is the MSB.
Howaever since the Pitch Bend is a signed number with 0 at 40 00H ( = 64 x 128 + 0 = 8192),
the Pitch Bend value in this case is

28 00H - 40 00H = 40x 128 + 0 - (64 x 128 + 0) = 5120 - 8192 = -3072

1f we assume that the Pitch Bend Sensitivity is set to two semitones, the pitch will change
only -200 cents for a Pitch Bend value of -8192 (00 00H). Thus, this message is specifying a
Pitch Bend of -200 x {-3072) + (-B192) = -75 cents on MIDICH = 1.

<Example 4> B3 64 00 65 00 06 0C 26 00 64 7F 65 TF

BnH is the Control Change status, and ‘n’ is the MIDI channel number, In Control Change
messages, the 2nd byte is the controller number, and the 3rd byte is the parameter value.
MIDI allows what is known as “running status,” when if messages of the the same status
follow each other, it is permitted to omit the second and following status bytes. In the
message above, running status is being used, meaning that the message has the following
content.

B3 64 00 MIDICH = 4, RPN parameter number LSB: 00H
(B3)6500 MIDICH = 4, RPN parameter number MSB: 00H
(B3) 06 0C  MIDI CH = 4, parameter value MSB: 0CH
{(R3)26 OO MIDI CH = 4, parameter value LSB: 00H
(B3))647F  MIDICH = 4, RPN parameter number LS8: 7FH
(B3)657F  MIDI CH =, RPN parameter number MSB: 7FH

Thus, this ge transmits a p value of 0C WH to RPN parameter number 00
00H on MIDECH = 4, and then sets the RPN parameter number to 7F 7FH.

The function assigned to RPN parameter number 00 00H is Pitch Bend Sensitivity, and the
MSB of the parameter value indicates semitone steps. Since the MSB of this parameter
value is OCH = 12, the maximum width of pitch bend is being set to £12 semitones (1
oclave).
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Once the parameter number has been set for RPN or NRPN, all subsequent Data Entry
messages on that channel will be effective. Thus, it is recommended that after you have
made the change you want, you set the parameter number to 7F 7FH {an “unset” or “null”
setting). The final (B3) 64 7F (B3) 65 7F is for this purpose.

1t is not a good idea to store many events within the data of a song (e.g., @ Standard MIDI
File song) using running status as shown in <Example 4>. When the song is paused, fast-
forwarded or rewound, the sequencer may not be able to transmit the proper status, caus-
ing the sound source to misinterpret the data. It is best to attach the proper status byte to
all events.

It is also important to transmit RPN or NRPN parameter number settings and parameter
values in the correct order. In some sequencers, data events recorded in the same clock (or
a nearby clock) can sometimes be transmitted in an order other than the order in which
they were recorded. It is best to record such events at an appropriate interval (1 tick at
TPQN=96, or 5 ticks at TPQN=480).

* TPQN : Ticks Per Quarter Note (.., the time resolution of the sequencer)

W Examples of system exclusive messages and
calculating the checksum

Roland exclusive messages (RQ1, DT1) are transmitted with a checksum at the end of the
data (before F7) to check that the data was received correctly. The value of the checksum
is determined by the address and data (or size) of the exclusive message.

@ How to calculate the checksum

The checksum consists of a value whose lower 7 bits are 0 when the address, size and
checksum itself are added.

The following formula shows how to calculate the checksum when the exclusive message
to be transmitted has an address of aa bb cc ddH, and data or size of ee ffH.

aa +bb + cc + dd + ee + ff = total
total + 128 = quotient ... remainder
128 - remainder = checksum

<Example 1> Setting the REVERB TYPE to HALL2 (DT1)
Referring to “3. Parameter address map,” the starting address for Part Information is 01 00
00 00H, and offset address of Part Information Common is 00 00H, and the REVERB TYPE
address is 00 28H. Therefore, the address will be
01 00 00 0OH
00 DOH

+) 00 288
01 00 00 28H

Since HALL2 is parameter value 05H,

]

FO 4 10 00H 0BH 12 01000028 05 7
@ 6 @ 5) () address  data checksum  (7)

{1) Exclusive status {2) 1D number (Roland)  (3) device ID{(17)
(4), (5) model 1D (JX-305)  {6)command ID (DT1) (7) EOX

Next we calculate the checksum.

O1H + 00H + 00H + 28H + 05H = 1 + 0 + 0 + 40 + 5 = 46(sum)
46 (total) + 128 = 0 (quotient)...46 (remainder)

checksum = 128 - 46 {quotient) = 82 = 52H

This means that the message transmitted will be FO 41 10 00 0B 12 01 00 00 28 05 52 F7.

<Example 2> Obtaining part information data (RQ1)
Referring to “3. Parameter address map,” the starting addresses for Part Information are
assigned as follows.

a1 00 00 00H Part Info Common
0100 1000H Part Info Part 1
0100 11 00H Part Info Part 2
0100 16 00H Part Info Part 7
01 00 19 00H Part Info Part R

Since the size of Part Information Part is 00 00 00 1AH, this size is added to the starting
address of Part Information Part R, to obtain

01 00 19 00H

#} 0D 00 00 1AH
01 00 19 1AH

Therefore, the size of the data to be obtained is

01 00 12 LAH
-} 01 00 00 O0H
00 00 19 1AR

Fo 41 n 00 08 11 01000000 0000191A ?? F7
@ 3 & B’ address data checksum N

(1) Exclusive status {2) ID number (Roland)  (3) Device ID (17)
(4), (5) Model ID (JX-303) (6} Command ID (RQ1)  (7) EOX

When the checksum is calculated in the same way as in <Example 2>, we have the follow-
ing message to be transmittec: FO 41 1000 0B 11 01 00 00 00 00 00 19 1A 4C F7.

