Roland’

OWNER'S MANUAL

Before using this unit, carefully read the sections entitled:
“USING THE UNIT SAFELY” and “IMPORTANT NOTES”
(p.2; p.7). 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 your new unit, this manual
should be read in its entirety. The manual should be saved
and kept on hand as a convenient reference.

Features of the MC-303

High-quality sound set

The MC-303 provides a total of 448 types of sound
ideal for today’s dance scene, including 40 types of
synth bass, 35 types of synth lead, and 33 types of
synth pad. 12 different rhythm sets are also provided.

Rich array of powerful patterns

In addition to 133 high-quality preset patterns for
immediate use, 300 variation patterns provide addi-
tional variety. You can also store up to 50 user pat-
terns that you yourself create.

A sequencer that gives shape to your ideas
You can arrange a song in realtime simply by switch-
ing the playback patterns.

During recording, you can even switch the recording
Part for non-stop recording.

RPS (Realtime Phrase Sequence)

Simply by pressing the keyboard pads, you can play
back pre-registered phrases. These phrases can also be
played back simultaneously with patterns.

Arpeggio function for easy creativity

Arpeggios can be played the easy way -— simply by
pressing the keyboard pads. Arpeggios can be played
simultaneously with patterns, and can also be record-

ed.

Play Quantize function changes the “groove”
in realtime

Three types of quantize are provided: grid, groove,
and shuffle. Even, during pattern playback, you can
create a variety of groove feelings simply by turning a
knob.

RTM (Realtime Modify) function for free
changes in sound

By operating knobs such as Filter, LFO, and ENV, you
can create realtime changes in the sound even while
patterns are playing. Knob movements can also be
recorded. ‘

Easy operation for live performance

Functions and operability are especially designed for
live performance; you can mute the playback of spe-
cific Parts or rhythm instruments, and even transpose
patterns in realtime as they play back.

Low Boost function for powerful sound

The low boost circuit adds emphasis to the low fre-
quencies, pﬁwiding satisfyingly powerful sound even
through headphones.
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reproduced in any form without the written permission of
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USING THE UNIT SAFELY

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

/N idetermined by the design contained within the

A\WARNING injury should the unit be used
improperly.
Used for instructions intended to 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 important instructions
or warnings. The specific meaning of the symbol is

triangle. In the case of the symbol at left, it is used for
general cautions, warnings, or alerts to danger.

must not be done is indicated by the design contained

The (§ symbol alerts the user to items thal must never
be carried out (are forbidden). The specific thing that

within the circle. In the case of the symbol at left, it
means lhat 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 be unplugged from the outlet.

ALWAYS OBSERVE THE FOLLOWING

/A WARNING |

[ /A\WARNING |

* Before using this unit, make sure to read the f
instructions below, and the Owner'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 servic-

ing to your dealer, or qualified Roland service per-
sonnel.

» Never use or store the unit in places that are:
¢ Subject to temperature extremes (e.g., direct
sunlight in an enclosed vehicle, near a heating
duct, on top of heat-generating equipment); or are
* 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 CE
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-

lv placed so it is level and sure to remain stable. If not
using a rack or stand, vou 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 il from wobbling.

* Be sure to use only the AC adaptor supplied with 0
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 ®
sively, step on it, place heavy objects on it, elc. A
damaged cord can easily become a shock or fire haz-
ard. Never use a power cord after it has been dam-

aged.

exce

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

ble of producing sound levels that could cause per-
manent hearing loss. Do not operate for a fong peri-

od of time at a high volume level, or at a level that is
uncomfortable. If vou experience any hearing loss or
ringing in the ears, yvou should immediately stop
using the unit, and consult an audiologist.

* Do not allow any objects {e.g., lammable material, ®
coins, pins); or liquids of any kind (water, soft drinks,
etc.) to penetrate the unit.



/AWARNING |

* Immediately turn the power off, remove the AC
adaptor from the outlet, and request servicing by
your dealer or qualified Roland service personnel
when:

* The AC adaptor or the power-supply cord has

been damaged; or

* Objects have fallen into, or tiquid 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. &
(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 vou 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
with your dealer, or qualified Roland service person-
nel.

[ /\ 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
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 ils 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.3).

* Whenever you suspect the possibility of lightning
in your area, disconnect the AC adaptor from the out-
let.



FEatUres OF FNE MG =303 1o oeeee oot teeses e e eae ettt es bbb E AR SRR T 1
TIPOFEANE NOTES ... oveerrss e
FEOME AN TOAT PAITEL oo

Chapter 1. Introducing the MC-303

How the MC=303 08 OFZATUZE coo.ooroirinr s s b e 12
THE SOUNA SOUTTE . verer e eere et eeieeae s it esas s e ens 12
TRE SEQUETICET ..o eeeeerrremeseesss e 13
Chapter 2. Playing back patterns

Plaving back a pattern 14

Changing the tempo ., 15
Viewing the number of Measures iN @ PATEITL ... 15
Muting a pattern
Transposing during playback (Realtime Transpose)

Correct playback from the middle of a pattern (MIDI Update) ..o 17
Selecting patterns from the keyboard pad (Pattern Set) 7

Creating a variation of a pattern (Variation PALEETTY) 1veereioeeees s eeee et ab bbb b ]

Chapter 3. Modifying the sound

PLAYINE SOUNAS. - croriieris e 20
Shifting the keyboard in octave units (OCEAVE SHIFE) .o oir e s 20
SELECHIET SOUIES 1ovvveooorereassmsas e s 21
Parameters that change the sound (Part parameters) 21
Parameters set by operating the Knobs. . 22
Parameters Set DY TSI @ MIETIU oo ieirior st s 26
Using the knobs to change the sound in realtime (Realtime Modify) ..o 29
Delay/Reverb .30
Flanger/Chorus oo 32
Storing part settings in a pattern (Pattern Setup Write) SO UR PO OO UOROORIUTRRP: o]

Chapter 4. Play back phrases from the keyboard (RPS)

Using RPS to play back a phrase 36
Registering phrases in an RIS S oo or e et ee e h ettt e oA e s 36

Chapter 5. Using the arpeggiator

USINE The ATP@EGIALOT 1oooviierssisisiestesas ot

Creating an arpeggio playback pattern...
Selecting the arpeggio style (ATPegaio SEY1e)..oo i
Adding expression to the arpeggio (Accent Rate)
Changing the pitch range of the arpeggio (Octave Range) .o e

Making detailed SEEIIES .o e 40
Sequence of the notes in the chord (Motif)
BEAE PAEEEITL. oot oot eee oottt ke ee s b
Backbeat timing (SRUffle RAE) ..o 1

Chapter 6. Changing the groove of a pattern (Play Quantize)
Selecting the Part for Play Quantize.
Correcting inaccuracies in rhythm (Grid QUANTIZE) oo 42
Specifying the resolution
Applying grid quantize ...
Adding swing to the rhythm (Shuffle Quantize)
Specify the resolttion. .
Applying shuffle quantize.........
Adding feel to the rhythm (Groove QUANELZE) oottt e
Selecting a template....oon .
Applying groove quantize ... e 45




0 TR T A AP I

Chapter 7. Recording a pattern

Recording vour playing as vou perform (Realtime Recording) .o 46
ReCOTAING PrOCEAUTE .ot e et 46

Recording knob movements

(Modify data)

Smoothly recording between Patterns ..ot 4
Erasing unwanted data during recording (Realtime Erase)...o oo 49
Recording notes one at a time from the kevboard (Step Recording) ... 50
Recording procedtive. ... s n a2 DU
Recording notes one by one (Step Recording 1) w5 1
Recording individual rhythm instruments (Step Recording 2) oo, 53
Individually editing notes that were input (Micro edit). SRR
Recording drums and bass using step 1ecording ..ot 28
Recording the other instruments using realtime TeCOTAINE oD O

Chapter 8. Editing a Pattern (Pattern Edit)
Copying a Pattern (Pattern Copy)
Copying a portion of a Pattern (Part Copy) ..
Erasing unwanted data (Erase)
Deleting unwanted measures (Delete Measure) ... resssenss s 63

Inserting blank measures (Insert Measure)
Changing key (Transpose) .........coocovivecenen, "
Changing the strength of notes (Change Velocity)
Modifying the length of the notes (Change Gate TIME) ..o 66
Sliding the timing (Shift Clock) ele
Thinning out unnecessary data (Data Thin)
Madify a Pattern according to Play Quantize settings (Edit Quantize)

Chapter 9. Creating a song

SELECHNE @ SONE .o et tb et 68
RECOTAING 0 SOTUG oo e bbbt 68
Playing back @ SONEZ..... e e st 69

Storing modified settings to a song (Song Setup Write).. 69

Chapter 10. Editing a song (Song Edit)

Copying a song (S0ng COPY) i
Deleting unwanted patterns (Delete Pattern)
Inserting a pattern (INSErt PAtIEITU - et e et

Chapter 11. System settings
Tuning the MC-303 (TUIIIE) ..ot oottt st e 72
Plaving back a song repeatedly (Song Loop) oo,

Changing the function of the pedal (Pedal Assign)

Synchronization settings (SYNC MOAE) ..o
Transmitting signals for external synchronization (Sync Qub) ..o 73
Specifying how the metronome will sound (Metronome) ... e, 73
Adjusting the metronome volume (Metronome Volume) .73
Adjusting the velocity produced when vou press a keyboard pad (Pad Velocity )., 73
Viewing the remaining memory space (Available Memory) .o e 73



”

Chapter 12. Using MIDI

WWHAT 18 MIIDI? oottt bR 74
Controlling the M5-1 :
Selecting Tones from an external MIDI device
Synchronizing an external sequencer to the MC-303
Synchronizing the MC-303 to an external sequencer. ..
Saving data (Bulk DUIMP) o 7
Using the MC-303 as a sound MOdUle ..o

Appendices
Troubleshooting ...
Error messages ..o
Restoring the factory settings (FActory PreSet) ..o 84
TOTIC LISt oot et e e ettt e e a4 te e e R b st n et eh et n e e e e s eae e an s et 85
RIYERITLSEE LSE oottt bbb 9(
Preset pattern list
Arpeggio style list

Groove quantize template LSt ..o 99
MIDI implementation
TOPICAL X .ottt ]

SPECIICAIOILS ..o e 121




Important notes

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

Power Supply: Use of Batteries

* 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

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

Maintenance

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

¢ Never use benzene, thinners, alcohol or solvents of any
kind, to avoid the possibility of discoloration and/or defor-
mation,

Repairs and Data

* Please 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 in another MIDI device
(e.g., a sequencer), or written down on paper (when possi-
ble}. 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 oul of order), we regret that it
may not be possible to restore the data, and Roland assumes
no liability concerning such loss of data.

Memory Backup
* This unit contains a battery which powers the unit’s mem-
ory circuits while the main power is off. When this battery
becomes weak, the message shown below will appear in the
display. Once you see this message, have the battery
replaced with a fresh one as soon as possible to avoid the
loss of all data in memory. To have the battery replaced,
consult with your dealer, or qualified Roland service per-
sonnel.

CURRENT NEXT

e -

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 vou periodical-
ly save a backup copy of important data vou have stored in
the unit’s memory in 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 once it
has been lost. Roland Corporation assumes no liability con-
cerning such loss of data.

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

* Never strike or apply strong pressure to the display.

* A small amount of noise may be heard from the display
during normal operation.

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

* 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 vou (especially when it is late at night).

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



Front and rear panel

Front panel

14 13

1. VOLUME knob

Adjust the overall volume (Quick Start; p.3).

2. ARPEGGIO
® ACCENT RATE/OCTAVE RANGE knob
Adjust the arpeggio effect (p.3Y).

@ ARPEGGIO button
Switch arpeggiation on/off (p.38}.

3. PLAY QUANTIZE
® TIMING/VELOCITY knob
Adjust the depth of the Play Quantize effect {p 43, 44, 45).

® QUANTIZE button / QUANTIZE indicator
Turn the Play Quantize effect on/off, and select the type of

quantization that will be used (pA43, 44, 45).

4, EFFECT
® IIME/RATE/EFX LEVEL knob

Adjust the wav that etfects are applied (p.30, 31, 33, 34,

@ EFFECT button
Select the type of effect adjusted by the TIME/RATE/EFX
LEVEL knob (p.30, 31, 33).

5. REALTIME MODIFY
® REALTIME MODIFY indicator
This will light when Realtime Modify is on {p.29).

® RND PAN/PORTAMENTO button

The panpot {location) of the specified part will shift ran-
domly (p.22).

When the FUNC button indicator is blinking, this button

switches Portamento on/off (p.23).

® LFO/PORTA TIME (LFO/portamento time} knob
Adjust the LFO effect for cach part (p 23},
When the FUNC button indicator is blinking, this knob

adjusts the Portamento Time of the specified Part (p.23).

@ LFO button
Select the parameter that will be adjusted by the LFO knob
(p.23, 24)
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@ CUTOFF/LEVEL knob
Adjust the cutoff frequency of the specified Part (p.24).
When the FUNC button indicator is blinking, this adjusts

the Tevel (tvolume) of the specified Part (p.22).

@ RESONANCE/PANPOT knob
Adjust the resonance of the specified Part (p.24),
When the FUNC button indicator is blinking, this adjusts

the panpot (focation) of the specified Part (p.22).

® ENVELOPE /RELEASE knob

Adjust the attack time and decay time for the envelope of

the specified Part (p.25).
When the FUNC button indicator is blinking, this adjusts

the releasce time of the specified Part (p.26).

® ENVELODPE button
Select the parameter that will be adjusted by the ENVE-
LOPE knob (p.25).

6. SELECT button / indicator
Select the parameter that will be adjusted by the VALUE
dial (p.14, 15, 17, 21, 3A, 68).

7. Sequencer section
@ BWD/TIE (backward /tic) button
Rewind the pattern or song (p.15, 69).

During recording, pressing this will input a He (p.52).
8 ) B

@ FWD/REST (forward /rest) button
Fast-forward the pattern or song (p.15, 69).

During recording, pressing this will input a rest (p.52).

® REC (record) button
Press this to record a pattern or song (p.46, 48, 30, 68).

@ STOP button
Stop playback of a pattern or sony (p.14, 69).

® PLAY button

play back a pattern or song (p. 14, 69).

8. ENTER button

Press this to execute an operation.

9. EXIT button
Press this to cancel an operation, or to exit from the current

displav.

10. VALUE dial

Usc this dial to modify parameter values.

11. TAP / LOOP REST button

The tempo can be set by tapping on this button (p.15).
When used together with the SHIFT button, this switches
the Loop Rest function on/off {(p.19).

12. Keyboard pad
Use these to play sounds, or to select patterns or RPS
(p.17, 20, 36).

13. SHIFT button

This button is used in conjunction with other buttons.

When used together with the keyboard pads, it accesses
various parameter settings.

Some panel buttons and kevboard pads have characters
printed in a black frame. These are the names of the func-

tions accessed by holding down the SHIFT button.

14. FUNC (function) button

When the indicator is blinking the various knobs will
change tunctions.

When used in conjunction with the SHIFT button and the
keybeard pads, this button accesses various edit commands.
Some kevboard pads have characters printed below them in

a white frame. These are the edit commands.

15. SCALE/MEASURE button / SCALE indicator
These select the note length of notes being recorded (p.51).
When this is pressed during plavback or while stopped, the
current plavback position of the pattern is displayed (p.15).
When this is used together with the FUNC button, the
Metronome is switched on/off (p.47).

16. KBD PAD (keyboard pad)
® OCTAVE -/+ buttons
These buttons switch the range of the kevboard pad in one-

octave steps (p.20).
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® DTN SET (pattern set) button
When the indicator is lit, the keyboard pads can be used to

select patterns (p.17).

@ RPS SET button
This turns the RPS function on/off (p.36).

17. RHYTHM MUTE button
When the indicator is lit, the PART buttons can be used to
mute pattern playback for each rhythm instrument (p.16).

18. PART MUTE button
When the indicator is lit, the PART buttons can be uscd to
mute pattern playback for each Part (p.16).

19. PART SELECT / QUANTIZE SELECT button
When the indicator is lit, the PART buttons can be used to
select Parts (p.20).

When used with the SHIFT button to make the indicator
blink, you can select the Part to which Play Quantize will be

applied (p.42).

20. PART buttons

Press these buttons to select or mute a Part (p.16, 20).

21. TRANSPOSE / ERASE button

Press this to transpose (p.17).

During recording, this can be pressed together with the
SHIFT button to turn Realtime Erase on/off (p.49).

22. PLAY MODE button/indicator

This switches between Song mode and Pattern mode
(p.14, 68).

When used together with the SHIFT button, it enters Demo

mode.

23. Display
Various information regarding operation will be displayed

here.

® STEP REC indicator
This will light during step recording (p.51).

@ BEAT indicator
This will light on each beat, indicating the tempo and time

signature (p.15).
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Rear panel

1. POWER switch

This turns the power on/off.

DC IN jack
Connect the AC adaptor here.
Be sure to use only the included AC adaptor.

3. MIDI connectors

® OUT

This transmits MIDI messages from the MC-303 to other
MIDI devices.

®IN
This receives MIDI messages from other MIDI devices.

4. PEDAL SWITCH jack

A pedal switch (optional) can be connected here.

5. OUTPUT jacks R/L (MONO)
These are the audio signal output jacks. Connect them to a
keyboard amp, audio set, mixer, or the like.

6. PHONES jack

A set of headphones can be connected here.

7. LOW BOOST knob
This adjusts the low boost effect (Quick Start; p.3).

11



How the MC-303 is organized

The sound source

Basic structure
The MC-303 consists of a controller section, sound source

section, and a sequencer section,

MEC-303

Sound source P Sequencer
section \J"J section
Playback

Performance  Recording

Controller section (keyboard pads, knohs etc.)

Controller
Controllers refer to the kevboard pad, knobs on the panel,
and pedal switches connected to the rear panct. By operat:

ing these controllers vou can play sounds or madify them,

Sound source

The sound source is the section that produces the sound.
Messages from the MC-303's controller and sequencer sec-
tions cause the sound to be produced. The sound source
will also produce sound in response to MIDI messages

received from external MIDI devices.

Sequencer

The sequencer records controller operations (knob move-
ments) as MIDL messages, and plays back MIDI messages
that have been recorded. MIDI messages recorded on the
sequencer can also be transmitted from the MIDUOUT con-

nector o control external MIDI devices such as the MS-1.

12

Parts and Tones

On the MC-303, Parts are the basic units of sound used ina
performance, and ave analogous to a musician playing an
instrument. You can select a sound (Tone) for each Part, and
set various parameters to modify the sound or the pertor
mance. The MC-303 has & Parts for pattern plavback, and 8
Parts for RPS playback. This means that up to 1e ditferent

Tones can be plaving simultancously.

Parts for RPS playback
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Pan

E T i
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Part parameters
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Parts for Pattern playback

There are two types of Parts; Parts 1-7 and the Rhythm Part.

Parts 1-7
These Parts are used mainly {or playving melody or bass,
cte., and provide a selection of 448 different Tones. You can

also select individual rhythm instruments.

Rhythm Parts (R Part)

This Part is used for playing rhythm instruments (percus-
sion instruments or sound effects, ete), and lets vou select
from 12 different rhythm sets. Ina rhvthm set, a ditferent
rhythm instrument is Asmgnud to cach note, allowing vou to

plav a variety of rhythm instruments simultaneously.

Simultaneous note capability

The sound source of the MC-303 can produce up to 28 nofes
(voices) simultaneously. If the incoming data is requesting,
more than this numbur, some notes will drop out. Also,
since some Tones are actually plaving bwo voices for each
note, the number of simultancous notes will be less when

such Tones are being used
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When more than 28 voices are requested simultaneously,
the MC-303 will give priority to the most recently-played
note, and the oldest notes will drop out one by one. It vou
use only single-voice Tones, vou will be able to play 28
notes simultancously. However, if vou are using some dual-
voice Tones, the number of simultaneous notes will be less
than 28. When using Tones with a long decay or when
using the RPS tunction, please be aware of this.

For the number of voices used by each Tone, refer to “Tone
list” (p.85).

The Sequencer

The sequencer records performance and controller opera-
tions as MIDI messages. The sequencer can then be played
back to transmit the recorded MIDI messages to the sound
source, causing it to produce sound. In other words, the
sequencer plays the instrument in place of the musician.

A sequencer is like a tape recorder in that jt records and
plays back a performance, but provides important advan-
tages such as the ability to change the tempo without affect-
ing the pitch, the ability to play back an unlimited number
of times with no change in sound quality, and the ability to
do incredibly detailed editing, even down to the level of a

single note.

Patterns

Patterns are units of musical data that the sequencer plays
back. On the MC-303, you can even play back while switch-
ing patterns. A pattern contains separate musical data for
each Part, and you can record, plav back, or edit the musical
data separately for each Part.

Sound source

section Sequencer section

Part 7 data

Parts for pattern  Currently

Part settings
(Tone selection and
part parameters)

playback playing Pattern

There are three types of patterns; preset, user, and variation.
Each pattern contains data to specify the Tone and various

other parameters for each Part.

Preset patten

@ Store

Variation pattern

G Store

Dy
ser pattern Editing

Presct patterns
These are patterns which are presel in memory. It is not

possible to edit or record their musical data. By copying a
preset pattern to a user pattern and then modifying the set-
tings, you can create new patterns.

Pattern banks A-C and E-1 arc preset patterns (E-I are for
storing, RPS).

User patterns

You can record and edit the musical data of these patterns.
You can use preset patterns as a basis for creating your own
new patterns, or create vour own patterns from scraich. Up
to 50 user patterns can be created, but if the patterns that
vou create contain large amounts of musical data, the maxi-
mum number of patterns may be fewer.

Pattern bank U is for user patterns.

Variation patterns

These are patterns which are based on preset or user pat-
terns, but allow you to modify just the mute settings.

To play back a pattern, use Pattern mode.

Pattern banks L. are variation patterns,

Songs

On the MC-303, a sequence of patterns is called a Song.
When vou play back a song, the patterns will be played
back in sequence. A song can contain up to 999 patterns.

To play back a song, use Song mode.

13
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Playing back a pattern

The preset patterns are organized into § banks. For details
refer to “Preset pattern list” (p.94).

1. Make sure that the PLAY MODE indicator PATTERN is
lit {Pattern mode).

If it is dark, press [PLAY MODE] to make the indicator
light.

MEBE
@ soneG

]
D—[ -‘Q: —PATTERN

2. Use SELECT | €] » | to make the PITN/SONG indica-
tor light.

T
-

3. Rotate the VALUE dial to select the pattern that you
wish to play back.

The CURRENT display and NEXT display will indicate the
bank and number of the selected pattern. .

CURRENT NEXT

> m_:ﬂ

Bank Number

Range of settings: A01-C33, E01-111, L01-Q50
By holding down [SHIFT] as you rotate the VALUE dial,

vou can rapidly change the tens digit of the number.

SHIFT CURRENT NEXT

i ~ =

4, Press [PLAY] and the pattern will begin playing.
PLAY

The CURRENT display will show the bank and number of
the currently-plaving pattern {the “current” pattern). The
NEXT display will show the bank and number of the pat-

‘

tern which will be plaved next (the “next” pattern)

14

When vou begin pattern playback, the CURRENT display
and NEXT display will indicate the same pattern; this pat-
tern will play back repeatedly.

5. If you rotate the VALUE dial while a pattern is playing
back, the bank and number of the selected pattern will

appear in the NEXT display.

CURRENT NEXT

Gl - GHE

When the current pattern finishes playing, the pattern
shown in the NEXT display will also appear in the CUR-
RENT display, and playback will switch to the pattern spec-
ified as the next pattern.

CURRENT NEXT

GIEE] - ERE]

* When playback approaches the point at which patterns
will change, or the pattern will begin again, the NEXT
display will blink. While it is blinking, it will not be possi-

ble to reserve the next pattern.

5. DPress [STOP] to stop pattern playback.
STOP

* 1f, after reserving the next pattern, you press [STOP] to
stop playback of the current pattern, the pattern that had
been reserved will be canceled.