@ Scale Tune function (Model iD : 42H (GS), address: 40
1x 40H)

Scale Tune is a function that makes fine adjustments to the pitch of each note C-B. Settings
are made for one octave, and applied to the notes of all octaves. By making Scale Tune set-
tings you can use tunings and temperaments other than the standard Equal
Temperament. Here we give three types of settings as examples.

QO Equal temperament

This temperament divides the octave into 12 equal steps, and is the temperament most fre-
quently used today, especially in western music. Initially, the Scale Tune function of this
instrument is set to Equal Temperament.

O Just intonation (tonic of C)

The primary triads sound more beautiful in just intonation than in equal temperament.
However, this applies only in one key, and chords will be discordant if you play in a dif-
ferent key. The settings here are for a tonic of C.

O Arablan-type scale
The Scale Tune function allow you to use various tunings of ethnic music. Here is one of
the Arabian scales.

Setting examples

Note Equal Temp. ust {in C) Arabian-type scale
C 4

¢ -6
C# 0 -8 +45
D 0 +4 -2
Eb 0 +16 -12
E 0 -4 -81
F 1] -2 -8
F# 0 -10 +43
G 0 +2 -4
G# 0 +14 +47
A 0 -16 0
Bb 0 +14 -10
B 0 -12 49

The values in the above table are in units of 1 cent, Convert these values to hexadecimal,
and transmit them as exclusive data. For example to set the Scale Tune of Part 1 to an
Arabian-type scale, transmit the following data.

FO 41 1042 1240 11 40 3A 6D 3E 34 0D 38 6B 3C 6F 40 36 OF 50 F7
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Groovesynth Date : Mar. 6, 1998
Model JX-305 _ MIDI Implementation Chart Version : 1.00
Sound Generator section
Transmitted Recognized Remarks
Function...
Basic Default X 1-7,10
Channel Changed X 1-7,10
Default X Mode 3
Mode Messages X Mode 3, 4 (M=1) *2
Altered 3 3 20 2 5 O 3 S0 2650 %0 20 2%
Note 0-127 0-127
Number : True Voice kb i aiiid 0-127
. Note ON O O
Velocity  Note OFF 0 0
After Key’s X O *1
Touch Ch’s o] O *1
Pitch Bend O O *1
0,321 0 “1 (8] *1 | Bank Select
1§00 (o] *1 | Modulation
510 O *1 | Portamento time
6,31} 0 ] *1 | Dataentry
710 (o] *1 | Volume
10} 0 o} *1 | Panpot
1110 o *1 | Expression
i16,18,19 | O O *1 | General purpose Controllerl, 3, 4
64 ] O o *1 | Hold1
Control 6; o] (o] *1 P:rtamento
Change 66 | O o *1 | Sostenuto
67| O o *1 | Soft
89 | O ] *1 | Hold2
775,77 1 O (o] *1 | Sound controller2-6, 8
8083 | O ¢] *1 | General purpose Controller5-8
84} O (o] *1 | Portamento Control
91,94 | O [¢] *1 | General purpose effectl, 4
98,09 | X X NRPN LSB, MSB
100,101 | O o] *1 | RPN LSB, MSB
1-5,7-31,33-37,39-95 | O X 3
Prog *110 *1
Change : True # | *revesttnptetbt 0-127 Program Number 1-128
System Exclusive O O *1
ysam iSmle X :
Common  Tune X X
System : Clock X O *1
Real Time :Commands X X
: All sound off X O (120,126, 127)
A : Reset all controllerg X @]
Ux :Local ON/OFF | X X
Message  : All Notes OFF X 0O (123-127)
: Active Sensing 0 *110
: System Reset X X
Notes *1 O Xis selectable

*2 Recognized as M=1 even if M#1
*3 Can be assigned to the control pedal

Mode 1 : OMNI ON, POLY
Mode 3 : OMNI OFF, POLY Mode 4 : OMNI OFF, MONO
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Mode 2 : OMNI ON, MONO

O :Yes
X:No




Groovesynth Date : Mar. 6, 1998
Model JX-305 MIDI Implementation Chart Version : 1.00
Sequencer section
Transmitted Recognized Remarks
Function...
Basic Default 1-7, 10 1-7,10 There is no basic channel.
Channel Changed X X
Default Mode 3 X
Mode Messages OMNIOFF, POLY *1 | X
Altered 3ok o 3 996 3 o 308 o A 3 o
Note 0-127 0-127
Number : True Voice ihtiialeleiiiaia 0-127
. Note ON O O
Veloclty  Note OFF o o
After Key’s 0] O
Touch Ch's O O
Pitch Bend o 0]
0-119 | O )
Control
Change
Prog O O
Change . True # 33303k e 3 o N o o SR A 0_127
System Exclusive O O
. *2
poun (S| O °
Common : Tune X X
System : Clock ) O *3
Real Time :Commands O O *2
: All sound off (] O
A : Reset all controllers] O O
ux :Local ON/OFF | X *41 X
Message : All Notes OFF O *5 | 0(123-127) *5
: Active Sensing X *610 *6
: Reset X X
* 1 Omni OFff, Poly is transmitted to all channels at start-up.
Notes * 2 When Sync Mode is SLAVE or REMOTE
* 3 When Sync Mode is SLAVE
* 4 Not stored / transmitted even if received, but can be created in the Microscope and transmitted.
* 5 Mode messages (123-127) are stored /transmitted after All Note Off processing is performed. The All Note Off
message itself is not stored /transmitted, but can be created in the Microscope and transmitted.
* 6 Transmitted /received by the sound source section. The sequencer section will perform the action taken reception
is interrupted.

Mode 1 : OMN! ON, POLY
Mode 3 : OMNI OFF, POLY  Mode 4 : OMNI OFF, MONO

Mode 2 : OMNI ON, MONO

O: Yes
X :No
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Main Specifications

JX-305: GROOVESYNTH

Keyboard

61 keys (with velocity and channel aftertouch)

Parts: 24 (8 + 16 (RPS))
Maximum Polyphony: 64 voices

Patches
Preset: 640
User: 256
Card: 512

Rhythm Sets
Preset: 32

User: 20

Card: 20

Effects

Reverb

Delay

Multi-Effects (24 types)

Sequencer

Tracks: 8 + MUTE CTRL Track
Resolution: 96 ticks per quarter note
Tempo: 20.0~240.0

Songs: 50

Patterns

Preset: 274

RPS: 494

User: 200 (Maximum)
Card: 200 (Maximum)

Maximum Note Storage

Internal: approx. 75,000 Notes

Card (Option: 2 MB): approx. 220,000 Notes
Card (Option: 4 MB): approx. 480,000 Notes

Quantize

Grid

Shuffle

Groove (71 types)

Arpeggiator: 53 Style

RPS Set: 60
Pattern Set: 30

256

Display
LCD: 16 characters, 2 lines
Beat LED

Connectors

Output Jacks (L (MONO), R)
Phones Jack

MIDI Connectors (IN, OUT, THRU)
Pedal Hold Jack

Pedal Control Jack

Pedal Switch Jack

Memory Card Slot

Power Supply
AC Adaptor (DC9 V)

Current Draw
450 mA

Dimensions
1,011 (W) x 289 (D) x 83 (H) mm
39-13/16 x 11-7/16 x 3-5/16 inches

Weight
6.9 kg / 15 Ibs 4 oz (Excluding AC Adaptor)

Accessories

Quick Start

Owner's Manual

AC adaptor:  ACI-120C, ACI-230C, ACB-230E,
ACB-240(A)

Card Protector

Options
SmartMedia: S2M-5/S4M-5

* In the interest of product improvement, the specifications
and/or appearance of this unit are subject to change with-
out prior notice.



“Q” represents the Quick Start.

4Band EQuuorceieeeee vt 107

A

alternate pan depth
BMPHACT vt
amplifier envelope ..................
amplifier envelope level 1-3 ...
amplifier envelope time 1-4..............

amplifier envelope time key follow......cccooecrnnncs 71
amplifier envelope velocity curve .....cccoviecriecnne. 70
amplifier envelope velocity sensitivity ............... 70, 96
amplifier envelope velocity time 1 sensitivity ......... 71
amplifier envelope velocity time 4 sensitivity ......... 71
amplifier envelope velocity time sensitivity ............ 96
arabian-style temperament.........ccooeeeveriveriininnniinns 169

arpeggiator....
arpeggio
arpeggio destination ..o 26
arpeggio SEYIE v 25
ArPEZZIO SYNCurereiiiiiiiicicietrieiee e 168
ArPegEIo WIIE vt 28
attack time
audition ..o
auto checksum
auto pan............

B

backup delete ... 161
backup 10ad.....ccmmmercenn s 161
band pass filteL. ..o 62,90
bank select ...

beat pattern ..
bend range.....
bend range down
bend range up .....cccocoeeecieecienene s
DIAS cerereeririreir e s s
bias direCHOM. ..ot b sasban
bias level ...
bias point
booSster ......coveriinenes

card duplicate ..o 161
CArd MEINOTY ...conviritirisirarresseseresiensensssens s ssssssnasssens 137
CArd PrOtECLOT ..oovereeirireis st 162

CALEZOTY ovorirerrnieereees s e e 209
CALEZOTY JUIMP conceeer ittt stssasesnseacns Q11
Change event ... 148
change gate HMe ..o, 143
change VeloCity ....coeveiecniirnisnnis e 142
channel aftertouch.....cooniccc 148
checksum

chord.....

COTMUPIESSOT oevvrreceeaersssnsissemsnsssssessssenessass s sssascsssnnats 113
control 1/2/3/4 depth ... 77
control change ......cceeerinne.

control destination
control pedal......coovirenenennc.

control pedal assigi......cocoreemerrinnceicincrnennnae
control pedal Polarity ... eiresenscnenscnnan.
COMELOIIET vttt eseen et

current patbern. ...
cutoff frequency .....ceevveeesreces
cutoff frequency key follow

D

data thill.cceiicne e 145
decay tHMe .o.oceievieiirieies e 58, 64, 68, 88, 92, 95
default arpeggio style

default Pattern ...

delete pattern ...

detune effect....ouviriverenerereeeeereenens
device ID number

E

edit QUANHZE ....ovv e 146
edit transmit/receive Mode........ocvvrevervecernerererennenn. 165
FFRCES 1ot eer e e s eve s e nead Q27,101
effects template......ccooreiioreicee e 29
enhancer .....cooeveveveeenenes

envelope mode ...............