LURHU 4T CURRENT HEXT

B - (EE] - Gl - Gl

STOP

When the MC-303 is shipped from the factory, the user pat-
terns do not contain musical data. Patterns which contain
no musical data will be displayed as follows, and cannot be
played back. This means that if you specify a pattern con-
taining no musical data as the next pattern during pattern
playback, playback will stop the moment it switches fo that
pattern.

CLRRENT MEXT

Wil - Wi
LIt | LIt
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When pattern plavback is stopped, a dot will sometimes appear at

the lower right of the pattern number in the NEXT display. This

means that the pattern has been halted in the middle of a measurce.
NEXT

L 1

(e
e

«» 1]

To rewind & pattern, press [BWD]. To return to the beginning of a
pattern, hold down [SHIFT] and press [BWD]
To fast-forward a pattern, press [FWD]. To move to the end of a
pattern, hold down [SHIFT] and press [FWD).

These functions can also be used while a pattern is plaving.

Changing the tempo

The most suitable tempo value (plavback speed) is preset
for cach pattern. This is referred to as the “standard tempo.”
If you select a different pattern while pattern playback is
stopped, the tempo will change to the standard tempo of
the selected pattern. If you select a next pattern while a pat-
tern is plaving, the current tempo value of the pattern will
be maintained.

The tempo can be changed using the VALUE dial or by
using [TAP]. It can also be change during pattern playback.

Using the VALUE dial to change the
tempo

1. Use SELECT [ €[ » ] to make the TEMPO indicator
light.
The display will show the current tempo value.

=257}

sevecr ([l >

2. Rotate the VALUE dial to change the tempo. The tempo
can be adjusted in 0.1 BPM steps over a range of 20.0-240.0
BPM.

CURRENT MEXT

131 I
= - T

If you hold down [SHIFT] and rotate the VALUE dial, the
tempo value can be modified in 1 BPM steps.

The tempo speed and time signature are indicated by the
BEAT indicator. The indicator will blink red on the first

[SHIFT | CURRENT

=N - T

beat, and green on the second and subsequent beats.

* BPM stands for Beats Per Minute, and indicates the num-

ber of quarter notes in one minute.

Tapping the TAP button to change the
tempo

1. Press [TAP] at least three times, at quarter note inter-
vals of the desired tempo.

The tempo will be automatically calculated, and the tempo
will chnnge to the timing interval of your taps.

% ‘:> 0 - T

* You can use [TAP] to change the tempo even when the

tempo value does not appear in the display.

Viewing the number of mea-
sures in a pattern

You can use the SCALE/MEASURE button to view the total
number of measures in the pattern and the current location
within the pattern.

1. While the pattern is playing back or stopped, press
[SCALE/MEASURE]

As long as you continue pressing the button, the CURRENT
display will show the total number of measures in the pat-
tern, and the NEXT display will show the current location
(measure and beat). In the following example, the currently
selected pattern has 16 measures, and the current location is
measure 12 beat 3.

SCALE/ CURRENT NEXT
MEASURE

15
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Muting a pattern

You can mute (silence) the playback of specific Parts within
a pattern. For a rhythm part, you can mute specific rhythm

mstruments.

Muting individual Parts (Part Mute)

1. Press [PART MUTE] to make the button indicator light.
The PART button indicator will light for Parts which con-
tain musical data.

PART MUTE

2. Dress the [PART] button for the Part that you wish to
mute, to make the indicator blink. In this example, let’s
press PART {2].

When you play back the pattern, the musical data of Part 2

will be muted so that it will not be heard.

ooy

R 1 2 3 4 ] 8 ' 7
_BD s CiP - HiT OTHERS
VELOCITY

CYM  TOMIPER(
GATE THE

During pattern playback, the musical data of the selected
Part will be muted at the instant that you press the PART
button.

You can also mute plavback for two or more Parts.

To cancel muting, press the PART button once again to

make the indicator light.

* If the indicator does not light when you press a PART
button, that Part contains no musical data.

* The Part Mute and Rhythm Mute status can be stored in a
variation pattern or user pattern. For details refer to
“Creating a variation of pattern” (p.19) and "Storing Part
settings in a pattern” (p.35).

Muting individual rhythm instruments
(Rhythm Mute)

You can mute the playback of specific rhythm instruments
within the musical data of the rhythm part.

1. Press [RHYTHM MUTE] to make the button indicator
light.

16

The indicator for each PART button will light.
RHYTHM MUTE

2. Press the PART button for the rhythm instrument that
you wish to mute, making the indicator go dark. In this
example, let’s press PART R}

When the pattern is played back, the bass drum of the
rhythm part will be muted, and will not be heard.

R 1 2 3 4 5 6 7

CYMY TONIPERC T OTHERS

If you press a PART button during pattern playback, the
rhythm instrument for the selected Part will be muted
immediately.

To cancel muting, press the PART button once again to
make the indicator light.

* If Part Mute has been used to mute the rhythm part itself,

the Rhythm Mute settings will not take effect.

x

For details on which rhythm instruments of the rhythm
set are muted by each PART button, refer to “Rhythm set
list” (p.90).

Muting all parts (All Mute)

During pattern playback, you can simultaneously mute the
playback of all Parts either by pressing PART [R]-{7] at
once, or by holding down [SHIFT] and pressing [PART
MUTE]

3+

PART MUTE
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Transposing during playback
(Realtime Transpose)

You can freely transpose to another kev during pattern
playback. Transposition can be done in a range of -24 ~ +24

semitones,

1. Press [TRANSPOSE] to make the button indicator light.
The playback will be transposed as soon as you press the
button.

TRANS-
POSE

2. To set the amount of transposition, hold down
ITRANSPOSE]} and rotate the VALUE dial.

While vou are holding down the button, the display will
indicate the current setting. At the factory settings this will
be 4 (a major third up).

UNT ,’ @

3. To return to the original key, press [TRANSPOSE] once
again to make the button indicator go dark.

TRANS-

* When the power is turned on, the Realtime Transpose
function will be reset to Off.

Correct playback from the mid-
dle of a pattern (MIDI Update)

It you plav back a pattern after rewinding or fast-forward-
ing it, the plavback may be incorrect, with problems such as
diminished volume or incorrect pitch. This is because the
MIDI messages in the section that vou skipped over have
not been sent to the sound source. In such sitvations, use
the MIDI Update function. MIDI Update sends the sound
source all the MIDIT messages (except note messages) from
the beginning of the pattern until the location that vou

moved to. This ensures that plavback will be correct.

T, Make sure that the pattern is stopped.

2. Hold down [SHIFT] and press [STOP.

-SHQFT STOP

+

While the update is in progress, the display will appear as
follows.,

CURRENT NEXT

PR E

Selecting patterns from the key-
board pad (Pattern Set)

Normally vou will use the VALUE dial to select patterns.
However, if the pattern that you wish to play back next is in
a distant bank/number, it cannot be selected quickly using
the VALUE dial. In such cases, vou can make settings so
that patterns can be sclected using the kevboard pads. A
collection of patterns that have been registered for the 16
keyboard pads is called a Pattern Set.

The MC-303 provides 30 pattern sets, and these can be
selected during pattern plavback.

CURRENT NEXT

11
:qu >
%AO” ADt BOQiM‘iCUSiCOERAO._IAOSAM

Pattern A11 will be selected

Paﬂem Sets (1 30)

mwwww@

Using a Pattern Set to select a pattern

1. Use SELECT | €| P ] to make the PTN SET indicator
lipght.
The NEXT display will indicate the number of the currently

sclected pattern set.

TET
o]

2. Press [PTN SET] to make the indicator lght.

17
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BTN RPS
SET

SET

3. Rotate the VALUE dial to select a pattern set (1-30).
When the [PTN SET] indicator is lit, you can also usc
OCTAVE [-][+] to select pattern set.

/g

CURRENT NEXT

EEE - =

4. Press the keyboard pad, and the registered pattern will

be selected.

* You can select patterns using the keyboard pad even dur-
ing pattern playback.

Registering patterns in a Pattern Set
You can freely re-register the patterns in a patlern set. It is
convenient to register your favorite or frequently used pat-
terns in a single pattern set. The following procedure is an
example of registering pattern B07 in a pattern set.

First select a pattern set in which to newly register the pat-

tern.

1. Select pattern BO7 (p.14).

2. Make sure that the [PTN SET] indicator is lit.

PTN RPS
SET SET

3. While holding down [PTN SET], press the keyboard
pad for which you want to register that pattern.
The pattern will be registered for the keyboard pad that you
press, In the following example, the display shows that pat-
tern BO7 has been registered for keyboard pad [7].

PTIN 7

SET +

* Patterns can be registered even during pattern playback.

18

Storing arpeggio settings in a Pattern
Set (Pattern Set Write)

Each pattern set can contain arpeggio settings such as
“Arpeggio Style,” “Accent Rate,” and “Octave Range.” It is
convenient to store frequently-used arpeggio settings in
each paltern set.

Pattern Set

i %iAOElAOLLBEI An["‘_ﬂcoal,«oa[@ aoaf 7] acs ons coe} corJona]sos

+

Arpeggio setlings, STYLE = LIMITLESS
ACCENT RATE = 72
OCTAVE RANGE =2
MOTIF =4

BEAT PTN = 10
SHUFFLE RATE = 55

First select a pattern set into which you will write the arpeg-
gio settings.

1. Using the procedure of “Creating an arpeggio playback
g the p 5 pegglo piay
pattern” (p.38), set parameters such as “Arpeggio Style,”

“ Accent Rate,” and “Octave Range.”

2. While holding down [SHIFT] and [FUNC], press key-
board pad [14] to select the Pattern Set Write display.
The display will ask you to confirm the operation.

14
J 4 Ly, T - B
_

3. Press [ENTER], and the arpeggio settings will be writ-

ten.
ENTER

When the operation is completed, you will return to normal
operation.
To cancel the operation, press [EXIT].

* The Arpeggio on/off setting is not stored.
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Creating a variation of a pattern
(Variation Pattern)

Starting with a preset pattern or user pattern, you can
change just the Part Mute and Rhythm Mute settings of
each Part to create a new “Variation Pattern.” Variation
Patterns consist of Part Mute and Rhythm Mute settings for
each Part, and the bank/number of the original pattern.
Since Variation Patterns do not contain the musical data
itself, they occupy much less memory than user patterns.
This allows you to use the memory of the MC-303 more effi-
ciently.

If, after registering a variation pattern based on a user pat-
tern, you then modify the musical data of the original user
pattern, the variation pattern will reflect the change. For
example, if you delete all the musical data from the original
user pattern, a variation pattern that is based on that user
pattern can no longer be played back.

Variation patterns can be registered in pattern banks L-Q.
Since each bank can contain 50 variation patterns, you can
create a total of 300 variations.

Any number of variation patterns can be based on a single
preset or user pattern.

Preset pattem / User pattem Variation pattemn

Part Mute and
Rhythm Mute
ettings of each part

* It is not possible to register a variation pattern based on
itself.

1. Select the pattern that you wish to register as a varia-
tion pattern (p.14).

2. Mute the Parts and Rhythm Instruments that you wish
to be muted when that pattern is selected (p.16).

3. While holding down [SHIFT] and [FUNC], press key-
board pad [13] to access the Variation Write execute dis-
play.

{E]

) o+

4. Rotate the VALUE dial to specify the bank and number
of the variation pattern to be newly registered.

/\ CURRENT NEXT

I
Lir 1Rl | |

5. DPress [ENTER], and the display will ask for confirma-

tion.
CURRENT NEXT

/1 —
T - A

6. Press [ENTER] once again, and the variation pattern

will be registered.
ENTER

To cancel, press [EXIT].
When registration is complete, the normal display will reap-
pear.

19
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Playing sounds

1. Make sure that the [PTN SET] and [RPS SET] indicators
are both dark.

PTN RPS
SET SET

2. Press [PART SELECT] to make the button indicator
light.

PART SELECT

&

3. Press the PART button for the part that you wish to
play.

N i vl TR

If a MIDI keyboard is connected, you can play its keyboard
to play the sound.
The keyboard pads correspond to a conventional keyboard
as following.

C# Dt Fit G# A# C#

B C D E F G A B C D

* The part selected by the PART SELECT button and PART

buttons is referred to as the Current Part.

20

Shifting the keyboard in octave units
(Octave Shift)

Octave Shift is a function that shifts the pitch of the key-
board pads in one-octave units. The range of pitch shifting
is -4~+4 octaves. When playing Tones such as bass which
are normally played in a low register, or when you wish to
play rhythm instruments which are located in a different
pitch range of the keyboard, you can use the Octave Shift
function to shift the keyboard pads to the desired range.
* Qctave Shift is a function which affects only the keyboard
pad. It will not affect the pitch of a connected MIDI key-

board.

1. Use the OCTAVE [-][+] buttons to shift the pitch range.
To shift upward, press OCTAVE [+]. The OCTAVE [+] indi-
cator will light.

—OCTAVE +

To shift downward, press OCTAVE {-]. The OCTAVE [-]

indicator will light.
—OCTAVE +

% -

If neither of the OCTAVE buttons are lit, pressing keyboard
pad 2 will play C4 (middle C).

While you are pressing an OCTAVE button, the display will
indicate the value of the setting. For example, if you press
the OCTAVE [+)] button once to raise the keyboard one

octave, the display will be as follows. With this setting, the

C5 note will be sounded when you press keyboard pad 2.
CURRENT NEXT

S N
_

C5
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Selecting sounds

If you have used the PART buttons to select a part 1-7 you
can select Tones, and if you have sclected the rhythm part
you can select Rhythm Sets. Tones are organized into 29
banks, by type of instrument. For details refer to “Tone list”
(p.85). The rhythm instrument that will be sounded by each
key of the rhythm part will depend on the selected Rhythm
Set. For details refer to “Rhythm Set list” (p.90).

1. Use SELECT [ € ][ P ] to make the TONE indicator
light.

The display will indicate the bank and number of the cur-
rently selected Tone. (If the rhythm part is selected, the
Rhythm Set number will be displayed.)

Praxst

- SELECT »

CURRENT NEXT CURRENT
17 ] I I I
i - =il -
Bank Number Number Set Name

2. Rotate the VALUE dial to select a Tone or Rhythm Set.
By holding down [SHIFT] as you rotate the VALUE dial,
vou can rapidly change the tens digit of the number.

CURRENT NEXT
= .
ELi N

Parameters that change the
sound (Part parameters)

The MC-303 lets you modify the setting of various parame-
ters for the selected Tone, to create the sound most suitable
for your needs. Parameters are settings which determine the
characteristics of a sound and how it is heard. The process
of modifying the values of parameters to change the sound
is referred to as “editing.” The following parameters can be
adjusted.

Parameters set by operating the knobs
LEVEL: volume
PANPOT: pan (location) adjustment
PORTAMENTO: portamento on/off
PORTA TIME: portamento time
LFO RATE: LFO speed
LFO MOD: LFO depth
CUTOFF: cutoff frequency
RESONANCE: resonance
ENVELOPE ATTACK: attack time of envelope
ENVELOPE DECAY: decay time of envelope
ENVELOPE RELEASE: release time of envelope

Parameters set by using a menu
LFO WAVE: LFO waveform selection
LFO PITCH: degree to which LFO affects pitch
LFO FILTER: degree to which LFO affects timbre
LFO AMP: degree to which LFO affects volume
BEND RANGE: bend range
OUT ASSIGN: output destination of musical data

These parameters are referred to as “Part parameters.” The
MC-303 stores the selection of the Tone and the part para-
meter values for each part as Pattern Setup data. Edits you
make to the part parameters are temporary, and your modi-
fied settings will be lost if you select a different Tone for
that part or if you select a different pattern. If you wish to
keep the edited settings, use the Pattern Setup Write proce-
dure (p.35).

1t is not possible to rewrite the pattern settings for preset
patterns or variation patterns. If you wish to modify and
save preset pattern settings, vou must copy them to a user
pattern (p.61), and then edit that user pattern. Then use the
Pattern Setup Write operation.

Before you begin editing, use the PART SELECT button and
the PART buttons to select the part that you wish to edit.

21
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Parameters set by operating the
knobs

< To confirm the numerical setting of a knob >

Normally, the value of the parameter setting is not displayed when
you use a panel knob to modify it. 1f you wish to confirm the
numerical value of a parameter as you edit, hold down {SHIFT]
and [FUNC] as you rotate the knob.

For example, if you wish to confirm the numerical setting of the
cutoff frequency, use the following operation.

il

SHIFT

CURRAENT NEXT

11 i
LL_ILL_' CJ

Changing the volume (Level)
The volume level of each part can be adjusted in the range
0-127.

1. Press [FUNC] to make the button indicator blink.

2. Rotate the LEVEL knob to adjust the volume level.
Rotating the knob Lo the right will increase the volume.

[P \~
3 ¢
CUTOFF
[ eovie ]

Changing the stereo location (Pan)

The panning of each part can be adjusted in the range
RND/L63-0-R63. Pan determines the location of the sound
when you listen in stereo. For example, you might place
drums and bass in the center, guitar at right, and pad at left.

Guitar

+ RE3

22

1. Press [FUNC] to make the button indicator blink.

2. Rotate the PANPOT knob to adjust the pan position.

(5

RESONANCE

Rotating the knob to the right will move the sound to the
right, and rotating it to the left will move the sound to the
left.

When the knob is in the center position, the sound will be
located in the center, A setting of RND (random) produces a
special effect in which the stereo lacation will be randomly

different each time the sound is played. To select random
panning, turn off the [FUNC] button and press [RND PAN].
RANDOM '

PAN

il

rs

In a Rhythm Set, the stereo location of each rhythm
instrument is fixed. Changing the pan setting of the
rhythm part will move the overall stereo position of the
entire Rhythm Set.

For some Tones, a small amount of sound leakage may be
heard from the oppuosite speaker even if the pan setting is
fully left or right.

*

If you are listening in mono, pan settings will have no
effect.

Changing the pitch smoothly (Portamento)
Portamento is a function that creates smooth changes in
pitch between one note to the next. When portamento is
turned on, the Tone of that part will be set to Mono mode
{i.e., able to produce only one note at a time). Portamento is
especially effective when applied to synth bass or synth
lead Tones.
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PORTAMENTO ON/OFF

Here’s how to turn portamento on/off for each part.

1. Press [FUNC] to make the button indicator blink.

2. Press [PORTAMENTO] to make the button indicator

light, and portamento will be turned on.
RANDOM
PAN

* For the Rhythm Part, the sound will not be affected even
if portamento is turned on.

* When the Portamento Time is set to ”0,” turning porta-
mento on will simply set the Tone to mono mode, and no
portamento effect will be heard.

PORTA TIME (Portamento time)
When portamento is on, this setting adjusts the time over
which the pitch will smoothly change (0-127).

st Portamento time

1. Press [FUNC] to make the button indicator blink.

2. Rotate the PORTA TIME knob to adjust the portamento
time.

Rotating the knob to the right will lengthen the time. With a
setting of “0,” there will be no portamento effect even if
portamento has been turned on.

N

= +
CUTOFF

L EL

Creating cyclic changes in the sound (LFO)

LFO (Low Frequency Oscillator) is a function that creates
cyclic changes in the Tone. It can affect the pitch, timbre (fil-
ter), and volume (amplitude).

< About LFO >

You can adjust LFO Rate (speed) and LFO MOD (depth). Applying
LFO to the pitch produces a vibrato effect. Applying LFO to the fil-
ter produces a wah effect. Applying LFO to the amplitude pro-
duces a tremolo effect. The degree to which the LFO will affect each
of these three elements is determined by the LFO PITCH, LFO FiL-
TER, and LFO AMP settings (p.27). To make LFO settings, first
adjust the degree to which the three elements (pitch, filter, ampli-
tude) will be affected, and then adjust LFO Rate and LFO MOD.

| LFO piten | [LFOﬁ:ter‘ |LFO amp |

N ot L

LFO
G MOD
B e
Note-on LFO rate
LFO RATE

The speed at which the LFO cycles can be adjusted over a
range of -50 — +50.

1. Make sure that the [FUNC] indicator is dark.

il

2. Press [LFOJ to make the button indicator go dark.
Now you can adjust the RATE setting.

-
RATE
s
MOD

3. Rotate the LFO knob to adjust the LFO rate.
Rotating the knob to the right will make the oscillation
faster, and rotating it to the left will make it slower.

23
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LFO MOD (LFO modulation depth)
The depth of the LFQ effect can be adjusted over a range of
0-127.

1. Make sure that the [FUNC] indicator is dark.

il

2. Press [LFO] to make the button indicator light.
Now you can adjust the MOD setting.

3. Rotate the LFO knob to adjust the LFO modulation
depth.

As vou rotate the knob to the right, the LFO effect will
increase. At a setting of “0” the LFO will have no effect.

.
LFO

* If the LFO PITCH, LFO FILTER, and LFO AMP settings
are all at “0,” there will be no LFO effect even if this LFO
MOLD parameter is increased.

Changing the timbre (Filter)

You can modify the timbre by changing the filter setting.
The filters of the MC-303 are of a type called Low Pass
Filters, which pass only the frequencies below a specified
trequency. This trequency is referred to as the cutoff fre-
quency. By changing the cutoff frequency you can make the
sound brighter or darker. The cutoff frequency will be con-
trolled by the envelope to change over time. By adjusting
the filter and envelope, you can create sounds that have

movement and expression.

lovel Low Pass Filter level

e

frequancy trequency
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CUTOFF (Cutoff frequency)

Adjust the cutoff frequency value over a range of -50 - +50.
If the cutoff frequency is raised, more of the overtones will
be allowed through, making the sound brighter (harder). If
it is lowered, less of the overtones will be allowed through,
making the sound darker (softer).

level

7
)
'
f
'
'
'
£

A frequency

Cutoff Frequency

1. Make sure that the [FUNC] indicator is dark.
1f it is not dark, press the button to turn off the indicator.

il

2. Rotate the CUTOFF knob to adjust the cutoff frequency.
Rotating the knob to the right will raise the cutoff frequen-
¢y, and rotating the knob to the left will lower it.

.

|
L

A

T

* For some Tones, raising the cutoff frequency will not pro-
duce an audible change.

RESONANCE
Adjust the overtones in the region of the cutoff frequency
over a range of -50 - +50.

1. Make sure that the [FUNC] indicator is dark.
If it is not dark, press the button to turn off the indicator.

il

2. Rotate the RESONANCE knob to adjust the resonance
value.
Rotating the knob to the right will increase the resonance,

producing a more distinctive sound.
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—
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RESONANCE

C

* For some Tones, raising the resonance will not produce
an audible change.

Changing the time-variant aspects of the
sound (Envelope)

The volume of a musical instrument changes over time,
from the moment the sound begins to when it dies away.
The figure below shows this change over time as a graph.
The shape of this change is different for each instrument,
and is an important factor in how we distinguish the sound
of one instrument from another. This shape is called the
“envelope.”

The envelope of a musical instrument is also affected by the
way that it is played. On the MC-303, you can change the
sharpness with which the sound begins by adjusting the
Attack Time of the envelope. By adjusting the envelope
parameters, you can simulate the characteristics of a variety
of different musical instruments.

The envelope shape that you set can also affect the cutoff
frequency of the filter.

A: Attack Time

D: Decay Time

S: Sustain Level

R: Release Time

w
[
m/

A A D
Note-on Note-off

{ime

* For some Tones, adjusting the envelope times may not
result in an audible difference.

ENVELOPE ATTACK (Envelope attack time)
Adjust the sharpness of the attack over a range of -50 - +50.

1. Make sure that the [FUNC] indicator is dark.

=

2. Press [ENVELOPE] to turn off the button indicator.
Now you can adjust the ATTACK setting.

-
ATTACK
DECAY

3. Rotate the ENVELOPE knob to adjust the Attack Time.
Rotating the knob to the right will produce a more gentle
attack, and rotating it to the left will produce a sharper
attack.

Ly — /:\—ﬁ
X ¥
ENVELOPE

[ _nELEASE

ENVELOPE DECAY (Envelope decay time)
Adjust the time between the attack until the sustain level is
reached (the Decay Time) over a range of -50 — +50.

* For some Tones (piano and guitar type), the Sustain Level
is “0.”

tevel

A A D A fime
Note-on Note-off

1. Make sure that [FUNC] indicator is dark.

il

2. Press [ENVELOPE] to make the button indicator light.
Now you can adjust the DECAY setting.

-
ATTACK
DECAY

3. Rotate the ENVELOPE knob to adjust the Decay Time.
Rotating the knob to the right will lengthen the time
required to reach the Sustain Level, and rotating the knob to
the left will shorten it.