equal temperament ....
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F

faCtOry Preset .....oiiiiciisene e
FASt-FOTWAT oot v eseas

filter envelope ...t

filter envelope depth.......ooooiiiiiicd
filter envelope level 1-4
filter envelope time 1-4

filter envelope time key follow ....c..cccooovviiininincnnns 67
filter envelope velocity curve ... 66
filter envelope velocity sensitivity.......oooecvnerens 66, 93
filter envelope velocity time 1 sensitivity........c....... 66
filter envelope velocity time 4 sensitivity..........c..... 66
filter envelope velocity time sensitivity..........c.c....... 93

filter type
FINE FUNE ..o vieeseeerce ettt seenrsneesssassssesnaeeass

FXM depth
FXM SWIECH et 57

G

initialize ...l
input quantize resolution
input quantize strength.......c.ccoernn,

INSErt eVeNt.....ccoivcirccereriseer e
INSEIt MEASULE ..vveecrrcrete s s
insert pattern.. ...

J

just INtONAtioN ..o 169

K

KB (Kilobytes) ..o 137
Key MOode ..o Q40,18
key range IoWer ... 81
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key range upper .............
keyboard velocity

L

LFO1 amplifier depth ..o
LFOT depth ..o
LFO1 fade time.........
LFOL1 filter depth.....
LFO1 pitch depth ....
LFOT 1ate ...t ennstseneassrssnsiess
LFOT waveformi. ... seesnns
LFO1/LFO2 delay time
LFO1/LFO2 fade mode
LFO1/LFO2 key sync........

LFO1/LFO2 level Offset .....ccovvvrvirmiverenicierisianiniins 75

loop mix recoOrding......cc.corerirnincriincnmsncnisieeininieans 125
1oOp MOAE vttt s 167
loop replace recording.......c.cocueeericriieriniiniinieinns 125
loop rest vt

low pass filter......coirricni e 61,90
JOWET Part....ooreieiinic et 19
M

MFX e

master .............

master tune

maximum number of recording notes...........c..... 137
maximum simultaneous polyphony .................. 14,81
141501 0T ] OSSO OO 15
INETNOTY CAI..oecrvirieimeirireeisnesensrisssensessesssssinnans 16, 159
memory iNfOrmation ..........cocccereennnens
metronome



multi-effects output level ..o
multi-effects type .......ccooveevnnnene
multi-effects->delay level .......
multi-effects->reverb level

MUTE CTRL ..ot ceca e
mute exchange....

TNULE GIOUP.c.cmieriiiriinienenireninnae it et
N

NEXE PAEIT .oocvevveicr et s 30
N0 @VENE cvereeeerinrrcrcrinerrese s sessessessessese s esnnesenssassarasons 148
NOISE GENETALOT «...voevvecrierreet et st enasbnaes 111
TOLB . ueieereerr e iersteresreressesseeseesssns st sssessneasssansenesnanresasans 147
o

OCLAVE TANEE ..vivvirerrensre st ssntas s s ssasaseensssens 26
OCtaVE SHIft ..o e 21
OVETATIVE cucriiriricrenrerresiseearcreeseseeenescesesesnsenssseensans 109

partlevel ...
part mixer
part multi-effects switch
part mute
part pan .....ceeeennen.

patch initialize ...........
patch parameter
patch remain ...

PAtch tONE COPY wrmerrvtrmieicirresnne s s e
patch write

pitch envelope ...
pitch envelope depth........
pitch envelope level 1-4....
pitch envelope time 1-4...................

pitch envelope time key follow ...
pitch envelope velocity sensitivity
pitch envelope velocity time 1 sensitivity ................ 61
pitch envelope velocity time 4 sensitivity ............... 61
pitch envelope velocity time sensitivity .......cc..c.c.. 89
pitch key follow ...ttt
Play QUANEIZE ...covvere
polyphonic aftertouch
portamento........oevinnnnee
portamento mode
portamento start PHch.... e 79
portamento SWitch ..o 77
portamento time
portamento type
Preset MEMOLY ...oviiieiiinininemieiiiiiirea.
program change

radio tUNING oot s
random pan switch
random pitch depth
real-time erase .......oucevena.

real-time MOdify ..o
real-time recording
real-time transpose
receive bank select switch
receive program change switch
receive system exclusive swWitch ..., 166
TECLOCK covcvirteercrni et
recording parameter
recording part................

recording standby .........
TEAD ottt et era st e nn s
rehearsal fuNCHON ..ot
release Hme .......ccooovvcrrevesnrennenns

remote keyboard switch
reSOMUHION. ..vvvventrrseecesniee

rhythm edit .o
rhythm group .o




rhythm Key copy comnnncieieins 99
rhythm mute ..o e 32
rhythImn Set ... Q20, 14, 28
rhythm set WIite ... 98
rhythm tONe ..o s 85,97
rhythm tone delay level ..o 98
rhythm tone initalize ..o, 100
rhythm tone level ... 94
rhythm tone multi-effects switch.....c.cooooovenninnn. 98
rhythm tone pan......neen,
rhythm tone reverb level
rhythm tone switch.............

ring MOAUIAtOr .
RPS ..o eeieresimsmsmn st Q36,48
RPS RO oottt crvn v e srae e ssesenn Q38,49
RPS part delay level..........ooioiiionincs 50
RPS part key shift.....c..coovicriinieciciceee e 50
RPS partlevel..... e 50
RPS part multi-effects switch ...cooooniioiiicninninins 50
RPS part pan .....ccoooveeernmcncnennns

RPS part reverb level
RPS set ..o,

RPS €t WIIe ..o st s
RPS StOP ccvucvercriemeiiereeessissessbe s sens
RPS trigger quantize
RX SWICH oottt

S

sequencer
sequencer output assigh.....owrcscnueimeniinicsinnnies
SETUP COPY vrereneriirminieceniiniinsicnrsntss s one 37
SetUP PArameter.....ocoieereicieiceene e 37
Shift ClOCK . imircccciictit e
short delay :
shuffle quantize
Shuffle rate......vvec e,
simultaneous polyphony ... 14
sine wave

5010 legato SWItch ... 79
solo switch

song copy
SONG I wvvr ettt
song initialize.....o.o e
SONg WIite....ooevveen,

sound generator

square wave
staccato
standard tempo
StEP flan@er .. i
step recording.........

step recording 1
step recording 2
StEP HIMNE covvrrrereier e s
Strength. ..o
stretch tuniNg .....ovvevieceecsnno s

stretch tuning depth
structure type
sustain level ...

switch pedal.......oee
switch pedal assign.....oe e
switch pedal polarity ...t 164
sync mode
SYNC QUL
SYStem eXCIUSIVe et 148, 149
SYSEEIN INEMOTY wuovitieerinieicnenistrsei et 15

T

tap resolution
EEMPIALE vt

EONE PAN .ottt
tONE SEIECE .ouvuiererreieree et b s
tone SWItCh ..o

transmit active sensing switch
transmit bank select switch ..o

transmit program change switch....cooovvevecvceninn. 166
LTANSPOSE coveveirirerirseensrerssnnrssss et er s saso s 142
transpose Valte. ... 32
tremolo
triangle wave
turntable ...

upper part .......
user backup




USET METINOTY wvoveverriasrnrnanrrsinsesesessinsssssernesssesesssens 15, 137
utility .o 37, 83,99, 158, 160, 161,170, 176
v

VeloCity o

velocity crossfade........
velocity range lower.......
velocity range switch
VeloCity Tange UPPeT...cccveveiicerctnviiesers et
velocity strength......oevevieone e 45
VIEW fIHET ot
voice priority
voice reserve

wave gain ......
wave select ....
WAVELOITI civivreeeeieerncneseciiesrs e s rnssasensvrrsnsesssssasssenans
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Information

When you need repair service, call your nearest Roland Service Center or authorized Roland distributor in your country as

shown below.
ARGENTINA

Instrumentos Musicales 5.A.
Florida 638

(1005) Buenos Aires
ARGENTINA

TEL: (01} 394 4029

BRAZIL

Roland Brasil Ltda.

R. Coronel Octaviano da Silveira
203 05522-010

Sao Paulo BRAZIL

TEL: (011) 843 9377

CANADA

Roland Canada Music Ltd.
(Head Office)

5480 Parkwood Way Richmond
B.C., V6V 2M4 CANADA
TEL: (0604) 270 6626

Roland Canada Music Ltd.
{Toronto Office)

Unit 2, 109 Woodbine Downs
Blvd, Etobicoke, ON

M9W 6Y1 CANADA

TEL: (0416) 213 9707

MEXICO

Casa Veerkamp, s.a. de c.v,
Av. Toluca No. 323 Col. Olivar de
los Padres 01780 Mexico D.F.
MEXICO

TEL: (525) 668 04 80

La Casa Wagner de
Guadalajara s.a. de c.v.
Av. Corona No. 202 5.].
Guadalajara, Jalisco Mexico
C.P.44100 MEXICO

TEL: (03) 613 1414

PANAMA

Productos Superiores, 5.A.
Apartado 655 - Panama 1

REP. DE PANAMA

TEL: 26 3322

U.S. A.

Roland Corporation U.S.
7200 Dominion Circle

Los Angeles, CA. 90040-3696,
U.S A

TEL: (0213) 685 5141

VENEZUELA
Musicland Digital C.A.
Av. Francisco de Miranda,
Centro Parque de Cristal, Nivel
C2 Local 20 Caracas
VENEZUELA

TEL: (02) 285 9218

AUSTRALIA
Roland Corporation
Australia Pty. Ltd.

38 Campbelt Avenue

Dee Why West. NSW 2099
AUSTRALIA

TEL: (02) 9982 8266

NEW ZEALAND

Roland Corporation (NZ) Ltd.

97 Mt. Eden Road, Mt. Eden,
Auckland 3, NEW ZEALAND
TEL: (09) 3098 715

CHINA

Betjing Xinghai Musical
Instruments Co., Ltd.