Ry ———
b +
ENVELOPE
| Reieast ]
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Chapter 3. Modifying the sound

ENVELOPE RELEASE (Envelope release time) Parameters set by using a menu
Adjust the time from when you take your finger off the key
until the sound disappears (the Release Time) over a range When you are in the Part parameter setting display, you can also
of -50 - +50. use SELECT | € ]{ P | to select the Part for editing (in addition to
using the PART buttons to select the Part).
1. Press [FUNC] to make the button indicator blink. - - SELECT - »
FUNC CURRENT HEXT
P - [} Rhythm
I~ R (W] Part

CURRENT

2. Rotate the RELEASE knob to adjust the Release Time.
Rotating the knob toward the right will produce a longer

release, and rotating it toward the left will produce a quick-

er release.
LFO WAVE (LFO waveform)

Select the LFO waveform.

‘& i\ SINE RANDOM1 RANDOM2
ENVELOPE
SAW

SQUARE TRIANGLE

SINE: A sine wave. Use this to apply effects such as
vibrato.

RANDOM 1, 2: These are waveforms in which the level
changes randomly, and are useful for sound effects.
SQUARE: A square wave. It can be used for sound
effects, etc.

SAW: A sawtooth wave. 1t can be used for sound effects,
etc.

TRIANGLE: A triangle wave. Most suitable for vibrato
effects, etc.

1. Hold down [SHIFT] and press keyboard pad [9] to
access the LFO Waveform setting display.

The Part for which the setting is being made will appear in
the CURRENT display, and the current setting will appear

in the NEXT display.

g CURRENT MNEXT

| ]
+ | BN - O
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2. Rotate the VALUE dial to select the waveform.

/g - r‘:’ o) E

SINE RANDOM1 AANDOMZ
NEXT e NEXT
SQUARE SAW TRIANGLE

3. To leave the setting display, press [EXIT].
EXIT

LFO PITCH (LFO pitch modulation depth)

This adjusts (0-127) the depth of the vibrato effect that will
occur when you set LFO MOD (LFO modulation depth).
Higher settings will produce a deeper vibrato effect when
the LFO depth is raised. With a setting of “0” there will be
no vibrato effect.

1. Hold down [SHIFT] and press keyboard pad [10] to
access the LFO Pitch Modulation Depth setting display.

The Part for which the setting is being made will appear in
the CURRENT display, and the current setting will appear
in the NEXT display.

10
CURRENT NEXT

— —

@+ Gl ~ BETE

2. Rotate the VALUE dial to set the LFO Pitch Modulation
Depth value.

4

3. Toleave the setting display, press [EXIT].
EXIT

LFO FILTER (LFO filter modulation depth)

This adjusts (0-127) the depth of the wah effect that will
occur when you set LFO MOD (LFO modulation depth).
Higher scttings will produce a more intense wah-effect
when the LFO depth is raised. With a setting of “0” there
will be no wah effect.

1. Hold down [SHIFT] and press keyboard pad [11] to
access the LFO Filter Modulation Depth setting display.

The Part for which the setting is being made will appear in
the CURRENT display, and the current setting will appear
in the NEXT display.

11

URHENT NEXT
I | ]
~ BEIR

2. Rotate the VALUE dial to set the LFO Filter Modulation
Depth value.

177\

3. To leave the setting display, press [EXIT].
EXIT

LFO AMP (LFO amplitude modulation depth)
This adjusts (0-127) the depth of the tremolo effect that will
occur when you set LFO MOD (LFO modulation depth).
Higher settings will produce a deeper tremolo effect when
the LFO depth is raised. With a setting of “0” there will be
no tremolo effect.

1. Hold down [SHIFT] and press keyboard pad [11] to
access the LFO Amplitude Modulation Depth setting dis-
play.

The Part for which the setting is being made will appear in
the CURRENT display, and the current setting will appear
in the NEXT display.

12

CURRENT NEXT
o e Cr
- J | L
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Chapter 3. Modifying the sound

2. Rotate the VALUE dial to set the LFO Amplitude
Modulation Depth vajue.

7\

3. To leave the setting display, press [EXIT].
EXIT

BEND RANGE

The bend range for each part can be adjusted from 0-24. lfa
MID! keyboard is connected, its pitch bend lever or pitch
wheel can be operated to transmit Pitch Bend messages,
causing the pitch to change. The Bend Range setting sets the
maximum pitch change that will occur in response to such
messages. With a setting of 12, the maximum change will be
1 octave. With a setting of 24, the maximum change will be
2 octaves. With a setting of “0,” incoming Pitch Bend mes-
sages will not change the pitch.

1. Hold down [SHIFT] and press keyboard pad [13] to
access the Bend Range setting display.

The Part for which the setting is being made will appear in
the CURRENT display, and the current setting will appear
in the NEXT display.

13

CURRENT

i_

I

CH

2. Rotate the VALUE dial to set the Bend Range value.
3. To leave the setting display, press [EXIT].
EXIT

OUT ASSIGN (Output assign)

Setting range: INT/EXT

This setting determines the output destination for the musi-
cal data of each Part. Normally, all Parts are set to “INT” so
that the musical data from the sequencer will be sent to the
MC-303’s own internal sound source. With a setting of
“EXT,” the musical data from that Part will not be sent to
the internal sound source, but will be transmitted from the
MIDI OUT connector. For example, if you wish to use the
MC-303 with a sampler such as the MS-1, you could set the
Qutput Assign setting of one of the Parts to “EXT.” This
would let you play the MS-1 directly from the MC-303's
keyboard pads, or control the MS-1 by the musical data
played back from the sequencer. For details on using the
MS-1 together with the MC-303, refer to “Controlling the
MS-1" (p.76).

MC-303

=

Oulpul Ass@n-EXT )

Sound source |
e section

MIDI OUT

Sequencer section

v

l MS-1 I

1. Hold down [SHIFT] and press keyboard pad- {14] to
access the Qutput Assign setting display.
The Part for which the setting is being made will appear in
the CURRENT display, and the current setting will appear
in the NEXT display.
CURRENT NEXT

]~

SHIFT

2. Rotate the VALUE dial to set the Output Assign setting.
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3. Toleave the setting display, press [EXIT].
EXIT

Musical data of Parts which are set to “EXT” will be trans-
mitted as MIDI messages to an external device via the MIDI]
OUT connector. At this time, each Part will be transmitted
on a different MIDI channel.
The following table shows the MIDI channel on which the
data of each Part is transmitted.

Part R: ch.10

Part 1: ch.l

Part 2: ch.2

Part3: ch3

Part4: ch4

Part5: ch5

Part 6: ch.6

Part7: ch.7

Using the knobs to change the
sound in reaitime (Realtime
Modify)

Part parameters which can be modified using the knobs can

be freely adjusted even during pattern playback. The capa-
bility of using the knobs to change the sound in realtime is
referred to as “Realtime Modify.” This is especially effective
for live performances,

1. Select a pattern and play it back.

2. Use [PART SELECT] and the PART buttons to select the
Part whose sound you wish to modify.

3. Use the knobs to modify the sound.
The REALTIME MODIFY indicator will light.

Even during playback, you can use JPART SELECT] and the
PART buttons to select the Part for realtime modification.
When you switch to a different Part for realtime modifica-
tion, or switch to a different Pattern, the REALTIME MODI-
FY indicator will go dark.

The data produced when you operate the knobs is referred
to as “modify data,” and can be recorded in a user pattern.
For details refer to “Recording knob movements” (p.48).

If you use the realtime modify function while playing back a Part
for which modify data has already been recorded, the knob move-
ments will take priority, and the modify data within the musical
data for that Part will be canceled and no longer transmitted to the
sound source. (The note messages of the musical data will be trans-
mitted regardiess of knob movements.) If the modify data within
the musical data has been canceled, the PART button indicator for
that Part will blink.
Musical data of Part 1

1D IR I RIn AR | Note gare

OWAN ; [\
z ; : Modity data

(o) 0 Q 0
@ Sound
source
section

NI Rin R L
/\//\’/\\/\ gcanceledé
V] 0 L :

O
™% Realtime

- Modify begins

in ; =
‘ \/[ \/\/m Modify data from
(o] o

knob movements

Note data

Modify data

if the following operations are performed to make the REALTIME
MODIFY indicator go dark, the modify data within the musical
data will once again be transmitted to the sound source.
Press a blinking PART button once again to make the indicator
light.
Return to the beginning of the pattern, or switch to a different
pattern.
*  Each knob has 11 switch points. When the knob is moved past a
switch point, the modify data within the musical data will be
canceled.

Switch point

Modify data is canceled
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Chapter 3. Modifying the sound

Effects

The MC-303 provides two effect systems; delay /reverb, and
flanger/chorus. For each effect you can make settings such

as type, rate, and time. You can also adjust the overall effect
levels for all Parts, as well as the individual effect level for

each Part.

Delay/Reverb

Delay is an effect that delays the sound to create echoes.
Reverb is an effect that adds reverberance to the sound, pro-
ducing the acoustic depth and spaciousness characteristic of
a performance in a concert hall.

Selecting the type of delay/reverb
(Delay/Reverb Type)

You can select one of the following 8 types of delay/reverb

effect.

NEXT NEXT NEXT
- e R
o |

Roomt Room2 Room3

NEXT NEXT NEXT

{1 { [ (1]

h L ILl L IL L LL:

Hallt Hali2 Plate

1l / 1L
=] [E=k

Delay Panning Delay

Room 1-3: These are reverbs that simulate the acoustics
of a room, providing well-defined and spacious rever-
beration.

Hall 1, 2: These are reverbs that simulate the acoustics of
a concert hall, providing a larger acoustic space than
Room.

Plate: This simulates a plate reverb (a reverb device that
uses the vibration of a metal plate).

Delay: This is'a conventional delay, producing an echo
effect.

Panning Delay: This is a special delay in which the
delayed sound alternates between left and right. It is
effective when you are listening in stereo.

1. Hold down [SHIFT] and press keyboard pad [5] to
access the Delay/Reverb Type setting display.
The following display will appear.

CURAENT NEXT

[}
+ FYUPER- o |
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2. Rotate the VALUE dial to select the type.

7\

3. Toexit the setting display, press [EXIT].
X7

When you change the Delay/Reverb Type, parameters
other than the Delay/Reverb Part Level will automatically
be set to the most suitable values. When making
delay/reverb settings, vou should first select the
Delay /Reverb Type. Then use the panel knobs to adjust
Delay /Reverb Time and Delay/Reverb Level, etc., to adjust
the effect to your taste.

If desired, you can make more detailed adjustments as well
(p.32).

< To confirm the numerical sefting of a knob >

Normally, the value of the parameter setting is not displayed when
you use a panel knob to modify it. If vou wish to confirm the
numerical value of a parameter as you edit, hold down [SHIFT]
and [FUNC] as you rotate the knob.

Adjusting the delay/reverb time
{Delay/Reverb Time)

If a delay effect is selected, this sets the time between the
original sound and the delayed sound (Delay Time: 0-127).
1f a reverb effect is selected, this sets the length of the reverb
(Reverb Time: 0-127). Higher settings will produce a longer
delay (reverb).

1. Press [EFFECT] to turn off the button indicator.
Now you can make DELAY/REVERB settings.

-
DELAY/
REVERB

FLANGER

ICHORUS

2. Make sure that the [FUNC] indicator is dark.

il
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3. Rotate the TIME/RATE knob to adjust the delay/
reverb time.

Rotating the knob to the right will lengthen the delay/
reverb time.

Rotating the knob to the left will shorten the delay/reverh
time.

TIME/RATE

Adjusting the overall delay/reverb sound
(Delay/Reverb Level)

The overall volume of the effect sound can be adjusted over
a range of 0-127. Higher settings will make the effect loud-
er.

1. Press [EFFECT] to turn off the button indicator:
Now you can make DELAY/REVERB settings.

-
DELAY/
REVERB

FLANGER
/CHORUS

2. Press [FUNC] to make the button indicator blink.

3. Rotate the EFX LEVEL knob to adjust the delay/reverb
level.

Rotating the knob to the right will make the effect louder.
Rotating the knob to the left will make the effect softer.

¥ o\
I ¢ BN

TIME/RATE

Adjusting the delay/reverb sound for each
Part (Delay/Reverb Part Level)

The effect level for each Part can be adjusted over a range of
0-127. Higher settings will make the effect louder. While
you are in the selection display, you can select the Part to
edit either by using the PART buttons, or by using SELECT
[4]»]

<E =

CURRENT HNEXT
_ I} Rhythm
CURRENT NEXT
EE - W

mwmwm Y

CURRENT NEXT

1. Hold down [SHIFT] and press keyboard pad [6] to
access the Delay/Reverb Part Level setting display.

The Part whose setting is being adjusted will appcar in the
CURRENT display, and the setting will appear in the NEXT
display.

URRENT NEXT
1 1 1
@3 + - JETE

2. Rotate the VALUE dial to set the value.

€ )

3. To leave the setting display, press [EXIT].
EXIT

* If the overall Delay/Reverb Level setting is at “0,” there
will be no effect even if you raise the Delay/Reverb Part
Level settings.
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Making detailed settings

Normally you will make delay/reverb settings by adjusting
the four items “Delay/Reverb Type,” “Delay/Reverb
Time,” “Delay/Reverb Level,” and “Delay/Reverb Part
Level.” However, by adjusting the following parameters
you can make effect settings with additional variety.

REVERB CHARACTER
Select one of § settings to determine the basic type of
delay/reverb. 0-5 are reverb types, and 6, 7 are delay types.

REVERB Pre-LPF (Reverb pre- low pass filter)

This applies.a low pass filter to the sound entering the
reverb, attenuating the high frequencies. Specify the
amount of attenuation over a range of 0-7. Higher settings
will produce greater attenuation of the high frequencies,
resulting in a more mellow reverberation.

REVERB DELAY FEEDBACK

This parameter is available when the Reverb Character is
set to 6, 7 or the Reverb Type is set to Delay or Panning
Delay. It sets the amount of delay repeats over a range of
0-127. Higher settings will produce more delay repeats.

REVERB Pre-DELAY TIME

Specify the time from the original sound until the later
reverberation is heard (the Pre Delay Time), over a range of
0-127 ms. Higher settings will lengthen the pre-delay time,
producing the feeling of a larger acoustic space.

REVERB SEND LEVEL TO CHORUS

Adjust the amount of reverb sound that will be sent to the
chorus, over a range of 0~127. Higher settings will increase
the amount that is sent.

1. Hold down [SHIFT] and press keyboard pad [5] to
access the Delay /Reverb Type setting display.

2. Use SELECT [ € ]{ » ] to access the parameter display.
Repeatedly press the buttons to access the setting display
for the desired parameter.

32

A l_‘-_— HP > Infm ,’ Delay/reverb type
CURRENT NEXT
r L F] » L’—_—II Reverb character
CURAENT NE)\
! |
I F’ L Es Reverb pre-LPF
CURRENT NEXT
1M
e Lj, ‘C » Reverb/delay feedback
CURRENT NEXT
i~ ,D L_.’ » Reverb pre-delay time
CURRENT NEXT

v > ,’ L’_} Reverb send level to chorus

3. Rotate the VALUE dial to set the parameter value.

/g

4. To leave the setting display, press [EXIT].
EXIT

Flanger/Chorus
The flanger effect gives a metallic resonance to the sound to
produce a unique character. The chorus effect gives depth

and richness to the sound.

Selecting the flanger/chorus type
(Flanger/Chorus Type)

Select the basic type of flanger/chorus effect from the fol-
lowing 8 selections.

. | ~ _ |

Ll LOC L

Chorus 1 Chorus 2 Chorus 3
NEXT MNEXT NEXT

. | I~ I r
Lo FLL

Chorus 4 Feedback Chorus Flanger
NEXT NEXT
El R
5o
Short Delay Short Delay (FB)
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D ]

Chorus 1-4: These are conventional chorus effects,
adding spaciousness and depth to the sound.

Feedback Chorus: This is a chorus with a flanger-like
effect, producing a softer sound.

Flanger: This produces an effect reminiscent of a jet air-
plane taking off and landing.

Short Delay: This is a delay with a short delay time.

Short Delay {FB): This is a delay with a short delay time
and many repeats.

1. Hold down [SHIFT] and press keyboard pad [7] to
access the Flanger/Chorus Type setting display.
The following display will appear.

7
CURRENT

NEXT
Lo — _ 1
’ L LI

2. Rotate the VALUE dial to select the type.
3. To leave the setting display, press [EXIT].
EXIT

When you change the Flanger/Chorus Type, parameters
other than Flanger/Chorus Part Level will be automatically
set to the optimal settings. When making flanger/chorus
settings, you should first select the Flanger/Chorus Type.
Then use the panel knobs to set Flanger/Chorus Rate and
Flanger/Chorus Level, etc., adjusting the sound to your
taste.

If desired, you can make more detailed settings as well
(p.34).

< To confirm the numerical sefting of a knob >

Normally, the value of the parameter setting is not displayed when
you use a panel knob to modify it. If you wish to confirm the
numerical value of a parameter as you edit, hold down [SHIFT]
and [FUNC] as vou rotate the knob.

Adjusting the modulation speed
(Flanger/Chorus Rate)

Set the modulation speed (frequency) of the effect over a
range of 0-127. Higher settings will produce faster modula-
tion.

1. Press [EFFECT] to make the button indicator light.
Now you can make FLANGER/CHORUS settings.

-

DELAY/

REVERB
Ry

FLANGER
ICHORUS

2. Make sure that the [FUNC] indicator is dark.

il

3. Rotate the TIME/RATE knob to adjust the
Flanger/Chorus Rate.

Rotating the knob to the right makes the modulation faster.
Rotating the knob to the left makes the modulation slower.

Y am\
aval = &l

TIME/RATE
By L

|

Adjusting the overall flanger/chorus sound
{Flanger/Chorus Level)

Set the overall amount of the effect over a range of 0-127.
Higher settings will increase the effect.

1. Press [EFFECT] to make the button indicator light.
Now you can make FLANGER/CHORUS settings.

-
DELAY/
REVERB

-
FLANGER
ICHORUS

2. Press [FUNC] to make the button indicator blink.
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3. Rotate the EFX LEVEL knob to adjust the
Flanger/Chorus Level.

Rotating the knob to the right increases the effect.

Rotating the knob to the left decreases the effect.

o)y

TIME/RATE

Adjusting the flanger/chorus sound for each
Part (Flanger/Chorus Part Level)

Set the amount of effect for each Part over a range of 0-127.
Higher settings will increase the effect. While you are in the
setting display, you can select the Part being edited either
by using the PART buttons, or by using SELECT | <>

< - SELECT- >

CURRENT NEXT
o [l Rhythm
- =
CURAENT WEXT
-
]
1
CTURRENT L NEXT
- T

1. Hold down [SHIFT] and press keyboard pad {8] to
access the Flanger/Chorus Part Level setting display.

The Part being adjusted will appear in the CURRENT dis-
play, and the current setting will appear in the NEXT dis-
play.

CURRENT NEXT

P—' /. m
! LI

2. Rotate the VALUE dial to set the value.

34

3. To leave the setting display, press [EXIT].
BT

* 1f the overall Flanger/Chorus Level is set at “0,” there
will be no effect even if you raise the Flanger/Chorus Part
Levels.

Making detailed settings

Normally you will make chorus/flanger settings by adjust-
ing the four parameters “Flanger/Chorus Type,”
“Flanger/Chorus Rate,” “Flanger/Chorus Level,” and
“Flanger/Chorus Part Level.” However, by adjusting the
following parameters, you can create an even greater vari-
ety of effect settings.

CHORUS Pre-LPF (Chorus pre- low pass filter)

A low pass filter is applied to the sound entering the chorus
to attenuate the high frequency range. Specify the amount
(0=7) of attenuation. Higher settings will produce more
attenuation, resulting in a softer chorus sound.

CHORUS FEEDBACK (Chorus feedback level)
Adjust the level (0-127) of the chorus sound that is returned
(fed back) to the input of the chorus. By using feedback, a
more dense chorus effect can be achieved. Higher settings
will raise the [eedback level.

CHORUS DELAY TIME
Adjust the delay time (0-127) used by the chorus effect.
Higher settings will produce an increasingly skewed pitch.

CHORUS DEPTH
Adjust the modulation depth (0-127) of the chorus sound.
Higher settings will produce deeper modulation.

CHORUS SEND LEVEL TO REVERB
Adjust the amount (0-127) of chorus sound that is sent to
the reverb. Higher settings will send a greater amount of

chorus sound to the reverb.
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1. Hold down [SHIFT] and press keyboard pad [7] to
access the Flanger/Chorus Type setting display.

2. Use SELECT [ «][ » ] to move through the parameter
displays. Repeatedly press a button to access the display for
the desired parameter.

< - SELECT - >

CURRENT NEXT

% Ll: _L:{,D »> Llj ] ,’ Flanger/chorus type
CURRENT NI
E F L Chorus pre-LPF
CUN’" N —
E = LL_"I » IR Chorus feedback
CURRENT NEXT
E ,:i [_—: » ,’ ll_/ Chorus delay time

CURRENT HEXT

{: DIIC' » Chorus depth

JARENT

CL NEXT
\ 4 /_ f—_‘“—-’ > ,’__,’ Chorus send level to reverb

My

3. Rotate the VALUE dial to set the parameter value.

/g

4. Tress [EXIT] to leave the setting display.
EXIT

Storing part settings in a pattern
(Pattern Setup Write)

The following parameters set for each Part together with the

standard tempo of the pattern are collectively referred to as
Setup Parameters. Setup parameters are stored in each pat-
tern as pattern setup data. When you select a pattern, the
setup data of that pattern is sent to each Part.
Setup parameter settings that you edit can be stored in user
patterns.

Tone bank/number for Parts 1-7 (p.21)

Rhythm set number assigned to the Rhythm Part (p.21)

Part parameters (p.21)

Delay/Reverb Part Levels (p.31)

Flanger/Chorus Part Levels (p.34)

Mute settings for each Part (p.16)

Rhythm Mute settings (p.16)

1. Select a pattern.

If you wish to modify the setup data of a preset pattern, you
must first copy that pattern to a user pattern (p.61), and
then select that user pattern. It is not possible to modify the
setup data of a variation pattern.

2. Select the Part that you wish to edit.
3. Edit the setup parameters.

4. If necessary, modify the standard tempo of the pattern
(p-13).

5. While holding down [SHIFT] and [FUNC], press key-
board pad [15] to access the Pattern Setup Write execute
display.

The display will ask for confirmation.

15
RET] wim ’
r
o

6. Press [ENTER], and the setup parameters for all Parts

will be written at once.
ENTER

To cancel, press [EXIT].
When the data has been written, the normal display will
reappear.

If you specify the Next pattern while a pattern is playing back, and
if the current Part of the specified pattern does not contain play-
back data, the setup data of that Part will not be transmitted even
when the specified Next pattern begins.
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Chapter 4. Play back phrases from the keyboard (RPS)

RPS (Realtime Phrase Sequence) is a function that lets you
play back the musical data for one Part within a pattern by
pressing a specific keyboard pad. Various phrases can be
played back by pressing different keys. Since you can use
RPS play back even while playing back a pattern, this func-
tion is a very effective tool for live performance.

For example, if a drum fill-in phrase from a phrase is regis-
tered with the RPS function, you can play that fill-in simply
by touching the keyboard pad, even if the phrase from
which the fill-in is taken is not currently being played back.

Using RPS to play back a phrase

On the MC-303, a collection of phrases assigned to the six-
teen keyboard pads is referred to as an "RPS Set.” The MC-
303 provides 30 RPS sets, and these can be switched even
during pattern playback.

(2102 ) et ven

RPS set (1-30) @
There are two types of phrases; those using Parts 1-7, and
those using the Rhythm Part. Up to eight phrases can be
played back simultaneously, even during pattern playback.
Phrases which use the Rhythm Part will be played back
using the Tone of the currently selected pattern’s Rhythm
Part.

* Tt is not possible to play back RPS phrases from a MIDI
keyboard.