6 Huangmuchang Chao Yang
District, Beijing, CHINA
TEL: (010) 6774 7491

HONG KONG

Tom Lee Music Co,, Ltd.
Service Division

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

TEL: 2415 0911

262

INDIA

Rivera Traders Pvt. Ltd.
409, Nirman Kendra,

off Dr. Edwin Moses Road,
Munbai 400011, INDIA
TEL: (022) 498 3079

INDONESIA

PT Galestra Inti
Kompleks Perkantoran
Duta Merlin Blok E No.6—7
Ji. Gajah Mada No.3—5,
Jakarta 10130,

INDONESIA

TEL: (021} 6335416

KOREA

Cosmos Corporation
Service Station

261 2nd Floor Nak-Won Arcade
Jong-Ro ku, Secul, KOREA
TEL: (02) 742 8844

MALAYSIA

Bentley Music SDN BHD

140 & 142, Jalan Bukit Bintang
55100 Kuala Lumpur, MALAYSIA
TEL: (03) 2443333

PHILIPPINES

G.A. Yupangco & Co. Inc.
339 Git §. Puyat Avenue

Makati, Metro Manila 1200,
PHILIPPINES

TEL: (02) 899 9801

SINGAPORE

Swee Lee Company
BLOCK 231, Bain Street #03-23
Bras Basah Complex,
SINGAPORE 180231

TEL: 3367886

CRISTOFORI MUSIC PTE
LTD

Blk 3014, Bedok Industrial Park E,
#02-2148, SINGAPORE 489980
TEL:243 9585

TAIWAN

ROLAND TAIWAN
ENTERPRISE CO., LTD.
Room 5, 9f1. No. 112 Chung Shan
N.Road Sec.2, Taipei, TAIWAN,
ROC.

TEL: (02) 2561 3339

THAILAND

Theera Music Co., Ltd.
330 Verng Nakom Kasem, Sui 2,
Bangkok 10100, THAILAND
TEL: {02) 2248821

VIETNAM

Saigon music distributor
160 Nguyen Dinh Chieu 5t. Dist 3
Ho chi minh City

VIETNAM

TEL: 88-242531

BAHRAIN
Moon Stores

Bab Al Bahrain Road,
P.O.Box 20077

State of BAHRAIN
TEL: 211 005

ISRAEL

Halilit P. Greenspoon &
Sons Ltd.

8 Retzif Fa'aliya Hashnya St.
Tel-Aviv-Yaho ISRAEL

TEL: (03) 682366

JORDAN

AMMAN Trading Agency
Prince Mohammed St. P. O. Box
825 Amman 11118 JORDAN
TEL: (06) 641200

KUWAIT

Easa Husain Al-Yousifi
P.0. Box 126 Safat 13002
KUWAIT

TEL: 5719449

LEBANON

A. Chahine & Fils

P.O. Box 16-3857 Gergi Zeidan St.
Chahine Building, Achraflich
Beirut, LEBANON

TEL: {01) 335799

OMAN

OHI Electronics & Trading
Co. LLC

P. Q. Box 889 Muscat

Sultanate of OMAN

TEL: 959085

QATAR

Badie Studio & Stores
P.O.Box 62,

DOHA QATAR

TEL: 423554

SAUDI ARABIA

Abdul Latif S. Al-Ghamdi
Trading Establishment
Middle East Commercial Center
Al-Khobar Dharan Highway
P.O. Box 3631 Al-Khober

31952 SAUDIARABIA

TEL: (03) 898 2332

aDawliah Universal
Electronics APL

P.0.Box 2154 ALKHOBAR 31952,
SAUDI ARABIA

TEL: (03) 898 2081

SYRIA

Technical Light & Sound
Center

Khaled Ton Al Walid St.
P.0.Box 13520

Damascus - SYRIA

TEL: {011) 2235 384

TURKEY

Barkat Muzik aletleri ithalat
ve ihracat limited ireketi
Siraselvier Cad. Guney Ishani No.
86/6 Taksim, Istanbul TURKEY
TEL: (0212) 2499324

U.A.E

Zak Electronics & Musical
Instruments Co.

Zabeel Road, Al Sherooq Bidg.,
No. 14, Grand Floor DUBAI
U.AE

P.Q. Box 8050DUBAL U.AE
TEL: (04) 360715

EGYPT
Al Fanny Trading Office
P.0.Box2904,
El Horrieh Heliopolos, Cairo,
EGYPT
TEL: (02) 4171828

(02) 4185531

KENYA

Musik Land Limited
P.O Box 12183 Moi Avenue
Nairobi Republic of KENYA
TEL: (2) 338 346

REUNION

Maison FO - YAM Marcel
25 Rue jules MermanZL
Chaudron - BP79 97491

Ste Clotilde REUNION

TEL: 2829 16

SOUTH AFRICA

That Other Music Shop
(PTY) Ltd.

11 Melle Street (Cnr Melle and
Juta Street)

Braamfontein 2001

Republic of SOUTH AFRICA
TEL: (011} 403 4105

Paul Bothner (PTY) Ltd.

17 Werdmuller Centre Claremont
7700

Republic of SOUTH AFRICA
TEL: (021) 64 4030

AUSTRIA

E. Dematte &Co.
Neu-Rum Siemens-Strasse 4
6063 Innsbruck AUSTRIA
TEL: {0512) 26 44 260

BELGIUM/HOLLAND/
LUXEMBOURG

Roland Benelux N. V.
Houtstraat 3 B-2260 Oevel
(Westerlo) BELGIUM
TEL: (014) 575811

BELORUSSIA
TUSHE

UL. Rabkorovskaya 17
220001 MINSK

TEL: (0172) 764-911

CYPRUS

Radex Sound Equipment Ltd.
17 Diagorou St., P.O.Box 2046,
Nicosia CYPRUS

TEL: (02) 453 426

DENMARK

Roland Scandinavia A/5
Langebrogade 6 Post Box 1937
DK-1023 Copenhagen K.
DENMARK

TEL: 3295 3111

FRANCE

Roland France S5A

4, Rue Paul Henri SPAAK

Parc de }'Esplanade F 77 462 5t.
Thibault Lagny Cedex FRANCE
TEL: 01 600 73 508

FINLAND

Roland Scandinavia As,
Filial Finland
Lauttasaarentie 54 B
Fin-00201 Helsinki, FINLAND
TEL: (9) 682 4020

GERMANY

Roland Elektronische
Musikinstrumente
Handelsgesellschaft mbH.
Qststrasse 96, 22844 Norderstedt,
GERMANY

TEL: (040) 52 60090

GREECE

V. Dimitriadis & Co. Ltd.
20, Alexandras St. & Bouboulinas
54 St. 106 82 Athens, GREECE
TEL: (01) 8232415

HUNGARY

Intermusica Ltd.