1. Use SELECT [ 4 ][ » ] to make the RPS SET indicator
light.

The number of the currently selected RPS set will appear in
the NEXT display.

TIT, o
6 seuzcr% —

36

2. Press [RPS SET] to make the button indicator light.
PTN RPS

3. Rotate the VALUE dial to select an RPS set (1-30).
When the |RPS SET] indicator is lit, you can also use

OCTAVE [-][+] to select RPS set.

CUHRENT NEXT

B - I

4. Press a keyboard pad to play back a phrase. The phrase
will play back as long as you continue pressing the key-
board pad.

Registering phrases in an RPS
set

You are free to re-register the phrases registered in an RPS
set. It is convenient to collect your favorite or frequently-
used phrases in a single RPS set. As an example, here’s how
to register the Part 5 phrase of pattern A02 in an RPS set.
Before you begin, select the RPS set in which the phrase will
be registered.

1. Select pattern AO2 (p.14).

2. Use [PART MUTE] and the PART buttons to mute all
Parts except Part 5.

PART MUTE R

25 i
3] e CLP CYM TOMIPERC HIT OTHERS
VELGCTTY GATE Todt.

3. Make sure that the [RPS SET] indicator is lit.
PTN RPS
SET SET

4. Hold down [RPS SET], and press the keyboard pad for
which the phrase will be registered.

The phrase will be registered for the keyboard pad that you
press.

The following display shows the example of registering the
phrase of pattern A02 Part 5 in keyboard pad [5].
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CURRENT NEXT
wiais] | [Ers

P Iy ) rerc

= v
+4

SET

*

You can register phrases even during pattern playback.

*

Each keyboard pad registers not the musical data of the
phrase, but simply data telling which Part of which
phrase the musical data will be taken from. If a phrase
from a user pattern is registered for a keyboard pad and
you later modify the contents of the musical data of that
user pattern, the phrase will reflect those modifications
when it is played back by RPS. For example, if you erase
the musical data of a Part that contains a registered
phrase, there will be no sound when that phrase is played
back by RPS.

»

It is not possible to register two or more Part phrases for a
single keyboard pad. In such cases, the following message
will appear in the display.

CURRENT NEXT
C_
> n

* Bank E-I contains patterns split up for RPS use. Phrases
from these patterns can be conveniently registered as fill-
ins, etc.

* Phrases from a Variation Pattern (bank L~Q) cannot be
registered as an RPS.

< Nofes when using RPS >

* When a phrase that was registered as an RPS is played back, part
parameter settings such as Cutoff or Resonance are not applied.
If a phrase from a part which uses these parameters to create the
sound is registered as an RPS, the sound during RPS playback
may be different than the original phrase, depending on the
parameter settings. Also, if a Rhythm Part phrase is registered as
an RPS, Rhythm Mute settings will be ignored when that phrase
is played back.

The MC-303 can simultaneously playback up to 8§ phrases, but if
you attempt to simultaneously playback phrases which contain
large amounts of data, playback may lag or notes may be inter-
rupted. If this occurs, reduce the number of phrases that are
played back simultaneously.

By setting the Output Assign (p.28) of a Part to "EXT,"” the musi-
cal data of that Part can be used to play an external MIDI sound

*

*

source. However, the RPS function plays back phrases using the
internal sound source. This means that if a phrase from a Part
whose Qutput Assign is set to "EXT" is registered in an RPS Set,
this data will not play an external sound source.
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The MC-303's arpeggiator lets you automatically produce
arpeggios (broken chords) simply by holding down a chord.
For example, if you play a C major chord as shown in the
following keyboard diagram, an arpeggio of C3, E3, G3, E3,
C3, E3, G3, E3 ... would be produced.

- --

For settings of Arpeggio Style: 1/4, Octave Range:

Using the arpeggiator

1. Make sure that both the [PTN SET] and [RPS SET] indi-
cators are dark.
PTN RPS

SET SET
2. Use [PART SELECT] and the PART buttons to select the
Part on which you wanl to play an arpeggio.

3. Press [ARPEGGIO] to turn on the arpeggiator. When
this is on, the button indicator will light,
ARPEGGIO

ON

4. Press the keyboard pad, and the sound of that Part will
be played as an arpeggio.

If a MIDI keyboard is connected, the sound of the selected
part will be played as an arpeggio when you play the key-
board.

The tempo of the arpeggio will be synchronized to the play-
back tempo of the pattern. To change the speed of the
arpeggio, refer to “Changing the tempo” (p.15).

if a pedal switch (optional) is connected and the System set-
ting “Pedal Assign” (p.72) is set to “HOLD,” playing a
chord while pressing the pedal will cause the arpeggio to
continue even aftter you take your hand off the keys. To play
another chord, release the pedal, and then play the next
chord while pressing the pedal.
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Creating an arpeggio playback
pattern ,

There are a total of six items that you can set to control
arpeggiation, but the “Arpeggio Style” is the most impor-
tant. The playback pattern of the arpeggio is determined
mainly by this selection.
When you select an arpeggio style, optimal settings will
automatically be made for the four items “Accent Rate,”
“Motif,” “Beat Pattern,” and “Shuffle Rate.” When making
arpeggio settings, you should first select the Arpeggio Style.
Then use the panel knobs to adjust Accent Rate and Octave
Range, etc. to create the playback pattern.
If desired, you may make additional detailed settings (p.40}.
The modified arpeggio settings can be stored independently
for each pattern set. For details refer to “Storing arpeggio
settings in a pattern set” (p.18).
* The possible selections for “Motif” and “Beat Pattern”
will depend on the selected arpeggio style.

< To confirm the numerical sefting of a knob >

Normally, the value of the parameter setting is not displayed when
you use a panel knob to modify it. If you wish to confirm the
numerical value of a parameler as you edil, hold down [SHIFT]
and [FUNC] as you rotate the knob.

Selecting the arpeggio style
(Arpeggio Style)
This determines the basic style of the arpeggio. You can
select from the following 34 types.
1/4: Rhythm is divided in quarter-note intervals.
1/6: Rhythm is divided in quarter-note triplet intervals.
1/8: Rhythm is divided in eighth-note intervals.
1/12: Rhythm is divided in eighth-note triplet intervals.
1/16: Rhythm is divided in sixteenth-note intervals.
1/32: Rhythm is divided in thirty-second-note intervals.
PORTAMENTO: a style using a portamento effect
GLISSANDQO: Glissando style.
SEQUENCE A-C: Sequence pattern-like styles.
ECHO: Echo style.
SYN BASS, HEAVY SLAP, LIGHT SLAP, WALK BASS:
Styles suitable for playing bass parts.
RHYTHM GTR 1-5: Guitar cutting styles. Styles 2-5 are
etfective when 3—4 notes are held.
3FINGER: Guitar three-finger style.
STRUMMING GTR: A style simulating upward (down-
ward) chord strokes on a guitar. Effective when 5-6
notes are held.
PIANO BACKING, CLAVICHORD: Keyboard accompani-

ment styles.
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WALTZ, SWING WALTZ: Triple meter styles.

REGGAE: Reggae style. Effective when three notes are
held.

PERCUSSION: Style effective for percussive instruments.
HARP: Style characteristic of harp performance.
SHAMISEN: Style characteristic of shamisen perfor-
mance.

BOUND BALL: Style imitating a bouncing ball.

RANDOM: Notes will sound in random order.

LIMITLESS: The four parameters “Accent Rate,” “Motif,”
“Beat Pattern,” and “Shuffle Rate” will be permutated
without limit.

NEXT NEXT
[ _ 1 I_ IO [ 1
-l | ,5 =

112

Y | I
LLS
16 PORTAMENTO  GLISSANDO

NEXT

G-
ECHO

SEQUENCEA SEQUENCEB SEQUENCEC

NEXT NEXT NEXT NEXT
C g C T 1
CEl CIEE EEE
SYNBASS ~ HEAVYSLAP LIGHTSLAP  WALKBASS

NEXT NEXT NEXT

NEXT
Y| Faaas] Eiatel AW
I L. I UL luj I Ll

RHYTHM GTR1 RHYTHM GTR 2 RHYTHM GTR 3 RHYTHM GTR 4

NEXT WNEXT NEXT NEXT
RN RN ES [agEaEN N
- ﬁlu !!' — g

RHYTHMGTRS  3FINGER  STRUMMING GTR PIANO BACKING

NEXT NEXT NEXT NEXT
YN DWYNRSN] P
eyl Wmjuiny [EEagN

CLAVICHORD WALTZ SWING WALTZ REGGAE

NEXT NEXT NEXT NEXT
A [N !
FLI hll 1M El.

PERCUSSION HARP SHAMISEN BOUND BALL

NEXT NEXT
el T

RANDOM LIMITLESS

1. Hold down [SHIFT] and press keyboard pad [1] to
access the arpeggio setting display.
The following disp!ay will appear.

SH' % CURRE ’ NEXT L{

2. Rotate the VALUE dial to select the style.

3. To leave the setting display, press [EXIT].

While you continue pressing [ARPEGGIQ], the currently
selected style will be shown in the display. During this time
you can use the VALUE dial to change the style. This is a
convenient way to change the style during performance.

Adding expression to the arpeggio
(Accent Rate)

By modifying the force of the accents and the note lengths,
you can change the “groove” of the arpeggio. Adjust this
setting over the range 0-100.

1. Rotate the ACCENT RANGE knob to adjust the Accent
Rate.

Rotating the knob to the right will produce a more intense
groove.

Changing the pitch range of the
arpeggio (Octave Range)

This setting sets the pitch range of the arpeggio in octave
units (-3-+3).

1. Press [FUNC] to make the indicator blink.

39



Chapter 5. Using the arpeggiator

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

Rotating the knob to the right will cause the arpeggio to be
played upward from the area where you are holding the
chord:

Rotating the knob to the left will cause the arpeggio to be
played downward from the area where you are holding the

chord.

ACCENT RATE

CCTAYE HAGE

If you want the arpeggio to consist only of the notes you
hold, set this to 0.

Making detailed settings

Normally you will make arpeggio settings using the three
items “Arpeggio Style,” “Accent Rate,” and “Octave
Range.” However, by modifying the settings of the follow-
ing parameters, you can create arpeggio patterns with even

more variation.

1. Hold down [SHIFT] and press keyboard pad [1] to
access the Arpeggio Style setting display.

2. Use SELECT [ € ][ P ] to switch the parameter display.
Repeatedly press the buttons to select the setting display for
the desired parameter.

<ER =

CURAENT WEXT

CURRENT NEXT
pEE -
CURRENT NEXT
b E d > Beat pattem
C‘JHNT NT
v 5 ,L Imd ™ Shuffle rate

3. Rotate the VALUE dial to set the parameter value.

177\
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4. Press [EXIT] to leave the setting display.
EXIT

Sequence of the notes in the chord
(Motif)

This setting determines the sequence in which the notes of
the chord will sound.

* The values which can be set will depend on the currently
selected arpeggio style. For details on the possible values
for each style, refer to “ Arpeggio style list” (p.98).

1 (SINGLE UP): Notes will sound one at a time in
sequence from the lowest note pressed.

2 (SINGLE DOWN]): Notes will sound one at a time in
sequence from the highest note pressed.

3 {SINGLE UP&DNY): Notes will sound one at a time in
sequence from the lowest to the highest note pressed,
and then from the highest to the lowest.

4 {SINGLE RANDOM]J: Notes will sound one at a time in
random order. L

5 (DUAL UP): Notes will sound two at a time in sequence
from the lowest note pressed.

6 [DUAL DOWN): Notes will sound two at'a time in
sequence from the highest note pressed.

7 {(DUAL UP&DN): Notes will sound two at a time in
sequence from the lowest to the highest note pressed,
and then from the highest to the lowest.

8 (DUAL RANDOM}: Notes will sound two at a time in
random order.

2 {NOTE ORDER}): Notes will sound in the order that
they were pressed. By pressing notes in the appropriate
sequence, you can create melody lines. Up to 128 notes
are remembered.

10 {GLISSANDO}: Notes will sound at semitone inter-
vals, rising and descending between the lowest and
highest notes that were pressed. Press only the lowest
and the highest notes.

11 (CHORD}: All notes pressed will sound simultaneous-
ly.

12-16 (BASS+CHORD 1-5): The lowest note pressed will
sound, and the rest of the notes will sound as a chord.
17-24 (BASS+UP 1-8): The lowest note pressed will
sound, and the rest of the notes will be arpeggiated.
25-27 (BASS+RND 1-3): The lowest note pressed will
sound, and the rest of the notes will be sounded ran-
domly.

28-33 (TOP+UP 1-6}: The highest note pressed will
sound, and the rest of the notes will be arpeggiated.

34 (BASS+UP+TOP): The lowest and highest notes that
you press and the other notes will sound separately.
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Beat Pattern

This setting determines the beat pattern. This setting
changes the location of the accents and the length of the
notes to modify the beat (rhythm).

* The available values will depend on the currently selected
arpeggio style. For details on the values that can be select-
ed for each style, refer to “Arpeggio stvle list” (p.98).

1:1/4

2:1/6

3:1/8

4:1/12
5-7:1/161-3
8-10:1/321-3
11-21: PORTA 1-11
22-28: SEQ-A 1-7
29-32: SEQ-B 14
33, 34:SEQ-C 1,2
35-37: ECHO 1-3
38-53: MUTE 1-16
54~-61: STRUM 1-8
62, 63: REGGAE 1,2
64, 65:REF 1,2
66-69: PERC 1-4
70: WALKBS

71: HARP

72: BOUND

73: RANDOM

If PORTA 1-8 is selected as the beat pattern, the Part parameter
Portamento Time (p.23) will control the attack of the portamento.
Adjust the portamento time as appropriate for the playing tempo.
{There is no need to turn Portamento on.)

Backbeat timing (Shuffle Rate)

This setting creates shuftle thythms by modifying the tim-
ing of the notes. The range of settings is 50-90%. With a set-
ting of 50%, notes will be spaced equally. As the value is
increased, notes will become increasingly like dotted notes.

C\)RRENT

* With the beat pattern setting of 1 (1/4), there will be no
shuffle effect even if the Shuffle Rate value is increased.
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Chapter 6. Changing the groove of a pattern (Play Quantize)

Play Quantize is a function that applies certain rules to align
or move the timing of the pattern being played. This does
not affect the contents of the musical data; it changes only
the note timing of the pattern being played.

The MC-303 provides three types of quantization, which
you can use as appropriate for your situation. By applying
Play Quantize to a desired Part while playing back a pat-
tern, you can make fine timing adjustments in realtime as
you listen.

* Quantize affects only note messages (the timing at which
keys are pressed and released), and does not affect other
messages. This means that if the pattern contains mes-
sages which affect the sound in realtime, such as Pitch
Bend, quantizing will move the timing of the notes rela-
tive to the other data, causing playback to possibly
become incorrect. When you use quantize, be sure to use
patterns which do not contain messages that create real-
time changes in the sound.

< To confirm the numerical setting of a knob >

Normally, the value of the parameter setting is not displayed when
you use a panel knob to modify it. If you wish to confirm the
numerical value of a parameter as you edit, hold down [SHIFT}
and [FUNC] as you rotate the knob.

Selecting the Part for Play
Quantize

Play Quantize can be applied to the playback of any speci-
fied Part. Before applying Play Quantize, select the Part to
which it will apply.

1. Hold down [SHIFT] and press [QUANTIZE SELECT] to
make the button indicator blink.

PART SELECT

+

2. Press the PART button for the Part to which Play
Quantize will be applied, making the button indicator light.

PART

R 1 2
,
B ) CYM  TOMIPERC

\'ELOC!N@ GATE IME

You may select two or more Parts if desired.

OTHERS

HIT
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Correcting inaccuracies in

rhythm (Grid Quantize)

Grid Quantize is a type of quantization that moves the tim-

ing of notes in the pattern to the nearest specified interval of
timing. This is used to clean up inaccuracies in rhythm, so
that the pattern will be played back with precise timing.

. , . . . ; :
v 1 :
:th : :: dh ah ) 'h |
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* Grid Quantizing will make the playback timing accurate,
but this also means that “human” feeling may be lost,
producing a mechanical performance. If you want to pre-
serve the feeling of the original performance, set
Resolution to a small value, or reduce the Strength set-
ting.

Specifying the resolution

The timing interval to which notes are quantized is called
the Resolution. Notes will be moved to the nearest grid
interval of the note value you specify here. Set this to the
shortest note value that occurs in the pattern.

1. Hold down [SHIFT] and press keyboard pad [2] to
access the Grid Quantize setting display. The display will
show the Resolution setting

SHI CURRENT NEXT
- .... 1
@3 % -ESE

2. Use the VALUE dial to set the Resolution.

You can select from quarter note, quarter note triplet, eighth
note, eighth note triplet, sixteenth note, sixteenth note
triplet, and thirty-second note.

A resolution of one quarter note is indicated as 96.

Quarter notes:  Quarter note Eighth notes: Eighth note
96 triplets: 64 triplets: 32
NEXT NEXT

NEXT
3 EBE WG ERE

Sixteenth notes: Sixteenth note  Thirty-second
tnplets 16 notes 12

WG ENE EE

3. To leave the setting display, press {EXIT].
EXIT
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Applying grid quantize
1. Play back the pattern that you wish to quantize.
2. Press [QUANTIZE] to make the GRID indicator light.
20-erp
’ ] N
@ GROOVE
@ SHUFFLE

* If you press and hold [QUANTIZE] while the GRID indi-
cator is lit, the current resolution of Grid Quantize will
appear in the display. At this time you can rotate the
VALUE dial to modify the Grid Quantize resolution.

3. Grid quantize will be applied to the playback data
according to the resolution setting.

4. Rotate the TIMING knob to adjust the Strength
(0-100%). The following diagram shows the effect when
Resolution is set to an eighth note.

. )
AR

1
1
.
]
: 100% ]
\ 50% X
1 0% !

Strength refers to the degree to which note timing will be
corrected toward the interval specified by the Resolution
setting. Rotating the knob toward the right will cause the
timing to be corrected more closely to the specified interval.
With a setting of “0%" the timing will not be corrected at

all.

Adding swing to the rhythm
(Shuffle Quantize)

When Shuffle Quantize is applied, the backbeat timing of

the pattern will be shifted, creating a “bouncing” feel of
shuffle or swing.

505

‘

=) -

.

Specify the resolution

Set the Resolution to determine the interval of the grid
which will be used to adjust the timing. Set this to the short-
est note value that occurs in the pattern.

1. Hold down [SHIFT] and press keyboard pad [4] to
access the Shuffle Quantize setting display.
The NEXT display will show the Resolution setting.

4
CURRBENT NEXT

= .
> s

2. Rotate the VALUE dial to set the Resolution.
You can select either eighth note triplets or sixteenth note
triplets.

Eighth note Sixteenth note
triplets triplets
NEXT NEXT

|

- -
L1

3. To leave the setting display, press [EXIT].
EXIT
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Applying shuffle quantize

1. DPlay back the pattern to which you want to apply quan-
tization.
2. Press [QUANTIZE] to make the SHUFFLE indicator
light.

@ cAD

@ GROOVE

A

-I(?:SHUFFLE

* 1If you press and hold [QUANTIZE] while the SHUFFLE
indicator is lit, the current resolution of Shuffle Quantize
will appear in the display. At this time you can rotate the
VALUE dial to modify the Shuffle Quantize resolution.

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

4. Rotate the TIMING knob to adjust the Shuffle Rate

(0-100%).
i

I

0% 50% 100%
TIMING
downbeat upbeat

Shuffle Rate is the degree to which the backbeat “bounces.”
The setting determines the distance from the downbeat at
which the backbeat will occur. When the knob is in the cen-
ter position, the setting will be 50%, and the upbeats will
fall exactly half-way between the surrounding downbeats.
As the knob is rotated toward the right, the upbeats will fall
at a later timing. With a setting of 100%, the upbeats will fall
at the same timing as the following downbeat.

As the knob is rotated toward the left, the upbeats will fall
at an earlier timing. With a setting of 0%, the upbeats will
fall at the same timing as the preceding downbeat.
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Adding feel to the rhythm
(Groove Quantize)

The MC-303 contains 71 templates containing data for vari-
ous rhythmic timings and velocities (note dynamics).
Groove Quantize lets you select a desired template and use
its rhythmic timings and velocities to apply quantization.
Simply by changing the template, you can apply a variety of
different feelings to a pattern.

'

phad ey By

* These templates are for use with 4/4 time signatures.
They will not produce the desired results when used with
other time signatures.

Selecting a template

1. Hold down [SHIFT] and press keyboard pad [3] to
access the Groove Quantize setting display. The NEXT dis-

play will show the template setting.

3
CURRENT NEXT

+ N FiE -

CH

2. Rotate the VALUE dial to specify the template number
(1-71) that you wish to use.

For the effect of each template, refer to “Groove quantize

template list” (p.99).

3. To exit the setting display, press [EXIT].
EXIT
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Applying groove quantize

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

2. Press [QUANTIZE] to make the GROOVE indicator
light.

@ cRD

-:('):-Gnoovs

‘ SHUFFLE

* If you press and hold [QUANTIZE] while the GROOVE
indicator is lit, the current template number for Groove
Quantize will appear in the display. At this time you can
rotate the VALUE dial to change the template.

3. Groove quantize will be applied according to the set-
tings of the selected template.

4. Rotate the TIMING knob to adjust the Strength
(0-100%).

BB

100% '
¥
TIMING ! 50% !
! 1
' 0% :
7 /

\ //

Templete timing

Strength refers to the degree to which playback timing will
be moved toward the template timing. As the knob is rotat-
ed to the right, the timing will be moved more closely
toward the template timing. With a setting of 0%, the timing
will not be changed at all.

5. Press [FUNC] to make the indicator blink, and rotate
the VELOCITY knob to adjust the Velocity Strength

(0-100%).
¥
=

FUNC
TIMING

Velocity Strength refers to the degree to which the note
velocities of the pattern ‘will be adjusted toward the tem-
plate velocities. As the knob is rotated to the right, the
velocities will be adjusted more closely toward the template
velocities. With a setting of 0%, the velocities will not be
changed at all.
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The MC-303 lets you create your own original pattern by
recording your playing in a User Pattern.

Broadly speaking, there are two ways to record; realtime
recording lets you record your playing and operation just as
you perform, and step recording lets you input notes one by
one.

Recording your playing as you
perform (Realtime Recording)

Realtime recording is a method in which your playing on a
keyboard or the keyboard pads and your controller opera-
tions are recorded just as they occur. The MC-303 uses twe
types of realtime recording, and different types of data are
recorded using different methods.

Loop Mix recording

Recording will take place repeatedly from the beginning 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.

>

j? D 12 ) First recording pass

v J" } J } > Second recording pass

3 } 3 D ) Third recording pass

Loop Replace recording

Recording will take place repeatedly from the beginning 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 new recording. Controller operations, etc. are record-
ed using this method.

>

/\J\/\f\«/\/9 First recording pass
AN W\/9 Second recording pass
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Recording procedure
Before you begin, select the user pattern into which the data
will be recorded.

1. Press [REC].
The recording standby display will appear, and the [REC]
indicator will blink.

REC

2. Before you start recording, set the recording parame-
ters.

There are four recording parameters; Beat, Pattern Length,
Count In and Loop Rest. Use SELECT [ € ][ P ] to move
between these four parameters. Rotate the VALUE dial to
set each parameter.

Beat
Select the time signature of the pattern to be newly record-
ed:2/4,3/4, or4/4.

Pattern Length
Specify the length of the pattern to be newly recorded: 1-32
measures.

Count-in

Select the way in which recording will begin.
0: Recording will begin at the moment you press
[PLAY].
1, 2: When you press [PLAY], playback will begin 1
measure (or 2 measures) earlier, and recording will
begin when the start location is reached.
Wait Note: Recording will begin when you either play
the keyboard or press the Hold pedal.

Loop Rest

Turn this on when you wish to record smoothly over pat-
tern boundaries. For details on use, refer to "Smoothly
recording between Patterns” (p.49).

CURRENT MNEXT NEXT HEXT
)| BE -
-
Count-in
UNRENT NEXT oy NEXT NEXT sy NEXT
- ]
0 1 2 Wait Note
Loop rest
CLIRRENT NEXT NEXT
v -
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The defaull values of these parameters are a Beat of 4/4, a
Pattern Length of 4 measures, a Count In of 2 and a Loop
Rest of off. When you newly record a pattern without set-
ting the recording parameters, these default values will be
used. When you record onto a user pattern that has already
been recorded, the settings from the previous recording will
be used. It is not possible to modify the Beat of an already-
recorded uscr pattern. It is possible to increase the Pattern
Length afterwards, but not to decrease it. If you wish to
change these settings, you must use the Pattern Edit func-
tion Delete Measure (p.63) to first delete measures from all
Parts.

< About the metronome >

The metronome will normally be turned on/off in accordance with
the System setting described in “Specifying how the metronome
will sound (Metronome)” (p.73). If the metronome has been set to
not sound during recording, you can temporarily turn it on by
holding down [FUNC] and pressing [SCALE/MEASURE]. If the
metronome has been set to sound during recording, vou can tem-
porarily turn it off by holding down [FUNC] and pressing
{SCALE/MEASURE]. To return to the original setting, once again
hold down [FUNC] and press [SCALE/MEASURE]

SCALE/
MEASURE

< About tempo >

The tempo of a pattern is stored when you perform the Pattern
Setup Write operation. Since the tempo for recording is not stored
in the pattern, it is best to set a comfortable recording tempo before
you start recording. Once you start recording, you can slow the
tempo down if you decide thal it is too fast. Press SELECT | 4]
[ » ] to make the TEMPO indicator light, and use the VALUE dial
to adjust the tempo. Even if you change the tempo during record-
ing, the change will not be recorded.

< Quantize during recording >
If you wish to apply quantization while you record, press [QUAN-
T1ZE] while in Recording Standby mode to select Quantize.

* During recording, quantization will be applied to the Part speci-
fied for recording. It is not possible to specify two or more Parts,
as it is for Play Quantize.

In rehearsal mode, you can turn quantization on/off and modify

*

the settings. This means that you won't have to interrupt your
recording to modify these settings.

* During recording, the notes will sound just as you play them,
and the quantized result can be heard after you finish recording.

3. Press a PART button to select the Part you wish to
record (the Recording Part).
The indicator of the PART button you pressed will light.

4 5

a b |
CYM TOMIPERC HIT OTHERS
GATE TME

4. When you have completed preparations for recording,
begin recording in one of the following ways.

a: When the Count-in setting is 0, 1 or 2

Press [PLAY], and recording will begin after a count-in. If

the metronome has been set to sound, it will sound.
Recording begins

PLAY J3J~

J
>0 > L

Count-in: 2 (4/4 time)

Metronome

b: When the Count-in setting is Wait Note

When you play your MIDI keyboard, press the keyboard
pads, or press the hold pedal, recording will begin at that
instant.

u'mu'l@lm

* If you wish to start recording by pressing a keyboard pad,
make sure that the [PTN SET} and [RPS SET] indicators
are dark.

Recording begins

When recording begins, the [REC] indicator will light. The
CURRENT display will show the number of measures in
the entire pattern, and the NEXT display will show the mea-

sure that is currently being recorded.
CURRENT NEXT

/] —
B - IEE]

During recording, you may repeatedly record from the
beginning to the end of the pattern. Once your playing
(Note messages) on a MIDI keyboard or the keyboard pads
is recorded, it will remain without being erased, even when
you return to the beginning of the pattern. This allows you
to continue “layering” your performance.

5. When vou finish recording, press [STOP].
STOP
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Changing the Recording Part during
recording

During recording you are free to change the Recording Part.
By changing the recording part in the order of drums, bass,
chords, and melody, etc., you can continue recording with-
out interruption.

When you change the recording part, you will switch from
recording status to rehearsal status. Since your playing on a
MIDI keyboard or the keyboard pads will not be recorded,
you can first practice the next part while listening to the
already-recorded parts, and then record the next part when
you are ready.

1. During recording, press [REC].
The button indicator will blink, and you will enter rehearsal
status. The CURRENT display will show as follows.

CURRENT NEXT

_ LI
ik - e

REC

2. To change the Recording Part, press the PART button
for the Part that you wish to record.

3. TPress [REC] once again and you will exit rehearsal sta-
tus and return to recording status.

Recording arpeggios
1. Make preparations for recording (p.46).

2. Before recording, make settings for the desired arpeg-
gio (p.38).
Press [ARPEGGIO] to turn on the arpeggiator.

3. When you have finished making preparations for
recording, begin recording in one of the following two
ways.

a: When the Count-in setting is 0, 1 or 2
Press [PLAY], and recording will begin after a count-in.
Play a chord at the moment that recording starts.
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. ) Recording begins
PLAY Count-in: 2 (4/4 time)
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b: When the Count-in setting is Wait Note

When you play a chord on your MIDI keyboard or the key-
board pads, arpeggiation and recording will begin at that
instant.

Recording begins

IHIHIJ@IIH“IHI => ] 5 mﬂ,m

* If you wish to start recording by pressing a keyboard pad,
make sure that the [PTN SET] and [RPS SET] indicators
are dark.

When recording begins, the {REC] indicator will light.

4. When you finish recording, press [STOP].

Recording knob movements (Modify
data)

1. Make preparations for recording (p.46).

2. When you have finished making preparations for
recording, begin recording in one of the following two ways.

a: When the Count-in setting is 0, 1 or 2

Press [PLAY], and recording will begin after a count-in. If

you move a knob during recording, the knob movements

will be recorded from the moment that you moved it.
Recording begins

l '8\/\/\/1#\

[,

PLAY Count-in: 2 (4/4 time)

&) |

b: When the Count-in setting is Wait Note
When you play your MIDI keyboard or the keyboard pads,
or press the Hold pedal, recording will begin at that instant.
If you move a knob during recording, knob movements will
be recorded from the moment that you moved it.

Recording begins

u'uuu@umum %@m
>l
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Chapter 7. Recording a pattern

* 1f you wish to start recording by pressing a keyboard pad,
make sure that the [PTN SET] and [RPS SET] indicators
are dark.

When recording begins, the [REC] indicator will light.
During recording, you are free to record repeatedly from
the beginning to the end of the pattern. Unlike note mes-
sages, modify data from the same knob is re-written (over-
written) for each recording pass. Modify data from different
knobs is layered on successive recording passes.

I:] @ Cutoff frequency

!@D B Cutot equency

NS
m ‘(8' Resonance

3. When you finish recording, press [STOP].

Smoothly recording between Patterns

When recording knob movements or arpeggios, it some-
times happens that unwanted data is recorded at Pattern
boundaries when you attempt to record all the way from
the beginning to the end of a Pattern. For example, if you
record over the boundary of a Pattern, the following data
might be recorded.

boundary

In such cases, you can turn on the Loop Rest function when
you set the recording parameters.

When Loop Rest is on, a one blank measure will be tem-
porarily inserted at the pattern boundary. Since data will
not be recorded in the blank measure, you can smoothly
record over the pattern boundary. If the metronome has
been set to sound, it will sound during the blank measure.

Blank measure
(1 measure)

Blank Blank
measure

measure boundary

Loop Rest can be switched on/off using the procedure of
p-46, but it can also be switched on/off using the following
procedure. However it can be switched on/off only while
setting the recording parameters. It cannot be switched
on/off during recording.

1. Hold down [SHIFT] and press [LOOP REST] to turn
Loop Rest on.
During recording, the CURRENT display will show a dot as

follows.
TAP
CURRENT NEXT
I I
1 1.7

2. To turn Loop Rest off, once again hold down [SHIFT]
and press [LOOP REST].

Erasing unwanted data during
recording (Realtime Erase)

Realtime Erase is a function that lets you erase only the
unwanted data by specifying a certain key or range. This is
especially useful when you wish to erase a specific rhythm
instrument while recording the Rhythm Part.

1. Hold down [SHIFT] and press [ERASE].
The CURRENT display will appear as follows, and you will
enter Realtime Erase mode.

SHIFT, Tgéggs i CURRENT NEXT

@]*‘H’ =
@

2. Erase the unwanted data.

To erase all data of the recording part, press [REC]. Data
will be erased from the area that plays while you continue
pressing [REC]. To erase just a specific note, press that note
or keyboard pad. That note will be erased from the data
while you continue pressing the note.

To erase a certain range of notes, press the highest and low-
est notes in that range. The notes will be erased from the
data while you continue pressing the notes.

To erase only knob movements (Modify data), press [TAP].
Modify data will be erased while you continue pressing
[TAP].
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3. When you finish erasing unwanted data, once again
hold down {SHIFT] and ‘press [ERASE], or press [EXIT] to
return to normal recording.
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Recording notes one at a time from

the keyboard (Step Recording)

Step recording is a method of recording in which notes are
entered individually in sequence. This is a convenient way
to input when the notes must be at precise timings, such as
when recording rhythm instruments or bass. Note messages
are the only type of data that can be recording using step

recording.
Depending on the Part that you are recording, there are two
methods of step recording.

Step recording 1
This is the method used for Parts 1-7. Input notes in
sequence as you advance the input location of the notes.

‘H —-Pj -’REST—P.R ~ REST~P REST"'B —PTlE—bﬁ
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Step recording 2

This is the method used for the Rhythm Part, and is suitable
for recording drums. Select a rhythm instrument that you
want to input, and input notes for that rhythm instrument.

NAXIIDBIIINIHHH
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In addition to the above two methods of recording, there is
also a Microscope that allows you to edit the notes that you
have input. During recording, you can freely move between
the Step Input display and the Microscope display.

Recording procedure

1. Press [REC].
You will enter the Recording Standby display, and the
[REC] indicator will blink.

REC

2. Before you begin recording, make settings for the
recording parameters (p.46).



The Count-in and Loop Rest settings are not used for Step

Recording,

3. Select the Part that vou wish to record (the Recording,
Part) by pressing the PART button for that Part.

I'he indicator of the button vou pressed will light.

4. Press [REC] once again.

You will enter the Microscope display, and the STED REC
indicator will light.

The display will show the input location. The CURRENT

display will show the measure and beat, and the NEXT dis-

play will show the clock.

REC

N
- STEP REC

CIERENT PEXT
M
>
Measure Beat Clock

Clocks are a unit used to indicate the location of a note. One
clock is 1/96th of a quarter note.

If vou have selected Part 1-7 as the Recording Part, refer to
Step Recording 1. I vou have selected the Rhythm Part,

refer to Step Recording 2 (p.53).

Recording notes one by one (Step
Recording 1)

5. Press [PLAY] to begin recording,.
The [PLAY] and [REC] indicators will light.

The displav will indicate the tnput location, in the same

way as the Microscope display.
PLAY

6. Before you input notes, select the Step Time, Gate Time
Ratio, and Velocity.

Step Time
Select the length of the note that vou wish to input (the
length from Note-on to next Note-on). Step Time equivalent
to one quarter note is a value of 96. You can select one of the
following four.

tath note triplet (step time = 16)

Sth note triplet (step time = 32)

22nd note (step time = 12)

T6th note (skep time = 24)

Chapter 7. Recording o pattern

Press [SCALE MEASURE] to select the step time. The note
value svmbol located at the right of [SCALE/MEASURE]
for which the indicator is lit shows the current step time.
The step time will change each time you press the button, so
make the indicator light for the desired note value.

SCALE/ ==
MEASURE Pl
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==
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Velocity

This is the force with which a note is plaved. Higher values
correspond to a more strongly-played note. Ditferent veloci-
ty vatues are assigned to the PART buttons R-3. Press one

of these buttons to select the velocity value that you wish to

input. The indicator of the button vou press will light,
R

Gate time ratio

This is the time from Note-on to Note-off (gate time)
expressed as a ratio of the step time. Normally vou will set
this to about 80%. To input a staccato note use 530%. To
input a tenuto note use 100%. Different gale time ratios are
assigned to the PART bultons 4-7.

Press one of these buttons to select the gate time ratio that
vou wish toinput.

The indicator of the button vou press will light.
4 5 =3 7
CEEE

25% 50% 80% 100%

7. Press a note on vour MIDE kevboard or on the keyboard

bad to input a note.
3 }

CURRENT HEXT
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When vou release the note, it will be input, and vou will be
able to input the next note.

Each time a note is input, the input location will advance by
the length of the step time. The indicators above the key-

board pads will display the currently selected step time.

8. Repeat steps 6-7 to input notes.
Step Time, Gate Time Ratio, and Velocity will maintain the

settings of the previously-input note. I these selltings are
what vou want for the next note, there is no need to change
them.

In Step Recording 1, notes will always overwrite (replace)
notes entered on a previous pass. If you input into an area
that has already been recorded, all notes at and following

the recording start location will be erased.

9. When you finish inputting notes, press [STOP].
STOP

< Step Time and Gate Time >

In general, Step Time indicates the tength between one note to the
next, and Gate Time indicates the length that a note is actually
sounding (the length between when vou press and reléase the key)
For example, if vou inpul a sixteenth note (step time = 24) with a
gate time ratio of 80%, the actual gate time will be 19.

T

lep time = 24

A
—t —

Press key

t
as

Release key

< Changing the Velocity / Gate Time Ratio of the PART buttons >

The velocity and gate time ratio settings assigned to cach PART
button are the factory settings, but vou are free to change these.
Hold down the PART button, and the assigned value will appear in
the display. If vou wish to modify this value, continue holding
down the button and rotate the VALUE dial,

CURRENT NEXT /'\
-
Velocity
4 SunbEn NEXT /\
-
Gate Time Ratio

Inputting different types of notes

Inputting a chord

After pressing all the notes in the chord, release them all at
the same time. Since the chord will not be input as long as
even one note remains pressed, vou can correct any mis-

takes in the chord.

Inputting a rest
Select a step time of the same length as the desired rest, and
press [FWD}

SCALE/ o
MEASURE @

o
¢}
g

Inputting a tie
After inputting the first note that will be connected by the
tie, press [BWD]. This method also lets vou enter notes

fonger than a sixteenth note, or dotted notes.

Example 1: To input a quarter note, input an eighth note
triplet, and press [BWD] twice without changing the step
time. {Alternatively, input a sixteenth note and press [BWD]

three times without changing the step time.)

+
h
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Chapter 7. Recording a pattern

Example 2: To input a dotted cighth note, input a sisxteenth
note, and press [BWD] twice without changing the step

time.

BYWDiTiE

LN

If you input a wrong note
Hold down [SHIFT] and press {BWD)] to delete the previ-
ously-entered note. At this time the deleted note will sound

for your confirmation,

BWOmE

Recording individual rhythm instru-
ments (Step Recording 2)

When recording Parts 1-7, you use the keyboard pads or a
MIDI kevboard to specify the notes to be entered. However,
in the case of the Rhythm Tart, the note that vou press
determines the type of rhythm instrument, and it is not nec-
essary to specify the pitch of the notes. Instead, it is impor-
tant to accurately input the timing at which each rhythim
instrument is to sound. Thus in this method of recording,
the keyboard pads function as buttons to indicate the loca-
tion at which the note messages will be entered.

You can play back the result of recording while you contin-
ue to record, and immediately delete any wrong input.

*In Step Recording 2, it is not possible to input note mes-

sages from a MIDI keyboard.

5. Press [PLAY] to begin recording.

The [PLAY] and [REC] indicators will light, and the record-
ed data will play back,

The CURRENT display will show the measure of the cur-
rent recording input area, and the NEXT display will show
the playback location. In the following display, the current
recording input area is the first measure, and beat 2 of the
first measure is plaving back.

PLAY CURRENT NEXT

3

6. DBelore vou inpul notes, select the scale, the rhythm

instrument to be input, and the velocity,

Scale
Select the unit of note to be input. The recording input arca
will be determined by the scale you select. You can select
one of the following four.
16th note triplet: Kevboard pads 1~12 will be a recording
input area ot 2 beats, allowing vou to input sixteenth
note triplets.
8th note triplet: Kevboard pads 1-12 will be a recording
input area of 1 measure, allowing vou to input eighth
note triplets.
32nd note: Kevboard pads 1-16 will be a recording input
area of 2 beats, allowing vou to input thirtv-second
notes.
16th note: Kevhoard pads 1-16 will be a recording input

area of 1 measure, allowing you to input sixteenth notes.

J /
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Press [SCALE/MEASURE] to select the scale. The indica-
tors for the note value symbols printed at the right of
[SCALE/MEASURE] will indicate the current scale. The

scale will change each time you press the button. Make the

indicator light for the desired note value.

Selecting the rhythm instrument to input

Hold down [SHITT] and press the kevboard pad for the
rhythm instrument that you wish to input. As long as you
hold down [SHIFT]. the various rhyvthm instruments will be
assigned to the keyboard pads just as cluring plav. Press the
kevboard pad to select the thythm instrument that vou wish
to input. After sounding the rhyvthm instrument that you
wish to input, release [SHIFT] and the last-sounded rhythm
instrument will be selected.

e

Velocity
Specity the force with which the note will be plaved. Higher

settings will produce a more strongly plaved note. Different
velocity values are assigned to the PART buttons R-3. Press
one of these buttons to select the velodity value that vou wish

to input. The indicator of the button vou press will light,
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e 127

* The velocity values assigned to the bultons are lactory

settings, and vou are free to modify these (p.52).

7. Press the keyboard pad for the location which vou wish
Lo inpul a note message.

You may start at any location. The indicators of the kev-
board pads vou press will light.

For example, with a pattern length of 1T measure, Leatol 474
tpAol, and scale of Toth notes, vou might input notes as fol-

fows,

-

/mx.“
.

o delete your input press the same keyboard pad once
again to make the indicator go dark.

During recording, the pattern will repeatedly be played
back, atlowing vou to check vour input on the next play-
back. The notes vou input will be lavered imixedy with the

previousty-recorded notes.

8. While listening to the repeated playback, repeat steps
6-7 to mpul notes.

The scale setting, rhythm instrument sclection, and velocity
value will be maintained from the previoustv-input note. 1
vou wish to use these settings for the next note, there is no
need to change them.

The recording input area can be moved using [FWD] and
[BWDJ.

Pressing [FWD] will move the recording input arca 1 mea-
sure {or 2 beats) forward. Pressing [BWD] will move the
recording input area 1 measure (or 2 beats) backward.

For example, with a pattern leagth of 2 measures, beat ot

44 and scale of 32nd note, the recording Input area will
move as follows, When the recording input avea is located

in beats 3 or 4, a bar (-) will appear beside the measure

number i the CURRENT displayv,
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Recording input area

Q. When vou finish inputting notes, press [STOP].

STOP

inputting various types of notes
By changing the scale during recording, vou can input
rhythms consisting of complex combinations of notes.
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Vfer realtime recording the Rhvthm Parl, vou can use Step

wil

the currently-selected scale will be displaved.

Recording 2 to check the previeusiv-input notes on the panel
However, al this time, only the notes which fall on grid tocations of

Alsa, it you change the scale during recording, rotes which were
previousty visible may no longer be displayved

For example, if vou have input some 32nd notes and then change
the seale to foth notes, ane notes which were input in hevboard

pad fovations 204, 008, 10, 12, 1 or G waill no fonger be displayed.

Individually editing notes that were
input (Micro edit)

At any time during recording, you can press [REC] to enter
the dMicroscope displav. The microscope lets vou move the

focation of a previoushve-input note or make detailed

changes o it or to delete or insert notes,
JRS—
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R S

Y. During recording, press [REC] to select the Microscope
displav.

The display will show the current input position (measure,
beat, clock). This is referred to as the Pasition.

PLAY CAURRENMT WEXT

Displaying a previously-input note
As vou rotate the VALUE dial, the position will move to the
previously-input notes. The display will indicate the loca-
tion, and the kevboard pad indicators will light to show the
notes that exist at that location.
I the display shows a lecation where notes have been
input but the keyvboard pads indicators are not it it is
possible that the notes which were input are not in the
range of the keyboard pad. If so, try pressing OCTAVE [-
Il+1.
Rotating the VALUE dial to the right will display the notes
in the direction in which the pattern plavs back.
Rotating the VALUE dial to the left will display the notes in
the opposite direction to that in which the pattern plays
back.
Instead of using the VALUE dial, vou can also use [FWD} or
[BWD] to step through the notes.
By holding down [SHIFTT as vou rotate the VALUT dial,

vou can move the position i increments of one step.

96 clocks = |
L4

A—@— A

Current position

Qo
NG

Nex! position Next position

(measure 1, beal 1, (measure 1. heat 1, (measure 1, beat 2,
clock 24)

clock 85) clock 30)

BE - El

G Ga

In this condition, vou can press the PART button of another
Part to select it as the recording part. If vou select the
Rivwthm Part, you can also select rhvthm instruments in this

condition (p."*).

s

2. 7o return again to recording, press [REC]. In the case of

Step Recording 1, recording sill begin again trom the posi-

tion to which you newly moved.
REC

Modifying parameter values of a previously-
input nofe

1. Rotate the VALUE dial to move the position to the loca-
tion of the note vou wish to modify. The kevboard pad indi-
cators will light to indicate the notes which are recorded at

that position.

2. Dress the kevboard pad (whose indicator is Ht) of the
note that vou wish to modify, and the velocity and gate
time of that note will appear in the display.

While continuing to hold down the kevboard pad whose
indicator is lit, use SELECT [ < ][ P ] to switch the parame-
ter that is shown in the display.

< -

Velocity

) - W

Gate time

CURERT Lo
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T
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3. Select the parameter that you wish to adjust, and while
holding down the kevboard pad of the note vou wish to

modity, rotate the VALUE dial to adjust the value.
Deleting a previously-input note

1. Rotate the VALUE dial to move the position to the loca-
tion of the note vou wish to delete. The kevboard pad indi-
cators will light to indicate the notes which are recorded at

thal position.

2. Hold down [SHIFT] and [FUNC], and press the key-
board pad (whose indicator is 1t of the note that you wish
to delete

The note will be deleted, and the kevboard pad indicator
will go dark.

Inserting a note

1. Hold down [SHIFT] and rotate the VALUE dial to
move the position to the location where vou wish to insert a

note.

é;(}“

2. Hold down [SHIFT] and [FUNC], and press the key-

board pad that corresponds (o the note vou wish to enter. If

+ N - B

vou wish to insert a chord, press two or more keyboard
pads
The note will be inserted, and the indicators of the kevboard

pades vou pressed will light

e inserted note will have a velocity value of 100 and a
gate time valtue of 24 1f vou wish to modity these parame-
ters, use the procedure explained in “Maodifving parameter

values of a previously-input note” (p.55).

Creating a slide effect

In the Microscope, you can insert Portamento On/Off mes-
sages at any desired location to create a slide effect. Slide
effects are produced on stringed instruments such as guitar
and bass by picking a note and then moving the fretting fin-
per to smoothly change the pitch. This will smoothly con-

nect hwo notes.

InppBpBL

/U:

1. Hold down [SHIFT] and rotate the VALUE dial to
move the position o the location where vou wish to insert

the Portamento On message.

wE /g
+

2. ress [PORTAMENTOL to insert a Portamento On o mes-

sage.

The [SCALE/MEASURE] indicator will light as follows,

indicating that a Portamento On message has been inserted

at this location.

SCALE/ s
EASURE
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3. Hold down [SHIFT] and rotate the VALUE dial to
move the position to the ocation where vou wish to insert
the Portamento Off message.

4. Hold down [SHIFT] and press [FPORTAMENTO] to
insert a Portamento Off message.

The [SCALE/MTASURE] indicator will hight as follows,
indicating that a Partamento Off message has been inserted
at this location.

SCALE/
MEASURE

N
poN
®
@

© To create a slide eftect, insert the Portamento On message
between the two notes that vou wish to smoothly connect.
Set the gate time of the first note to be the same as the
step time until the next note {p.51). Alse, whenever vou
are creating a slide effect, be sure to set the Portamento
Time to greater than 1 (p.23). With a setting of 0 there will
be no slide effect. Although it depends on the musical
data, a setling of 1= is usually appropriate. In addition,
the slide will be even more effective if the velocity of the
note being connected is stronger than that of the other

note.
Velacity = 127

Velocily = 100

Portamento On Portamento Off
¥ V

/ /

|
<
I

‘ ’{ Portamento Time = 1-4
Gate Time = Step Time = 48

5. To delete Portamento On/Off messages, rotate the
VALUE dial to move the position to the location where the
Partamento On/Off message exists, and press [PORTA-
MENTO].