Warehouse Area ‘DEPO’ Pf.83
H-2046 Torokbalint, HUNGARY
TEL: (23) 511011

IRELAND

The Dublin Service Centre
Audio Maintenance Limited
11 Brunswick Place Dublin 2
Republic of IRELAND

TEL: (01} 677322

ITALY

Roland Italy S. p. A.
Viale delle Industrie, 8
20020 Arese Milano, ITALY
TEL: (02) 937 781

NORWAY

Roland Scandinavia Avd.
Kontor Norge
Lilleakerveien 2 Postboks 95
Lilleaker N-G216 Oslo
NORWAY

TEL: 273 0074

POLAND

P. P. H. Brzostowicz Marian
UL. Blokowa 32, 03624 Warszawa
POLAND

TEL: {022) 679 44 19

PORTUGAL

Caius - Tecnologias Audio e
Musica, Lda.

Rue de SANTA Catarina 131

4000 Porto, PORTUGAL

TEL: (02) 38 4456

RUSSIA

Slami Music Company
Sadojava-Triumfalnaja st., 16
103006 Moscow, RUSSIA
TEL: 095 209 2193

SPAIN

Roland Electronics

de Espaiia, S. A.

Calle Bolivia 239 08020 Barcelona,
SPAIN

TEL: (93) 308 1000

SWEDEN

Roland Scandinavia A/S
SWEDISH SALES OFFICE
Danvik Center 28, 2 tr.

S-131 30 Nacka SWEDEN

TEL: {08) 702 0020

SWITZERLAND

Roland (Switzerland) AG
Musitronic AG

Gerberstrasse 5, CH-4410 Licstal,
SWITZERLAND

TEL: (061) 921 1615

UKRAINE

TIC-TAC

Mira Str. 19/108

P.0.Box 180

295400 Munkachevo, UKRAINE
TEL: (03131) 41440

UNITED KINGDOM
Roland (U.K.) Ltd., Swansea
Office

Atlantic Close, Swansea
Enterprise Park SWANSEA

West Glamorgan SA7 9F],
UNITED KINGDOM

TEL: (01792) 700139

As of December, 25, 1997



For the U.K.

IMPORTANT: THE WIRES IN THIS MAINS LEAD ARE COLOURED IN ACCORDANCE WITH THE FOLLOWING CODE.

BLUE: NEUTRAL
BROWN: LIVE

As the colours of the wires in the mains lead of this apparatus may not correspond with the coloured markings identifying
the terminals in your plug, proceed as follows:

The wire which is coloured BLUE must be connected to the terminal which is marked with the letter N or coloured BLACK.
The wire which is coloured BROWN must be connected to the terminal which is marked with the letter L or coloured RED.
Under no circumstances must either of the above wires be connected to the earth terminal of a three pin plug.

S
s For EU Countries ™
‘ € This product complies with the requirements of European Directive 83/336/EEC.

\. J
e For the USA —~
This equipment has been tested and found to comply with the limits for a Class B digital device, pursuant to Part 15 of the
FCC Rules. These limits are designed to provide reasonable protection against harmful interference in a residential
installation. This equipment generates, uses, and can radiate radio frequency energy and, if not installed and used in
accordance with the instructions, may cause harmtul interference to radio communications. However, there is no guarantee
that interference will not occur in a particular installation. If this equipment does cause harmful interference to radio or
television reception, which can be determined by turning the equipment off and on. the user is encouraged to try to correct the

interference by one or more of the following measures:
— Reorient or relocaie the receiving antenna.
- Increase the separation between the equipment and receiver.
— Connect the equipment into an outtet on a circuit different from that to which the receiver is connected.
— (onsult the dealer or an experienced radio/TV technician for help.
Unauthorized changes or modification to this system can void the users authority to operate this equipment.
This equipment requires shielded interface cables in order to meet FCC class B Limit.
- S
- For Canada ™
This Class B digital apparatus meets all requirements of the Canadian Interference-Causing Equipment Regutations.
Cet appareil numérique de la classe B respecte toutes les exigences du Réglement sur le mateériel brouilleur du Canada.
N\ J




Easy Operation List

Whole Patch Edit
Modify value by larger steps [SHIFT} + [VALUE} (p. 16} Confirm Curreni Settings [SHIFT] + knob (p. 55)
LCD Contrast {EDIT}-> BANK [B] (p. 168} Set Envelope Depth [ENVELOPE/LFOL/EFFECTS] + [VALUE]

when the “ENVELOPE" indicator is lit {p. 59, 64, 68, 88, 92, 95)
{ENVELOPE/LFO1/EFFECTS] + [VALLE]

when the “LFOY” indicator is lit (p. 72)