The [SCALE/MEASURE] indicator will go dark, indicating

that the Portamento On/Off message has heen deleted.
&

Inserting a Hold message
Using the microscope, vou can insert Hold Pedal On/Oft

messages at anv desired location.

1. Hold down [SHIFT} and rotate the VALUE dial to
move the position to the location where vou wish to insert a

Hold On message.

2. Dress [TAP] to insert a Hold On message.
The [SCALE/MEASURE] indicator will light as follows,
indicating that a Hold On message has been inserted at this

location.
SCALE/
MEASURE @
®
(S92
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3. Hold down [SHIFT] and rotate the VALUE dial to
move the position to the location where you wish to insert
the Hold Off message.

4. Hold down [SHIFT] and press [TAP] to insert a Hold
Off message.

The [SCALE/MEASURE] indicator will light as follows,
indicating that a Hold Off message has been inserted at this

tocation.
SCALE/
MEASURE
@
]
L
yes

5. To delete a Hold On/Off message, rotate the VALUE
dial to move the position to the location of the Hold On/Off
message, and press [TAP].

The [SCALE/MEASURE] indicator will go dark, indicating
that the Hold On /Off message has been deleted.

If a Pattern Edit operation (Part Copy, Erase, Delete
Measure, etc.) has been used to inadvertently delete just a
Hold Off message, notes may “stick” and continue sound-
ing. In such cases, insert a Hold Off message at the location

where yvou want that Part to stop sounding.
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Creating a pattern

This section explains the procedure for recording the pat-
tern given in the tollowing musical example, Working
through this example to actually record a pattern 15 the best
way o learn the procedure. Detailed explanations of each
step are omitted so that it will easier for you to grasp the

overall fow. For details, vefer to the reference pages given.

Malody
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| Bass drum @ Snare drum i Closed hi-hat i Open hi-hat

When recording a pattern, it is usually best to follow the
order of drums — bass — accompaniment — melody. If vou
record the instruments in this order, your timing will be
maore precise, since vou will be able to record the accompa-
niment and melody while listening to the drums and bass.
In this example, let’s record each Part in the following
order.

Drums (step recording 2)

Bass {step recording 1)

Arpeggio (realtime recording using the Arpeggio func-

tion)

Pad (realtime recording)

Melodv (realtime recording)

Recording drums and bass using step
recording

First, let's record the drunmy performance onto the Rhythm
Part, using step recording 2.

Before vou begin, select a User Pattern that does not contain

anv musical data.

1. Use [PART SELECT] and PART [R] to select the
Rhvtiim Part, and then select the Rhwthin Set that vou wish
to use (o plav the drums: For this example, select di2 (TR-

SO8&Elec. Sety
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2, Press [REC] to enter the Recording Standby display,
and make settings for the various recording paramcters
(p.46). Set a beat of "4/4" and pattern length of "2."

3. Press PART [R] to select the Rhvthm Part as the record-

ing part.
4. Press |[REC] to select the Microscope display.

5, Press [PLAY] to buegin recording. Set the Scale to "16th

notes” and the velocity to "1007 (p.33).

6. First, select the bass drum sound. In this example, select
"808 BD 2" on the C2 note.

Hold down [SHIFT] and press OCTAVE {-] several times to
set Octave Shift to "-2." Now if vou hold down [SHIFT] and
press kevboard pad [2], the "808 BD 27 sound will be heard.
After vou have confirmed the sound, release [SHIFT]. "S08
B 27 is now selected.

7. Press the kevboard pads of the locations shown in the
diagram, to make their indicators light.

The first measure of the bass drum will be input, and the

notes that you input will be plaved back in a loop.

x ] ‘ ‘ ) 7] Bass drem

8. Press [FWD) once to advance the recording input arca

b“\’ une measure.

9. In the same way as for step 7, input the bass drun tor
measure 2. The input locations are the same as for measure

1.

10.In the same way as for steps 6-9, input the rest of the
rhvthm instruments in the order of snare drum — closed hi-
hat ~ open hi-hat.
These rhythm instruments can be selected as follows.
Snare drum (808 SD 2): Set Octave Shift to "-2" and press
keyboard pad [4] (the D2 note}
Closed hi-hat {808 CH): Set Octave Shift to *-2" and press
kevboard pad [S] (the F#2 note)
Open hi-hat {808 OH}J: Set Octave Shift to "-2" and press
kevboard pad [12] {the A#2 note)
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Iput these rhvihm instruments in the following locations.

N 5 BT B Snare drum

This completes input of the drums. Next we will use step

recording method 1 to input the bass.

V1. Press [REC] to access the Microscope display,

T12. 'ress PART {2] to switch the recording part to Part 2,
and then select the Tone that vou will use to plav the bass.

For this example, select t02-04 (Acid TB 1)

13. Rotate the VALUT dial to the left to retum to the posi-

tion of measure { beat 1 clock 0.

14, Press [RECH to access the Step Recording 1 display. Set
Step Time to "24 (lath note), Velocity to "100," and Gate

Time Ratio to "100%" (p.51)

15. Input the first note AT, Set Octave Shift to "-3" and press
kevboard pad [11].

When vou release the kevboard pad, the values will be
finalized, and vou will be ready to input the next note.

* The bass part in the musical example is written one

octave higher than the notes that will actually be input.

16. Use the procedure of step 15 to input the rest of the
notes. To input eighth notes, press [BWD] to connect Toth

notes with a tie (p.52).
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17. When recording is completed, press [STOP).

18. Plav back the data thal vou have just recorded.

Hold down [SHIFT] and press [BWD] to return to the begin-
ning of the first measure. Then press [PLAY] to have it play.
If evervthing was recorded correctly, proceed to the next

step.

Recording the other instruments using
realtime recording

First we will use realtime recording to record the arpeggio.

1. Use [PART SELECT] and PART {3] to sclect Part 3, and
then select the Tone that will be used to play the arpeggio.
For this example, select t01-26 (Reso.Stack).

If vou are using the kevboard pads to input the part, set
Qctave Shift to "0."

2. Press [ARPEGGIO] to turn arpeggiation on, and make
arpeggiation settings. Set Style to "1/16,” Accent Rate to "0,
and Octave Range to "0."

When settings are complete, press a chord on the kevboard
pads or on your external MIDI kevboard to produce an

arpeggio along with the previously recorded parts.
3. Press [REC] to access the Recording Standby display.
4. Press PART [3] to select Part 3 as the recording part.

3. In the recording parameter settings, set Count In = Wait
Note, and Loop Rest = On.

This will provide one blank measure bebween patterns.
6. When vou are ready, press the following chord.
It will begin recording at the same time that the arpeggio

begins from the beginning of the first measure.

7. When playback reaches the end of the pattern, vou will
once again return to the blank measure. Release vour hand
while the blank measure is playing back.

The arpeggio vou recorded will play back together with the
previously recorded parts.

When the recording is completed to vour liking, turn arpeg-

giation off.

Next we will record the pad.

8. Press [REC] to switch to Rehearsal mode.

Q. Tress PART [5] to select Part 5 as the recording part,
and then select the Tone that will be used to play the pad.
For this example, select t05-24 (X-MOD Pad).

I von are using the kevboard pads to input this part, set
Octave Shift to *-1."

* The pad part in the musical example is writtent one octave

higher than the notes that will actually be input.
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10. When vou are ready, press [REC] to switch to normal
recording mode,
11. While listening to the drums and bass, play either the

kevboard pads or vour eaternal MIDE kevboard.

Once recorded, the note will be played back on the next rep-

etition.
0
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Finally, we will use realtime recording to record the

melody.

12. Press [REC] to switch to Rehearsal mode.

13. Press PART [4] to switch the recording part to Part 4,
and select the Tone that will be used to play the melody. For
this example, select tO-12 (JPS Pls. D).

I you will be using the keyboard pads to input the melody,
set Octave Shift to 0"

14. When vou are ready, press [REC] to select normal

recording mode.

15. While listening to the sequencer playback, play the kev-
board pads or your external MIDI keyboard.
When the melody has beeninput, it will be played back on

the next repetition,
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16, When recording is completed, press [STOP].

Last, we will store the setup data for each Part in the User

Pattern.

17.5ct the desired values for the Part parameters (Level,
Pan, Effect Level ete) and for the pattern plavback tempo

eltc. (p.Z 1}

18. Hold down [SHIFT] and [F

pad [153] to access the Pattern Setup Write exccute display,

UNCY] and press kevboard

19, Press [ENTER] to execute Pattern Setup Write,
This completes vour recording of the sample pattern. Pross

[PLAY] 1o listen to the recorded pattern,
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< Maximum number of user patterns >

Up te 50 user patterns can be created. However if the patterns you
create contain large amounts of data, vou will not be able to create
as many as 50 patterns

You can check the amount of remaining memory capacity by using
the procedure given in "Viewing the remaining memory space
{Available Memory)” (p.73). I vou run low on memory, vou can
free up more memory by using the "Delete Measure” operation
(p.631 to delete unneeded patterns, or by using the "Data Thin”
operation (p.67) to thin out unnecessary data.




The procesy of editing the musical data in a pattern is
referred to as Pattern Ediling. You can modify the musical
data of a Pattern, or combing various Patterns to create an
entirely new Pattern.

If vou wish to edit a Preset Pattern, vou must first copy that
Preset Pattern to a User Pattern, and then edit it. It is not

possible to edit a Variation Patiern

While editing. vou can return to the displav for the previous para-

wieter by pressing the SELECT | < | button,

Copying a Pattern (Pattern Copy)

This operation copies a pattern to a different user pattern
without changing it in anv way, If data already exists in the
copy destination user pattern, it will be overwritten. 1f the
COpY source pattern contains more measures than the copy
destination user pattern, the number of measures in the
copy destination user pattern may change.

This function is a convenient way fo use an existing pattern
to create a new pattern, or to create a new pattern using just
the existing setup data,

Atd Pattern Copy U

)
o

>

Betore vour begin, select the copy source pattern.
It is not possible to select variation patterns as the cops

source pattern,

1. Hold down [SHIFT] and [FUNCE and press kevboard
pad [1] to select the Pattern Copy setting display.

The f n]hm'lm; displav will appear.

T

2. Rotate the VALUE dial to sefect the parametors that
will be copied.
HEXT

ALL

ALL PHRASE

ALL The musical data and setup data of all Parts will be

copied.

PHRASE: Only the musical data of all Parts will be
copied.

SETUP: Only the setup data of all Parts will be copied.

3. Pross |[ENTER]

4. Rotate the VALUE dial to specifv to specity the copv
destination user pattern.

The display will show the copv destination pattern number.

LIRRENT WNEXT

EEls - Tl

Only user patterns can be spedified as the copy destina-

tion pattern.
Range ot settings: U01T - U50

5. Press [ENTER]

The execute displav will appear.

MNEXT

S -

6. Press [ENTER] once again to execute Pattern Copy.
When the operation is completed, the normal display will
reappear.

o cancel the operation, press [EXNIT]

Copying a portion of a Pattern
(Part Copy)

This operation copies the desired part of a pattern to a dif-
ferent user pattern. I data already exists in the copy desti-
nation pattern, it will be overwritten.

If the copyv source pattern contains more measures than the
copy destination patiern, the number of measures in the
copy destination user pattern may change.

This function is a convenient way to create a new pattern by

combining portions of other patterns.
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*Itis not possible to use the Part Copy operation between
patterns that have different time signatores.

Before vou begin, select the copy source pattern.

P s not possible o sclect variation patterns as the copy

suurce pattern

1. Hold down [SHIFT] and {FUNC], and press kevboard
padt [2] to select the Part Copy setting display.
The following display will appear.

CURRENT HEX T

2. Press a PART button to specify the Part from which you
want to copy,
The indicator will light 1or the button that vou pressed.

It is not possible to simultancousty select two or more

Parts,

3. Rotate the VALUE dial to select the parameters that
will be copied.
ALL: The musical data and setup data of the sclected Part
will be copied.
PHRASE: Only the musical data of the selected Part will
be copied.
SETUP: Only the setup data of the selected Part will be
copied.

* I vou have selected SETUP, proceed 1o step 5.

4, Press {ENTER]L

The CURRENT display will show the measure at which
copying will begin, and the NEXT display will show the
number of measures that will be copied. The CURRENT
displav will be blinking.

CURRENT NEXT

5. Rotate the VALUE dial to specifv the first measure
{1-32) that will be copied.

NEXT

BE - B

6. Press [ENTERL

The CURRENT display will change trom blinking to lit, and

the NEXT displav will begin blinking,
H A bl o

7. Rotate the VALUE dial 1o specify the number of mea-
sures that will be copioed (1-32, ALL)

HERT

1 vou have selected ALL, all measures from the selected

starting measure to the end will be copied.

8. Press [ENTER]

The display will show the copy destination pattern number.

9. Rotale the VALUE dial to specity the copy destination

patiern

* Only user patterns can be specified as the copy destina-
ton pattern

Range of settings: U01 ~ LI5S0

CUHBENT (AT

T - MW

10. To specify the copy destination Part, press the appro-
priate PART button.

Phe indicator of the button vou pressed will light.

* 1t 15 not possible to simultaneously select two or more

Jarts.

11, Press [ENTER]
The display will show the copy destination measure at

which the copy will begin,

12. Rotate the VATUL dial to specity the measure of the
copyv destination at which the copy will begin (1-32, ENDY.
CURIRENT PEXT

= -

* 1 the setting is END, the data will be copied onto the end
of the copy destination Part.

It is not possible to specity a number of measures that
would cause the Pattern to have a length greater than 32

measures.,

13, Press [ENTER].
The excoute display will appear.

£r7 RIS

iy - ES

14, Press [ENTER] once again to execute the Part Copy

age

operation.
When the operation is complete, the normal display will
reappear.

To canvel the operation. press |EXIT]
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Erasing unwanted data (Erase)

This operation crases an unwanted portion of a user pat-
terns I data exists atter the erased portion, that data will
remain where it is — it will not be moved forward to short-
en the Fart or Pattern. Use this operation to erase dala that

was mput by mistake.

3
[#%)
N
1571
~1
(23]

* This erase operation cannot be used to crase the setup
data of the Parts,
Before vou start, sclect the patterny from which you wish to

erase data

1. Hold down [SHIFT] and [FUNC]. and press kevhoard
pad [3] to select the Erase setting displav,
The following display will appear.

CiHEEN NEXT

B -

2. Press the PART button to make the indicator light for
the Part from which vou want to crase data.

You can select bwo or more parts at the same time.

The CURRENT display will show the first measure to be
erasced. and the NEXT displav will show the number of
measures that will be erased.

The CURRENT display will be blinking,

3. Rotate the VALUE dial ta \}w“{'\. the first measure o be
crased (1--32).

CURRENT FIEXT

) -

4. Press |[ENTER]
The CURRENT display will change from blinking to lit, and
the NEXNT display will begin blinking.

5. Retate the VALULE dial o specify the number of mea-
sures that will be erased (1-32, ALLYL
For example, if vou want to delete measures 4 through o,

make the following settings.

I ovou have selected ALLL all mesures from the selected

starting measure to the end will be evased

6. Dress {ENTER]
The exeeute displav will appear.

CURRERMT WEXT

7. Press [ENTER] once again to execute the Erase opera

frion. When the operation has heen completed, the normal
displav will reappear.
\

T'o cancel the operation, press [EXITL

Deleting unwanted measures
(Delete Measure)

This operation deletes unwanted measures from a user pat-
tern, and moves subsequent measures forward to fili the
gap. I data exists following the deleted measures, that data
will be moved forward, and the musical data of that Part
will be shortened. If vou have specified all Parts for dele-
tion, this operation will shorten the user pattern itself.

Also, by deleting all data from all Pasts, vou can delete the

Pattern itselt

" Delete three measures
starting at measure 4

Before vou begin, select the pattern from which data will be

deleted.

1. Hold down [SHIFIT and [FUNC], and press keyboard
pad [4] to select the Delete Measure setting display.
The tollowing display will appear.

CURBENT PEXT

2. Press the PART button for the Part that vou wish to
celete, making the indicator ght.

You can select two or more Parts simultaneously.

3. Rotate the VALUE dial to specify the parameters to be
deleted.
ALL: Musical data and setup data of the selected Part will
be deleted,
PHRASE: Onlv musical data of the selected Part will be
deleted
SETUPR: Only setup data of the selected Part will be delet

vd.

Hovou have selected SETUP proceed to step s
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4. Press |[ENTER]

I'he CURRENT displayv will show the measure at which
deletion will begin, The NEXT measure will show the num-
ber of measures to be deleted. The CURRENT display will
be blinking.

CLHIRENT fEM T

5. Rotate the VALUE dial to specify the first measure that
will be deleted ('1—32),

CLRRENT

6. Press [FNTER]
The CURRENT displav will change from blinking to lit, and
the NEXT display will begin blinking.

7. Rotate the VALUE dial to specify the number of mea-
sures (1-32, ALL) that will be deleted.

For example, if you want to delete measures 4 through 6,
make the following settings.

CURRENT NEXT

B - E

* U vou have selected ALL, all measures from the selected

starting measure to the end will be deleted.

TER).

8. Press (!

The execute display will appear.

C

CURRENT NEART

R - B

9. Press [ENTER] once again to execute the Delete
Measure operation.

When the operation is completed, the normal display will
reappear.

To cancel the operation, press [EXTT]L

Inserting blank measures (Insert
Measure)

This vperation inserts blank measures into the specitied
location. It vou wish to add some maosic in the middle of a
pattern, use this operation o insert blank measures, and

then record in them.

The inserted measures witl have the same time sienature as
&

the pattern.
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Insert two biank
. measures in measure 4

o,

It is not possible to make settings that would cause the
pattern to be longer than 32 mweasures,
Before vou begin. select the pattern into which the blank

measures witl be inserted

1. Hold down [SHIFT] and [FUNC], and press kevboard
pad [3] to access the Insert Measure setting digplay.
The following display will appear.

CURKENT PERT

|

2. Press a PART button to specity the Part into which
blank measures will be inserted, making its indicator light.
You may select bwo or more Parts simultaneously.

The CURRENT display will show the measure at which the
msertion will begin, and the NEXT display will show the
number of measures o be inserted.

The CURRENT display will be blinking.
3. Rotate the VAL L'lf di;\} to specity the measure at which

msertion will begin ( CEND).

CURRERNT NEXT

>

If vou specify END, the blank measures will be inserted at

the end of the musical data.

&, Dress [JENTER]
The CURRENT display will change from blinking to lit, and
the NEXT display will begin blinking.

5. Rotate the VALUE dial to specify the number of blank
measures (O-31) that will be inserted.

CURRENT THEXT

6. Press [ENTER]

Fhe execute display will appear,

CURRLNY

7. Uross [ENTER] once again to execute the Insert Measure
operation.

Witen the operation is complete, the normal display will
reappear

Fo cancel the operation, press HREXTL
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Changing key (Transpose)

This operation transposes the pitch of the Note data record-
ed in a user pattern. You can specity a transposition of up fo
+/-2 oclaves.

* 1t 15 not possible to specify the range that will be trans-
posed. All musical data of the selected Part will be trans-

posed.

Transpose four semitones upward (+4)
!

S

&

Betore vou begin, select the Pattern that vou wish to trans-

pose.

1. Hold down [SHIFT] and [FUNC], and press keyboard
pad [6] to access the Transpose setting display.
The following display will appear.

CURREMNT NCXT

R -

2. Press the PART button for the Part that vou wish to
transpose, making the indicator light.

You can select two or more Part simultaneousty.
3. Rotate the VALUE dial to specify the amount of trans-
position in semitone steps (-24-+24).

With a setting of 0, there will be no transposition.

Il you wish to transpose only specific note numbers, vou can use
the Kevboard pads to specify the range of notes that will be trans-
})()_\‘;'d,

Press the kevboard pads to specify the range of note numbers that
will be transposed. If vou press two keys, all notes messages
between those two notes will be transposed. If vou do not specify a
range, all notes messages will be transposed.

4, Press [ENTER].
The exccute display will appear.

SURRENT NEXT

N - S

5. Press [ENTER] once again, and the Transpose operation
will be executed.

When the operation has been completed, the normal display
will reappear.

' cancel the operation, press [EXTT]

Changing the strength of notes
(Change Velocity)

This vperation modifies the velocity (playing strength) of

Note messages recorded in a user pattern. Higher values
will produce maore strongly plaved notes. Use this operation
when you wish to strengthen or weaken the overall playing
dynamics.

It this operation would result in velocity values greater than

127 (or less than 1), any such velocity values will be limited

at 127 (or 1).

* It is not possible to specify the range for which velocity
will be changed. The operation will apply to all musical
data of the selected Part(s).

PRI

100 90 100 80

Increase velocity
values by 10

NN NN
v &£ o -
110100 110 90

Reduce velocity
values by 15

j\ N AN
. &
85 75 85 65

Before vou begin, select the Pattern whose velocity values

vou wish to change.

1. Hold down [SHIFT] and [FUNC], and press keyboard
pad {7] to access the Change Velocity setting display.
The following display will appear.

CURRENT NEXT

W -
L LI LI

2. Press the PART button for the Part whose velocity vou
wish to change, making the button indicator light.

You can select fwo or more Parts simultaneously.

3. Rotate the VALUE dial to specify the amount (-99-+99)
that will be added to (or subtracted fromy) the velacity value.

With a setting of “1),” the velocity will not he modified.

4. Press [ENTER]
The exccute display will appear.
CURRENMT MEXT

= - B

3. Press [ENTER] once again to execute the Change
Velocity operation,

When the operation is completed, the normal displav will
reappear.

To cancel the operation, press [TXIT]
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Modifying the length of the
notes (Change Gate Time)

This operation modifies the Gate Time of the note messages

recorded in a pattern. Use this to make the overall perfor-

mance more staccato or more tenuto.

If this eperation would result in gate limes greater than

12,288 (or fess than 1), such values will be limited at 12,288

(o 1).

* 1t is not possible to specily the range in which gate time
will be modificd. All note data in the selected Part(s) will

be affected.

N A
o o & &
40 ﬁ 4040 Lengthen the gate time
by 5 clocks

Shorten the gate time
by 5 clocks

NN N D NN N OB
e o 4 - ¢ o & -
35 35 35 35 45 45 45 45

Before you begin, select the Patlern for which you want to

modify the gate time.

1. Hold down [SHIFT] and [FUNCY. and press kevboard
¥ !

pad 8]  access the Change Gate Time setting display

The following display will appear.

CURRENT PEXT

S -

(- LI

2. Press the PART button tor the Part whose gate time vou
wish to change. to make the button indicator Tight

You can select two or more Parts simultaneously.

3. Rotate the VALUE dial to specity the amount (-99-+99)
that will be added to (or subtracted fron the gate time.
With a setting of “0,” the gate time will not be affected.

4, Press [ENTER].

The execute displav will appear.

CARRERT PERT

T -

5. Press [ENTER] once again to execute the Change Gate

lime operation
When the operation is complete, the normal display will
RERIRIRIER I

To cancel the operation, press |EXIT]
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Sliding the timing (Shift Clock)

This operation shifts the timing of musical data recorded in
a user pattern, in steps of 1 clock. Use this to make fine
adjustments in the timing of the overall performance,

Data that was shifted past the original beginning of the data
will be deleted. If data is shifted past the end of the original
data, the necessary number of new measures will be added
However, data that is moved past the end of the Pattern
will be deleted.

1t is not possible o specify the area whose timing will be

shifted. The timing will be shifted for the entire Part(s

that vou select.

b t— > -+ Shift iming toward the end
NA N A
- - * L4

JRNUUNY: SV WO SUUSIOS UOomap—
B R e i

Shift timing toward the beginning

Betore vou begin, sclect the Pattern whose timing you wish

to shift.

1. Hold down [SHIFT) and [FUNC], and press kevboard
pad [9] to access the Shift Clock setting display.
The following display will appear.

CURRENY EXT

A - I

2. Dress the PART button of the Part whose timing vou
want to shift, making the button indicator light.

You can select two or more Parts at once.

3. Rotate the VALUE dial to specify the number of clocks
(-99-+99} by which the data will be shifted.

Specify a negative {-) value to shift the data toward the
beginning, or specify a positive (+) value to shitt the data
toward the end

With a settimg of 70,” the data will not be moved.

4. Press [ENTER]
The exccute display will appear
CURRENT INEXT

T -

5. Press [ENTER] once again to execute the Shift Clock
operation.
When the operation is completed, the normal display will
reappear.

Yo cancel the operation, press [EXTT]
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Thinning out unnecessary data
(Data Thin)

‘Since Pitch Bend and Realtime Modify data consists of a

continuous succession of values, it can quickly build up to a
large amount of data. By using the Data Thin operation to
thin out such data (to the extent that there is no audible dif-
ference), you can reduce the amount of data and conserve
memory.

* It is not possible to specify the area in which data will be
thinned. All musical data in the selected Part(s) will be
affected.

value value

time

1. Hold down [SHIFT] and [FUNC], and press keyboard
pad [10] to access the Data Thin setting display.
The following display will appear.

CURRENT

S -

2. Press the PART button for the Part whose data you
want to thin, making the button indicator light.
You can select two or more Parts simultaneously.

3. Rotate the VALUE dial to specify the degree to which
data will be thinned (0-99).

Higher settings will cause the data to be thinned more heav-
ily.

With a setting of "0” the data will not be thinned at all.

4, Press [ENTER]

The execute display will appear.

CURRENT NEXT

C .
El - |

m

5. Press [ENTER] once again to execute the Data Thin
operation.

When the operation is complete, the normal display will
reappear.

To cancel the operation, press [EXIT].

Modify a Pattern according to
Play Quantize settings (Edit
Quantize)

This operation modifies the musical data of a pattern
according to the note timings that were adjusted by Play
Quantize.
Play Quantize affects only the playback timing of a pattern
being played back, and does not modify the contents of the
musical data itself. By using the Edit Quantize operation,
you can modify the musical data itself, so that the data will
play back with the same groove even when Play Quantize is
not used.

* 1t is not possible to specify the area to be affected. This
operation will affect all the musical data of the selected
Part(s).

Before you begin, play back the pattern to be edited, apply

Play Quantize, and make adjustments to achieve the desired

groove.

1. Leave Play Quantize turned on, and temporarily stop
playback of the pattern.

2. Hold down [SHIFT] and [FUNC], and press keyboard
pad [11] to access the Edit Quantize setting display.
The following display will appear.

CURRENT

. ll
= - A4

3. Press the PART button for the Part(s) to which Edit
Quantize will be applied, making the button indicator light.
You can select two or more parts simultaneously.

* The PART button indicator will light for the Part to which
Play Quantize had been applied (the Part selected by the
QUANTIZE SELECT button). If this selection is satisfacto-
ry, proceed to the next step.

4, Press [ENTER].
The execute display will appear.
CURRENT NEXT

El - S

5. Press [ENTER] once again to execule the Edit Quantize
operation.

The musical data will be modified according to the Play
Quantize settings.

When the operation is complete, the normal display wiil
reappear, and Play Quantize will automatically be turned
off.

To cancel the operation, press [EXIT].
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On the MC-303, a “song” consists of a number of Patterns
that you have connected.

When you play back a song, the patterns will be switched
automatically, so there is no need for you to select patterns
manually.

The MC-303 can hold up to 10 songs, and each song can
contain up to 999 patterns. Songs do not contain the musical
data of the patterns; they only contain the pattern numbers.
This means that if you create a song and then modify the
data of the patterns used in that song, the playback of the
song will be affected.

Record the song by inputting patterns one by one in

sequence.

Selecting a song

First you must select the number of the song that you wish

to record.

1. Make sure that the PLAY MODE indicator SONG is lit
(Song mode).
If it is dark, press [PLAY MODE] to make SONG light.

2. Use SELECT [ 4 ][ P ] to make the PTN/SONG indica-
tor light.

3. Rotate the VALUE dial to select the song to be record-
ed. The CURRENT display will show the selected song

number, and the NEXT display will show the pattern num-
ber that will be played back first.

CURRENT NEXT
| L3
’:l ] > [N

* If you have selected a new song (i.e., a song which has not
yet been recorded), the following display will appear.

CURRENT NEXT

EEE] - B
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Recording a song

Before you begin, select the song that you wish to record.

1. Press [REC].

If the selected song already contains patterns, the following
message will appear. If you wish to delete all the patterns
from the song and start recording the song from scratch,
press [ENTER]. If you do not want to erase the song, press
[EXIT} to cancel the operation, and go back and select an

unrecorded song.
CURRENT NEXT

e . Il
En - (NS

You will enter Song Recording standby condition, and the
STEP REC indicator will light.

2. Press [PLAY] to begin recording.

CURRENT NEXT

11 1
> IEIL_I f

The CURRENT display will show the pattern input number.
(When you begin recording this will be 1.)

3. Rotate the VALUE dial to select the pattern that will be
recorded first.
The NEXT display will show the selected pattern number.

CURRENT NEXT
o
> I

4. Press [ENTER].
The pattern input number will advance by one.

5. Rotate the VALUE dial to select the pattern that will be
recorded next.
After making your selection, press [ENTER].

6. Repeat step 6 to complete your song.

After registering the last pattern, press [STOP] to end
recording.

If you input a pattern by mistake, hold down [SHIFT] and
press [BWD] to return to the previous input display.
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Playing back a song

1. Select the song that you wish to play back (p.68).
The CURRENT display will show the number of the select-
ed song.

2. Press [PLAY], and the song will begin playing back.
When song playback begins, the display will show the cur-
rent pattern and the next pattern, in the same way as for
pattern playback. Patterns will be automatically selected in
the order in which they were recorded.

3. Press [STOP] to stop song playback.

® To rewind the song, press [BWD]. To return to the beginning of
the song, hold down [SHIFT] and press [BWD].

® To fast-forward the song, press [FWD]. To interrupt song play-
back and move to the end of the song, hold down [SHIFT] and
press [FWDJ.

® The [FWD] and [BWD] buttons move in steps of an entire pat-
tern. If you use [FWD] or [BWD] to move while playback is
stopped, the CURRENT display will show the playback order of
that pattern.

® In addition to the above operations, you can also change the
tempo and display the measures in the pattern using the same pro-
cedure as during pattern playback (p.15).

® It is not possible to switch patterns yourself. Nor is it possible to
switch songs during playback.

® Songs contain only the sequence in which patterns are to be
played back. This means that if you modify the contents of a pat-
tern used by a song, the song playback will also be affected. If you
delete all the musical data of a pattern, playback will come to a halt
when that pattern is selected.

Storing modified settings to a
song (Song Setup Write)

Songs contain the parameter settings listed below as setup
data (tempo, and overall effect settings for all Parts). Each
pattern also contains the tempo data, but when setup data is
stored in a song, the tempo data of the individual patterns
will be ignored. If you want a song to play back regardless
of the pattern settings, vou can write song setup data into
the song. However, the Part Level settings (Delay/Reverb
Part Level and Flanger/Chorus Part Level) specified for
each Part will still be valid in this case. If the Part Level set-
tings for the effects differ greatly between patterns, effect
levels will become suddenly high or low as the song is
played back. It is best to set effect Part Levels to similar set-
tings for each pattern.

The following parameters can be stored in a song.

Tempo

This is the tempo at which the song will be played back.
Even if you change the tempo during playback, it will not
be recorded.

Delay/Reverb type effect
DELAY/REVERB TYPE
REVERB LEVEL
REVERB TIME

Flanger/Chorus type effect
FLANGER/CHORUS TYPE
CHORUS LEVEL
CHORUS RATE

1. Make the parameter settings that you wish to record in
the song (p.15, 30).

2. Hold down [SHIFT] and [FUNC], and press keyboard
pad [15] to access the Song Setup Write execute display.
The following display will appear.

3. Press [ENTER], and the song setup data will be written
into the song.

When the operation is completed, the normal display will
reappear.

To cancel the operation, press [EXIT].
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Similarly to the way in which you can edit a pattern in
Pattern mode, Song mode allows you to edit a song. Editing
performed in Song mode is referred to as Song Edit.
Although editing in Pattern Edit is performed in units of a
measure, editing in Song Edit is performed in units of a pat-
tern. In Song mode you can press [FWD] or [BWD] to dis-
play the Pattern playback number in the CURRENT dis-
play, and the pattern corresponding to that number in the
NEXT display. This lets you see the sequence in which each
pattern will be played back. For example, if you pressed
[FWD] or [BWD] several times to get the following display,
you would know that pattern C04 is the tenth pattern to be
played back in this song.

11 1
> LL_IL':'

* Song Edit can be performed only if you are in Song mode.
Before attempting to use the Song Edit functions, make
sure that you are in Song mode (p.68).

During editing, you can return to the previous parameter setting
display by pressing the SELECT [ <« | button.

Copying a song (Song Copy)

This operation copies the sequence of patterns from a song
to another song. This can be used to combine two songs to
create one song, or to create a song by combining various
pieces from other songs.

* If data exists in the copy destination song, the song data

of the copy destination will be overwritten.

If the copy source song has more patterns than the copy
destination song, the number of patterns in the copy desti-
nation song may increase.

* Song setup data will not be copied.

o 1 AO2 BO2 CO? Song 2
ong 1. B04 BO1 A04 AD2 BO2 CO7
B04 BO1 A4
Song 2 § L
Song Copy
AQ2 B0O2 CO7 Song 3

Song1f
C01 BOHAD3
Song 3

Before you begin, select the copy source song.

C01 BO1 A02 B02 CO7

70

1. Hold down [SHIFT] and [FUNC], and press keyboard
pad [1] to access the Song Copy setting display.
The following display will appear.
CURRENT NEXT
!
{

Picia - B

2. Rotate the VALUE dial to specify the copy source song.
The song number of the copy source will appear in the dis-
play.

Range of settings: 5-1 - 5-10

3. DPress [ENTER].

The NEXT display will show the song playback nwmber of

the copy destination.
CURRENT NEXT

= - I

4. By either rotating the VALUE dial or by using [FWD]
[BWD], specify the location (pattern playback number) at

which the copy will begin.
Range of setting: 1 - 999, END
CURRENT NEXT

1
G - I

With a setting of “END,” the data will be copied onto the

end of the copy destination song.

For example, if you wish to copy from the third location, set

NEXT = 3.

* It is not possible to make settings that would cause the
number of patterns recorded in a song to exceed 999.

5. Press [ENTER].
The execute display will appear.
CURRENT NEXT

6. Dress [ENTER] once again to execute the Song Copy
operation.

When the operation is completed, the normal display will
reappear.

To cancel the operation, press [EXIT].
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Deleting unwanted patterns
(Delete Pattern)

This operation deletes patterns from a song. When a pattern
is deleted, patterns following it will be moved forward to
fill the gap. Use this operation when you wish to remove
unwanted patterns from a song.

A02 BO2 C07 AG2 CO7

Song 1

[ —
Delete

Before you begin, select the song from which you want to
delete patterns.

1. Hold down [SHIFT] and [FUNC], and press keyboard
pad [4] to access the Delete Pattern setting display.

The CURRENT display will show the pattern playback
number, and the NEXT display will show the bank and
number of the pattern corresponding to that number.

CURRENT NEXT
111
L I"l

2. By either rotating the VALUE dial or by using [FWD]
[BWD], select the pattern (pattern playback numbei) which
will be deleted.

Range of settings: 1 - 999, END

If you select "END,” all patterns in the song and the song

setup data will be deleted (Song Initialize).
For example, if you wish to delete B02 which is the second
pattern played back, set CURRENT = 2.

I'7

3. Press [ENTER].

The execute display will appear.
CURRENT NEXT

4. Press [ENTER] to execute the Delete Pattern operation.
When the operation is completed, the normal display will
reappear.

To cancel the operation, press [EXIT].

Inserting a pattern (Insert Pattern)

This operation inserts a pattern into the specified location of
a song. Use this to add patterns to a previously-recorded

song.

* Up to 999 patterns can be recorded in a song. If a song
already contains 999 patterns, no further patterns can be
inserted,

L insert
A02802|C07
Song1 | .

Before you begin, select the song into which you want to
insert patterns.

1. Hold down [SHIFT] and [FUNC], and press keyboard

pad [5] to access the Insert Pattern setting display.

The CURRENT display will show the pattern playback

number, and the NEXT display will show the bank and

number of the pattern correqponding to that number.
CURRENT

N

Hll
> I

[

2. By either rotating the VALUE dial or by using [FWD]
[BWD], specify the location of the insertion (pattern play-
back number: 1 — 998, END).

With a setting of “END,” the pattern will be appended to
the end of the song.

For example, if you wish to insert a pattern into the third
location of the song, set CURRENT = 3.

CURRBENT NEXT
1171
> [

3. Press [ENTER]L

4. Rotate the VALUE dial to specify the bank and number
of the pattern that will be inserted.
Range of settings: A01 - C33, EO1 - 111, LO1 - Q50, ©01 - U50

CUHREN’T NEXT

Nl ~ R

5. Press [ENTER].
The execute display will appear.
CURRENT NEXT

=T - S

6. Press [ENTER] once again to execute the Insert Pattern
operation.

When the operation is complete, the normal display will
reappeat.

To cancel the operation, press [EXIT].
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Here you can make settings that affect the entire operating

environment of the MC-303.

The various system parameter settings are preserved even

when the power is turned off.

* It is not possible to enter the System Setting display while
a pattern or song is playing back.

1. Hold down [SHIFT] and press keyboard pad [16] to
access the System Setting display.

2. Use SELECT [ € ][ ] to select the desired parameter
display.

3. Rotate the VALUE dial to set the parameter value.

4. When you finish making settings, press [EXIT] to return
to the normal display.

Tuning the MC-303 (Tuning)

This adjusts the tuning of the internal sound source.
The display will indicate the current frequency of the A4
note (middle A). The “4” in the hundreds place of the fre-

quency will not be displayed.

CURRENT NEXT

Il yon
=i - Gl

440.0 Hz

Range of settings: 415.3-440.0-466.2 Hz

Playing back a song repeatedly
(Song Loop)

This setting determines how songs will be played back.
You can cause the same song to be played back repeatedly,
or all songs to be p aved back in sequence

-

LOOP1 LOOP2

CURRENT

OFF: This is the normal condition. The currently selected
song will be played back only once.

LOOP 1: The currently selected song will be played back
repeatedly.

LOOP 2: All songs will be playved back repeatedly in

sequence.
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Changing the function of the
pedal (Pedal Assign)

This setting determines the function of the pedal switch
connected to the PEDAL SWITCH jack

CURRENT NEXT NEXT
O ] ] CHr
I E/ L B :"u_ L_IL_
HOLD SHIFT FUNCTION
NEXT
[y
GEE h
PATTERN INC R.TRANSPQOSE

HOLD: The pedal switch will hold the sound of the Part
selected by the PART buttons. If the pedal is pressed
during arpeggiation, the arpeggio will continue as long
as the pedal is pressed even if you release your hand. If
the pedal is pressed during RPS playback, RPS playback
will continue as long as the pedal is pressed even if you
release your hand.

SHIFT: The pedal switch will perform the same functlon
as the SHIFT button.

FUNC: The pedal switch will perform the same function
as the FUNC button.

PATTERN INC: The patterns registered in the currently
selected pattern set will be registered one by one as the
next pattern.

TAP: The pedal switch will perform the same function as
the TAP button.

REALTIME TRANSPOSE: The pedal switch will perform
the same function as the TRANSPOSE button.

Synchronization settings (Sync
Mode)

This setting determines how the internal sequencer will

function, and how MIDI Clock messages will be transmitted
and received.

CURRENT NEXT

EEN - IR i

INT: The internal sequencer will operate using its own
internal tempo clock, and will transmit MIDI Clock mes-
sages. If MIDI Clock messages are received from an
external device, they will be ignored.

SLAVE: The internal sequencer will synchronize to a
MIDI Clock. If MIDI Clock messages are not being
received from an external device, pattern/song playback
will not occur even if you press the PLAY button.
REMOTE: This is basically the same as INT. However,
Start/Stop messages from an external MIDI device will

start/stop the internal sequencer.
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Transmitting signals for external
synchronization (Sync Out)

This setting determines whether or not synchronization-
related MIDI messages will be transmitted.

With a setting of ON, the following messages will be trans-
mitted from the MIDI OUT connector: Timing Clock, Start,
Continue, and Stop.

CURRENT

>

This parameter can be set either ON or OFF.

Specifying how the metronome
will sound (Metronome)

This setting determines how the metronome will sound.

CURFIENT

. Il I"
-
AUNAYS  REC ONLY

I
PLAY & REC

OFF: The metronome will never sound.

ALWAYS: The metronome will sound constantly.

REC ONLY: The metronome will sound only during
recording.

PLAY & REC: The metronome will sound during play-
back and recording.

Adjusting the metronome vol-
ume (Metronome Volume)

Set the volume of the metronome over the range 0-127.

1 II—H
e -

Higher settings will result in a louder metronome.

Adjusting the velocity produced
when you press a keyboard
pad (Pad Velocity)

When you press the keyboard pad to play notes, the notes

will be played at a fixed loudness (velocity). This setting
specifies the velocity that will be used (1-127).

CURRENT

I
:L‘I_JL >

Higher settings will result in stronger notes being produce
when you play the pads.

Viewing the remaining memory
space (Avclilable Memory)

CURRENT

Il" I
G - BE

50%

This displays the percentage of remaining memory.
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What is MIDI?

The MC-303 is able to record/play back MIDI data, and can
receive MIDI data to play its internal sound source.

What is MIDI?

MIDI (an acronym for Musical Instrument Digital Interface)
is a standard way for electronic musical instruments and

computers to exchange data, such as musical performance
information. Devices which have MIDI connectors can be
connected using MIDI cables to transmit and receive vari-
ous types of data, Today, MIDI has become indispensable to
electronic musical instruments. Without MIDI, it would not
be possible to play the MC-303's sounds from an external
keyboard, or to record and play back the performance from
an external keyboard on the MC-303. The MC-303 can be
used without extensive knowledge of MIDI, but a little
understanding of MIDI gained from this chapter will help
you take fuller advantage of the MC-303.

MIDI connectors

The MC-303 has the following two types of MIDI connec-
tors.

MIDI OUT connector
This transmits MIDI messages to external MIDI devices.

MIDI IN connector

This receives MIDI messages that are sent from external
devices. The MIDI device that receives these messages can
perform actions such as play notes or select sounds.

MIDI channels

MIDI is able to transmit many independent sets of perfor-
mance data over a single MIDI cable. This is made possible
by “MIDI channels.” There are sixteen MIDI channels, 1-16,
and MIDI messages are received only if the channel of the
transmitting device matches the channel of the receiving
device.

Each of the 8 Parts of the MC-303 is assigned their own
MIDI channel. When MIDI messages are received at the
MID! IN connector they are converted to the channel select-
ed by the PART SELECT button, and sent to the sound
source and sequencer.

This means that there is no need to change the MIDI trans-
mit channel of the transmitting device to match the Part that
you wish to play. You can play the MC-303 via MIDI with-
out having to match the MC-303’s own MIDI channel with
the MIDI channel of the transmitting device.
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Maijor types of MIDI message used to
control the MC-303

MIDI includes many different types of message. Broadly
speaking, MIDI messages can be grouped into those which
are handled separately by channel (Channel Messages), and
those which are handled regardless of channel (System
Messages). The MC-303 uses the following MIDI messages.

Channel messages

These messages are used to convey musical performance
information. Normally, most control is performed using
these messages.

Note-on messages
These messages are transmitted when a note is played.
Note-on messages included the following data.

Note-on: A note has been played.

Note number: Note position (which note was played)

Velocity: Strength with which the note was played
The note number is expressed as a number in the range of
0-127, with 60 being middle C (C4). When a Note-on mes-
sage is received, the corresponding note will be played with
the velocity value included in the message. However, notes
which fall outside the recommended range of each Tone
may not sound, or may sound at an incorrect pitch.

Note-off messages

These messages are transmitted when a note is released.
When a Note-off message is received, that note will be
turned off.

Pitch Bend messages

These messages are used to transmit smooth changes in
pitch. When the pitch bend lever (wheel) found on many
synthesizers is moved, these messages are transmitted.
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Aftertouch messages

These messages are transmitted when vou press down
harder on the keyboard after playing a note. There are two
types of aftertouch: channel aftertouch, which controls an
entire channel; and polyphonic aftertouch, which controls
individual notes. The MC-303 will not normally do any-
thing in response to these messages.

Program Change messages

These messages are used to select sounds. These messages
include a program number of 1-128 that specifies the sound
to be selected. The MC-303 receives these messages (in con-
junction with Bank Select messages; a type of control
change message) to select Tones.

Control Change messages

Bank Select (controller numbers 0, 32)

The MC-303 can receive Bank Select messages (control
changes 0 and 32) and Program Change messages to select
up to 128 x 128 Tones. After a Bank Select message is
received, a Program Change message can be received to
switch the Tone. Tones will not switch simply upon receiv-
ing a Bank Select message. For the Bank Select and program
numbers of each Tone, refer to “Tone list” (p.85).

Modulation (controller number 1)

This message is used to control the depth of the vibrato
effect. When this message is received, pitch modulation
(vibrato) will be applied to the sound.

Volume (controller number 7)

This message is used to control the volume of each Part to
adjust the volume balance. When this message is received,
the volume of the notes will change. The actual volume is
determined by the combination of Volume and Expression
(controller number 11).

Panpot (controller number 10)

This message adjusts the stereo location. When this message
is received, the stereo position of the sound will be adjusted
accordingly.

Expression (controller number 11)

This message adjusts the volume of each Part to create
changes in dynamics. When this message is received, the
volume of the notes will change. The actual volume is deter-
mined by the combination of Volume (controller number 7)
and Expression.

Hold (controller number 64)

This message holds (sustains) the sound. It has a function
similar to the damper pedal on a piano. When a Hold On
message (data value 64-127) is received, the sound will be
sustained until a Hold Off message (data value 0-63) is
received.

Sostenuto (controller number 66)

This message causes only the currently-pressed notes to be
sustained. When a Sostenuto On message (data value
64-127) is received, all notes currently being pressed will be
held until a Sostenuto Off message (data value 0-63) is
received.

Soft (controller number 67)

This message applies a soft pedal effect to make the sound
softer. When this message is received, the sound will
become softer and more mellow.

Effect 1 {Reverb) Depth (controller number 91)
When the MC-303 receives this message, the reverb depth
will be adjusted.

Effect 3 [Chorus) Depth (controller number 93)

When the MC-303 receives this message, the chorus depth
will be adjusted.

The MC-303 receives many other control change messages.
For details refer to “MIDI Implementation” (p.101).

System messages

Exclusive messages

These messages handle data that is unique to the MC-303.
They are used when storing data to an external device, or to
remotely modify various parameters.
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Controlling the MS-1

It is possible to fully enjoy playing the MC-303 by itself.
However, by using the MC-303 together with other MIDI
devices, additional possibilities are opened up.

When the MC-303 is used together with a Roland MS-1
(optional), additional possibilities are available; samples

recorded on the MS-1 (human voices or sound effects) can
be played from the keyboard pads of the MC-303, and you
can create patterns which play MC-303 sounds together
with MS-1 samples.

é:MDI ouTt

MC-303 MS-1

Procedure for controlling the MS-1

To control the MS-1 from the MC-303, you will need to set
the Output Assign setting of one of the Parts to EXT. In this
example, let’s use Part 7 to control the MS-1.

1. Using a MIDI cable (optional), connect the MC-303's
MIDI OUT to the MS-1's MIDI IN.

2. Refer to the procedure “Setting the MIDI channel” on p.
21 of the M5-1 owner’s manual, and set the MIDI channel of
the MS-1to 7.

3. Set the Qutput Assign of Part 7 on the MC-303 to EXT
(p.28).

4. Make sure that the [RPS SET] and {PTN SET} indicators
are dark.

5. Press [PART SELECT], and then press PART [7] to
select Part 7.

6. Press various keyboard pads, and the samples of the
MS-1’s keyboard pads will sound.

For the correspondence between the MC-303's keyboard
pads and the MS-1’s pads, refer to “Assigning keyboard
notes to MS-1 pads” (p.21) in the M5-1's owner’s manual.
Qutput Assign settings can be stored in a Pattern (Pattern
Setup Write: p.35).
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* With the MS-1 factory settings, the black keys other than
A# have no samples assigned to them, so no sample
sound will be heard when you play the MC-303 keyboard
pads 3, 5, 8, 10, or 15. If you wish to use these keyboard
pads to play MS5-1 samples, refer to the procedure
“Changing key/pad assignments” (p. 21) in the MS-1
owner’s manual, and set the MS-1 pads which contain the
samples to the note names of the MC-303 keyboard pads
which will be used to play them.