TFILTER/ AMP/PITCH] + [VALUE]

when the “FILTER” indicator is lit (p. 61}

[FILTER/ AMP/PITCH] + [VALUE]

when the "AMP" indicator is lit (p. 67)

[FILTER/AMP/PITCH] + [VALUE]

when the "PITCH” indicator is lit {p. 57)

{SHIFT] + [WRITE] in PATCH page -> Specify destination ip. 82)

[uning {EDIT) -> BANK [8] -> BANK {8} (p. 168)

Set LFOT Waveform

Effects

Eftects On/OFf (Master)
Selevt Multi Effects Type

Set Filter Type

{SHIFT] + [FXON/OFF] {p. 101}
[ENVELOPE/LFON CTS) + [VALUE]
when the “Effects” indicator is lit {p. 106)

Set Random Pan Switch

Set Coarse Tune
Pattern Play

Muove to the last measure

Save IMatches

WD + [BWD] (p. 31)

Move to the first measure

[EWD] + [FWDI(p. 31)

Al Mute

{SHIFT] + {PART MUTE] {p. 31

Monitor

[PART MUTE] + PART [1-R] (. 32)

Mute Exchange

[PART MUTE] + [PART SELFCT] (p. 32)

Quickly listen to next pattern

[SHIFT] + PAGE [<] [>] during Pattern playback (p. 31}

MIDI Update

TIFT] + [STOP/PLAY] (p. 40)

Turntable

‘Tumtable On/Off

{SHIFT |+Mudulation lever (p. 47)

Multi Effects Assignment

Save Patterns [SHIFT} + [WRITE] in PTN page -> Specify destination (p. 36} 4-BAND-EQ SPECTRUM ENHANCER OVERDRIVE
CTRL1  High Gain Low-High Gain Sens Drive
Pattern Set CITRL2Z  Low Gain Middle Gain Mix Level AMP Type
DISTORTION -Fi NOISE -TUN:
Register Patterns |PTN SET} + BANK, NUMBER button to be registerd (p. 152} — l'S ORT L? i N [§[ RAPlO TUNG
T = TETS TR = PR CTRL1  Drive Bit Down Lo-Fi Level Radio-Detune
Save Pattern Set [SHIFT] + [WRITE|in "IN SET page -> Specify destination {p. 153} - . X K
s CTRL2  AMP Type S-Rate Down Noise Level Noise Level
PHONOGRAPH  COMPRESSOR LIMITER SLICER
Song CTRLT  Depth Attack Threshold Timing PIN
Save Songs [SHIFT] + [WRITE] in SONG page -> specify destination (p. 157) CTRL2 D Noise Level Sustain Release Accent PTN
TREMOLO PHASER CHORUS SPACE-D
Pattern Recordiug CTRL1  Depth Depth Depth Depth
= - CTRL2 te Rate 3 3
Real Time Recording TRECT = [STOT/PLAY] (. 1257 Rate Rate Rate Rate
e i R . TETRA-CHRS FLANGER ST-FLANGER SHORT-DELY
Rehearsal [REC] during recording (p. 127) Yo TTRM T T e B —
Real-Time Erase [SHIFT] + [ERASE] during recording - <P P hi ?m(.
. . oy CTRL2  Rate Rate Step Rate Time-R
->Data is erased while [REC| is pressed (p. 130) UTOTAN TP STIET REVERS CATEREUR
Micrascope [SHIFT] + [M.SCOPE] (p. 140 TR - = -l = = Tf B
Changs Fvent PAGE>| -> [VALUE] -> (ENTER} (p. 148) - epit oA ime rate Time
7 CTRL2Z  Rate Feedback Balance Balance

Delete Event
Insert Event

Maove Event

NUMBER [4]+{ENTER] (p. 150)
NUMBER [3}<[ENTER] (p. 150)
{SHIET] + (REC] + [VALUE] (p. 151}

Step Recordingl

ISHIFT] + [MSCOPE]| -> [REC] > [REC] (p. 131)

Tie [BWD} (p. 133)
Rest [EWD] (p. 133)
Back [SHIFT] + [BWD] (p. 133)

Step Recording2
Select Note

Edit for Input Notes

[SHIFT] + IMSCOPE] -> [REC] -> [STOP/PLAY] {p. 131)
|SHIFT} + keyboard (p. 134)
kev 1o be edited + [VALUE] (p.130)

Arpeggiator

Select Style

{ARP] + [VALUFE| (p. 25)

Save Arpeggio Setlings

[SHIFT] + [WRITE] in arpeggtio setting payge
->Specify destination (p. 28)

RPS

Register RIS Set

Mute all parts excepl for the part to be registerd
->[RPS] + destination keyboard (p, 49)

Change Setup for RPS part

[RPS} + [TEMPO&MEASURE]
-> Select parameter -» Select RPS part using kevbaard (p. 50)

Change Patch for RPS part

[RPS} + [PATCH] -> Select RPS part using keyboard (p. 51)

Save RPS Sets

[SHIFT] + [WRITE] in RI'S SET page
-> Specify destination {p, 52}

Play Quantize

Select the Resohution/ Template

JGRID/SHUFFLE /GROOVE] + [VALUE] (p. 41

Select the Part for Quantize

{SHIFT] + {Q1Z SELECT]- > PART [11-IR] {p. 41)

Part Mixer

Set using [INC[ [DEC]

Select current part -> [INC] [DEC] (p. 33)

Kev Shift in Octave step

Select K501 -> [SHIFF] + knoh (p. 34)

Roland Corporation
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