Next, let’s try recording musical data to play the M5-1 on
the MC-303 o create a pattern which combines the MC-
303’s own sounds with the MS-1's samples.

1. Select a user pattern for which you want to use MS-1
samples.

We will use Part 7 to record the data for the MS-1 in this
example as well. If Part 7 already contains other data, erase
the musical data from Part 7 (p.63).

2. Set the Output Assign setting of Part 7 to EXT (p.28).
3. Store the setting to the pattern (p.35).

4, For Part 7, record the musical data that will play the
MS-1. It will be convenient to use Realtime Recording and
play the keyboard pads (p.46).

5. When you finish recording, press [PLAY] to play back

the pattern.

The MS-1 samples will sound in addition to the MC-303"s

playback.

* You can use the same procedure to control digital sam-
plers or MIDI sound sources other than the MS-1. For
details on the MIDI operation of other devices, refer to
their owner’s manual.

Selecting Tones from an external
MIDI device

By transmitting Bank Select messages (controller numbers 0

and 32) and Program Change messages from an external
MIDI device to the MC-303, you can select the Tone (or
Rhythm Set) for each Part. .

For the procedure of transmitting Bank Select messages and
Program Change messages from your external MIDI device,
refer to the owner’s manual for your device.
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When in Pattern mode or Song mode

After using [PART SELECT] to select the Part whose Tone
you wish to select, transmit a Bank Select message (con-
troller number 0 and 32) and a Program Change message
from the external device. At this time, the MIDI transmit
channel of the external MIDI device can be set to any chan-
nel. The Tone of the Part selected by [PART SELECT] will
be switched. For the correspondence between the incoming
Bank Select messages and Program Select messages and the
Tones of the MC-303, refer to “Tone list” (p.85) and
“Rhythm set list” (p.90).

When in Sound Module mode (p.80)

In this case, the MIDI receive c¢hannel of the Part whose
Tone (Rhythm Set) wish to switch must be matched with
the MIDI transmit channel of the external MIDI device.
When in Sound Module mode, the MIDI receive channel of
each Part will be as given in “MIDI Implementation”
(p.101).

* To switch Rhythm Sets, there is no need to transmit Bank

Select messages.

Synchronizing an external
sequencer to the MC-303

An external sequencer can be synchronized to the MIDI
Clock messages transmitted from the MC-303, to play back
in synchronization.

MIDIIN

MC-303 MIDI Sequencer

1. Use a MIDI cable (optional) to connect the MC-303's
MIDI OUT to the external sequencer’s MIDI IN.

2. Press [PLAY MODE] to select Pattern mode.
3. Turn the Sync Out setting “ON” (Sync Out: p.73).

4. Set the external sequencer to synchronize to MIDI
Clock messages from an external device. For details on this
setting, refer to the owner’s manual for your sequencer.

5. When you press [PLAY] on the MC-303, the MC-303
and the external sequencer will begin playback in synchro-
nization.

6. When you press [STOP] on the MC-303, the MC-303
and the external sequencer will stop playback.

Synchronizing the MC-303 fo an
external sequencer

The MC-303 can be synchronized to the MIDI Clock mes-
sages transmitted from an external sequencer, to play back
in synchronization.

MIDIIN
MIDI OUT

MIDI Sequencer

1. Use a MIDI cable (optional) to connect the external
sequencer’s MIDI OUT to the MC-303's MIDI IN.

2. Press [PLAY MODE] to select Pattern mode.
3. Turn the Sync Out setting “SLAVE” (Sync Out: p.72).

4, Set the external sequencer to transmit MIDI Clock mes-
sages. For details on this setting, refer to the owner's manu-
al for your sequencer.

5. When you begin playback on the external sequencer,
the MC-303's internal sequencer will also begin playback in
synchronization.

6. When you stop playback on the external sequencer, the

MC-303 will also stop playback.

* If you want to control just pattern playback/stop from the
external sequencer, and do not want the MC-303 to syn-
chronize to the incoming MIDI Clock messages (i.e., when
you want the MC-303 to determine the tempo), set the
Sync Mode setting to “REMOTE.”
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Saving data (Bulk Dump)

The MC-303 is able to transmit its User Pattern data, Song
data, RPS Set data, and Pattern Set data via MIDI to an
external device. This procedure is referred to as "Bulk
Dump.” Bulk Dump allows you to transmit MC-303 data to
an external sequencer that has a floppy disk drive, for stor-
age on floppy disk. You can also transmit data between two
MC-303 units.

Recording MC-303 data to an external
sequencer

1. Use a MIDI cable (optional) to connect the MC-303's
MIDI OUT to the external sequencer's MIDI IN.

éVMlDI ouT

MIDLIN

MC-303 MIDI Sequencer

2. With pattern and song playback halted, hold down
[SHIFT] and [FUNC] and press keyboard pad [16] to access
the Bulk Dump execute display.
The following display will appear.

CURRENT NEXT

5 FM- o

3. Begin realtime recording on the external sequencer.

4. Press [ENTER] on the MC-303, and the data will be
transmitted from MIDI OUT.

While data is being transmitted, the following display will
appear.

CURRENT INEXT

C_ I
wininl ~ Wil

* To stop data transmission during this process, press
[STOP] or [EXIT]. During transmission, all other con-
trollers will have no effect.
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5. After a while, the following display will appear, and
data transmission will pause. Immediately press [ENTER],
and the display will once again indicate "Sending" and the
next packet of data will be sent.

CURRENT INEXT

i [
Bl - IR

6. When steps 4-5 have been repeated some times, the fol-
lowing display will appear, indicating that all data has been
transmitted. Then the normal display will automatically

reappear.
CURRENT NEXT

- T
= ~ SIS

7. Stop realtime recording on the external sequencer.
Assign an appropriate name to the data (song) that was
recorded, and save it to the floppy disk of your MIDI
sequencer.

If the amount of data exceeds the capacity of
the external sequencer

During Bulk Dump, the data in internal memory is divided
into some packets of the same size, and transmitted with a
pause between each packet. However since the data
includes user pattern data, the total size is quite large, and
some MIDI sequencers may not be able to accommodate all
the data as a single song.

For example if, while receiving the second data packet in
setp 6, your MIDI sequencer gives a warning message that
its memory capacity has been exceeded, you will have to
stop recording on the MIDI sequencer after every packet
and save the data to floppy disk. Then return to step 5. Save
each group of data packets under a different name, until all
the bulk data has been saved.



Chapter 12. Using MIDI

Returning data from a MIDI
sequencer to the MC-303

* Be aware when you perform this procedure, all user pat-
terns and song data that was in the MC-303's memory
will be erased.

1. Use a MIDI cable (optional) to connect the external
sequencer’'s MIDI OUT to the MC-303's MIDI IN.

{MIDI IN

MC-303 MID! Sequencer

2. With pattern and song playback halted, hold down
[SHIFT} and [FUNC] and press keyboard pad [16] to access
the Bulk Dump execute display.

3. Press SELECT [ P |, and the MC-303 will begin waiting
to receive a bulk dump.
The following display will appear.

CURRENT NEXT

Cr
A - IS

4. Operate your external sequencer to load the MC-303
data, and begin playback (start).
The data will be transmitted from the sequencer.

5. The following display will appear on the MC-303, and

the data will be loaded into memory.
CURRENT NEXT

~Cr I
=N - BT

* While data is received, moving the controls will have no
effect.

6. When the data has been completed transmitted from
the sequencer, and the display will once again indicate
"Receive.”

* If the data from the MC-303 was saved in two or more
data (songs) by the MIDI sequencer, be sure to transmit
them in the same order in which they were received.

Transmitting data between two MC-
303 units

* Be aware that when this procedure is performed, all user
patterns and song data that was in the receiving MC-303
will be erased.

1. Use a MIDI cable (optional) to connect the MIDI OUT
of the transmitting MC-303 to the MIDI IN of the receiving
MC-303.

MIDI OUT MIDIIN

MC-303 (transmission) MC-303 (reception}

2. On the transmitting MC-303, select the Bulk Dump exe-
cute display (p.78).

3. Put the receiving MC-303 into the "waiting for bulk
dump” condition (p.79).

4. Press [ENTER] on the transmitting MC-303, and data
transmission will begin.

5. After a while, the transmitting MC-303 will indicate
"NEXT" and transmission will be paused. Press the trans-
mitting MC-303's [ENTER], and the display will once again
indicate "Sending” and the next packet of data will be sent.

6. Repeat steps 4-5 some times, and the display will show
"Completed” indicating that all data has been transmitted,
the transmitting MC-303 will automatically return to the
normal display.

This completes data transmission.

* The MC-303 sends a Bulk Dump while dividing the total
amount of bulk data into some smaller sized packets. But
note that if the external device you are using for receiving
a Bulk Dump does not have sufficient memory available
to process one packet, it will not be able to successfully
receive it.
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Chapter 12. Using MIDI
0SS

Using the MC-303 as a sound
module

The MC-303 provides a Sound Module mode that allows
the internal sound source to be controlled and played from
an external MIDI device. In Sound Module mode, the MC-
303 will function as a 16-part multi-timbral sound module.
Controls other than the VOLUME knob will not function.
Also, functions such as the sequencer, arpeggiator, and RPS

will not be available.

1. Hold down [PLAY MODE] and press the [POWER]
switch located on the rear panel to turn the power on.

The MC-303 will be set to Sound Module mode.

The following display will appear.

GURRENT NEXT
rr_ r
> mup

In Sound Module mode, you can control the MC-303's
sound source by transmitting note messages and program
change messages, etc. from an external MIDI device. For
details on the MC-303’s functioning when in Sound Module
mode, refer to “MIDI Implementation” (p.101).

2. To return to normal vperation, turn the MC-303's
power off and then on again.
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Troubleshooting

If there is no sound or if the MC-303 does not operate as

you expect it to, first check the following points. If this does

not resolve the problem, contact your dealer or a nearby

Roland service center.

* Roland will take no responsibility for the recovery of lost
data or for any damages incurred by such loss.

No sound
@ The power of the MC-303 or connected equipment
is not turned on.

@ The volume of the MC-303 or connected equip-
ment is lowered.

@ The level of a Part is lowered.
Adjust the volume level (p.22).

@ MIDI cables or audio cables are not connected
correctly.

@ The pitch of the selected Tone is outside the range
in which it will sound correctly.
Use the Octave Shift setting to lower the range (p.20).

® The Part which does not sound has an Output
Assign setting of "EXT."
Change the Output Assign setting to "INT" (p.28).

® Pad Velocity setting is too low.
Increase the Pad Velocity setting (p.73).

® A Tone to which no sound is assigned was select-
ed from an external device (via Bank Select and
Program Change messages).

Specify a Tone number (Bank Select and Program Change)
to which a sound is assigned.

Notes drop out

You are attempting to play more than the maximum
number of simultaneous notes (28).

The MC-303 will not produce more than 28 notes simultane-
ously.

Notes "stick" (continue sounding) during
Pattern playback

A Hold Off message was deleted by an operation
such as Pattern Edit.

In the Microscope display, insert a Hold Off message at the
location where you want the sound to stop (p.57).

Sequencer does not operate
The Sync mode is set to "SLAVE."
Change the Sync mode to "INT" (p.72).
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Effects are not applied even when the EFX
level is raised

The delay/reverb or flanger/chorus level of the
applicable Part is too low.

Increase the level (p.31, 34).

Rotating the LFO knob does not apply LFO
The LFO Pitch, LFO Filter, or LFO Amp settings of
the applicable Part are too low.

Increase the value of the parameter for the desired effect (p.
27).

Pitch is wrong
@ The tuning of the MC-303 is wrong.
Adjust the Tuning setting (p.72).

@ Pitch Bend messages from the sequencer or exter-
nal MIDI device have changed the pitch.
Perform the MIDI Update procedure (p.17).

Play Quantize does not work

@ [QUANTIZE SELECT] has not been used to speci-
fy the Part for Play Quantize.

Specify the Part to which Play Quantize will be applied (p.
42).

® When using Grid Quantize or Groove Quantize,
the Strength setting is at "0%."
Change the Strength setting (p.43, 45).

® When using Shuffle Quantize, the Shuffle Rate
setting is at "50%."
Change the Shuffle Rate setting (p.44).



Error messages

If incorrect operation is attempted or if the requested pro-
cessing could not be performed, an error message will
appear. Refer to the explanation of the error message that
appeared, and take the appropriate action.

CURRENT NEXT

-
C i R

Meaning: The internal backup battery (that preserves user
memory) has run down.

Action: Contact your dealer or a Roland service center to

have the battery replaced.

CURRENT INEXT

e -

Meaning: There is a problem with MIDI cable connections.
Action: Make sure that MIDI cables have not been
unplugged or damaged.

CURRENT NEXT
L i
T e ]
Meaning: More MIDI messages were received in a short
time than could be processed by the MC-303.

Action: Reduce the amount of MIDI messages that are being
transmitted to the MC-303.

CURRENT NEXT

- _ !
s -

Meaning: The checksum value of a received exclusive mes-
sage was incorrect.
Action: Correct the checksum value.

CURRENT NEXT
L C
g

Meaning: More recording data than the MC-303 could
process correctly was received all at once.

Action: Reduce the amount of recording data that is being
sent to the MC-303.

CURRBENT NEXT
S - WiE
> [
Meaning: User memory is full, and further recording or

editing is not possible.
Action; Delete unneeded data.

CURRENT NEXT

I
= - I

Reason: Since two or more Parts are un-muted, the data

cannot be registered as an RPS set.
Action: Select one Part from the Phrase which you wish to
register, and mute all the other Parts.

CURRENT

Reason: Since a Preset Pattern or Variation Pattern is select-
ed, the settings cannot be modified.

Action: Select a User Pattern. If you wish to create a modi-
fied version of the currently selected Preset Pattern, you
must first copy the contents of that Preset Pattern to a User
Pattern (p.61).

CURRENT NEXT
— ]
crr s

Reason: No quantization is selected.
Action: Press [QUANTIZE] to select the desired type of
quantization.

CURRENT NEXT
M 11
il >

Reason: Up to 999 Patterns can be registered in a song. It is
not possible to register more Patterns than this.

CURRENT

Snln L
i -

Reason: Since no musical data is recorded in the Pattern,
playback is not possible.
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Restoring the factory settings (Factory Preset)

If you wish to initialize (reset) the settings and user mermory
of the MC-303 to their factory settings, use the Factory
Preset operation.

* If your MC-303 contains important data, use the Bulk
Dump operation {p.78) to save it to an external MIDI
sequencer (or other device) before performing this opera-
tion.

Initializing all settings

Here's how to reset all settings of the MC-303 (user patterns, varia-
tion patterns, pattern sets, RPS sets, songs, system) to their factory
values.

1. Hold down [SHIFT] and turn on the POWER switch.

2. The execute display will appear, so press [ENTER] to
execute initialization.

Initializing some of the settings
Here's how to reset variation patterns, pattern sets, RPS sets, songs,
and system settings to their factory values.

1. Hold down [FUNC] and turn on the POWER switch.

2. The execute display will appear, so press [ENTER] to
execute initialization.
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* 1 B3-D5 contain 16 types of percussion sounds.

* 2 These tones split two types of rhythm instruments.

Bank 01: Synthesizer
PC#/CCO#

Iype
Lead 1B

Hard

Soft Flute

Sub Osc

Sequence

Soft

Sweep

Chord

Tone No.

01
02
a3
04
05
06
07
08
09

1
12

13

1/64
1/65
1/66
1/67
2/64
2./ 65
2/ 66
2/67
2/68
2/69
2/70
2/7
2/72
2/73
3/ 64
3/65
3/66
4 /64
4/65
5/64
5/65
5/66
5767
5/68
5/69
5/70
6/ 64
G/ 65
6/ 66
6/ 67
7/64
7765
7 /66
8 /64
8/65

Tone Name
Lead TB1
Lead TB2
Wow TB
Lead TB 3
MG Saw
Voc.Saw
Cheese Saw
Saw Lead
Cale.Saw
OB2 Saw 1
Junoé Saw
JP8 Pls.1
MG Pls.1
Flicker Pls.
Tri Leadl
Tri Lead2
PR35 Squ.1
JU2 SubOsc.
Frog Wave
Seq.Synth
Polysvnth
P8 Pls.2
P8 Squ.
260 Pls.90
Reso.Dls.
Reso.Stack
Soft Lead
8DV Saw 1
PR5 Saw 1
D50 Saw
MG Sweep
Sweep Lead
Vocorderman
4th Lead 1
4th Lead 2

Voice

R N R N R i T S N O W N S ST & SIS S T N S U S S L S

Bank 02: Synth Bass

Type Jone No, PC#/CCO# ToneName
TB-303 01 9/64 Normal TB

02 9/65 Dist.TB 1

03 9 /66 Dist.TB 2

U4 9/67 Acid TB 1

05 9/68 Acid TB2

06 9/69 Acid TB 3

07 9/70 Acid TB 4
Deep 08 10/ 64 101 Bass 1

09 10 /65 101 Bass 2

10 10/ 66 101 Bass 3

11 10 /67 House Bass

12 10/ 68 Sine Bass

13 10/ 69 Dub Bass
Pizzicato 14 11/64 Pizz Bass
Bright 15 12/64 MG Bass 1

16 12/ 65 MG Bass 2

17 12/ 66 MG Bass 3

18 12/ 67 MG Bass 4

19 12/ 68 FM Super Bs

20 12 /69 Cheese Bass

21 12/70 Syn.SB Bass
Click 22 13/ 64 Blip Bass

23 13 /65 KGP Bass

24 13 /66 TBMG Bass 1

25 13/ 67 MG Bass5

26 13/ 68 JPMG Bass

27 13/69 Click Bass

28 13/70 KMP Bass

29 13/71 Osc.Bass
Resonance 30 14/ 64 Reso.Bass

31 14 / 65 Wow MG Bass

32 14 / 66 Wow 101 Bass

33 14 /67 Sweep Wow Bass

34 14/ 68 MG 5th Bass

35 14769 Doom Bass

36 14/ 7 RubberBass 1

37 14/7 Rubber Bass 2
EFX 38 15/ 64 Acid Bass

39 15 /65 Bubble Bass
Organ 40 16 / 64 Organ Bass
Bank 03: Bass Guitar
Type Tone No. DPC#/CCO# Tone Name
Wood 01 17 /64 Ac.Bass 1

02 17 /65 Ac.Bass 2
Finger 03 18 / 64 Fingered Bs 1

04 18 / 65 Fingered Bs 2
Pick (5 19/ 64 Picked Bass 1

06 19 /65 Dust Pick Bass

07 19/ 66 Picked Bass 2
Fretless 08 20/ 64 Fretless Bass
Slap 4] 21 /64 Slap Bass 1
Bank 04: Synth Stack
Type ToneNo, PC#/CC0# ToneName
Stack1 01 22 /64 Syn.Stack 1

02 22 /65 Oct. Stack

03 22 / 66 Syn.Stack 2

04 22/67 Saw Stack
Stack2 05 23/64 Syn.SB 1

06 23/ 65 Syn.SB 2

07 23 /66 Brass Perc.

08 23 /67 Dirty SB

Voice

Ll I S R I R S I R R N N N R L T T R ¢ JRVRp PP VRN X SO N S SO VR

s el PR R R e KD

Yoice

[ R AR X I W
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Bank 05: Synth Pad Bank 08: Synth FX
Type ToneNo. PC#/CCO# Tone Name Voice Type ToneNo. PC#/CCO# Tone Name Voice
Abstract 01 24 /64 Atmosphere 1 Basic 01 36/ 64 UFO FX 2
02 24/ 65 Feed Back Wave 1 02 36 /65 Saw in Saw 1
03 24 /66 X-MOD 1 03 36/ 66 Feed Bell 2
04 24/ 67 Pacifica 2 04 36 /67 Abduction 2
05 24 /68 7th Atom 2 05 36 /68 Loop Sweep 1
06 24 /69 Quter Space 2 06 36 /69 UP FX 2
07 24/70 Rev.Atom 2 07 36 /70 Robocorder 2
Strange 08 25/ 64 2.2 Pad 2 08 /71 Noise Grow 2
09 25/ 65 Jungle Pad 2 Hyper FX 09 37/ 64 LFO Techno 2
10 25/ 66 Psycho Pad 2 10 37 /65 Calculating 2
11 25 /67 Pipe Pad 1 11 37 /66 Emergency! 2
12 25/ 68 Ambient Pad 2 12 37 /67 FX Beats 2
13 25 /69 Flanger Pad 2 13 37/68 Analog FX 1
Bell 14 26 / 64 Bell Pad 2 14 37/ 69 Transformer 2
15 26/ 65 7th Bell Pad 1 15 37/70 Dusty Scratch 2
16 26 / 66 Fantasia 2 16 37/ 7 Space Worms 1
17 26/ 67 Crystal 2 17 37/72 Winky FX 1
18 26 / 68 Exo.Bell Pad 2
19 26 / 69 Echo Bell 2 R
Warm 20 27 / 64 Warm Pad 2 Bank 09: Noise
21 27765 Soundtrack 2 Type ToneNo. PC#/CC0# ToneName Voice
2 27/ 66 Oct.l'ad 2 Absolute 0 38/ 64 PRS Noisel i
3 27/ 67 OB Str. Pad 2 mn 38/ 65 PRS Noise2 1
2% 27/ 68 X-MOD Pad 2 03 38/ 66 Pink Noise 1
%5 27/ 69 Sweep Pad 1 2 04 38 /67 White Noise 1
26 27/ 7 Sweep Pad 2 2 Noise EXI 05 39/64 Bomb Wind 2
27 27771 OB Soft Pad 1 06 39 /65 Syn.Wind 2
28 27/72 Goblin 2 o 39/ 66 Vinyl Noise 1
2 27/73 Echo Drops ! 08 39 /67 Noise Snare 2
EFX o 28/64 Random Pad 2 NoiseFX2 09 40/ 64 Explosion 2
3l 28/ 63 LFQ Sweep ! 0 40 /65 Pink Bomb 2
32 28/ 66 Horror Pad 2
33 28 /67 Pulse Key Pad 2
Bank 10: Piano
Bank 06: s,rings ngg Tone No. PC#/CCO# Tone Name Voice
A.Piano 01 41 /64 Ac.Piano 2
Type ToneNo. PC#/CCO0# Tone Name Voice 0 41/ 65 Bright Piano 2
Real ul 29 /64 Real Strings 1 2 E.Piano W 12/ 64 E.Piano 1 1
02 29 /65 Real Strings 2 1 04 2/65 E.Piano 2 1
Synth a3 30 /64 Auh Strings 2 05 42 / 66 E.Diano 3 2
04 30765 Hi Strings 2 06 42/67 E.Piano 4 2
05 30/ 66 Syn.Strings 1 1 EFX 07 43/ 64 Org E.Piano 2
06 30/67 Syn.Strings 2 2 08 43/ 65 Noise Piano 2
07 30/ 68 Syn.Strings 3 1 Clavinet 09 44 /64 Clav. 1
EFX 08 31/64 Noise Strings 2 10 44765 AnaClav. 1
0 31/65 RND Strings 2 1 44/ 66 Digi.Clav. 2
10 31/66 LFO Strings 2
Slow 11 32/ 64 Slow Strings 1
12 32/65 Slow SynStr. 1 Bank 11: Organ
Pizzicato 13 33/64 Pizzicato Str. 1
Type ToneNo. DPC#/CCO# Tone Name Voice
Standard 01 45 / 64 Organ 1 1
Bank 07: Voice 02 45/ 65 Lp-Hp Organ 2
Jazz 03 46 / 64 Organ2 1
Type ToneNo. PC#/CC0# Tone Name Voice 04 46 / 65 Percsv Organ 2
Natural o /64 Choir Auhs 1 Power 05 47 / 64 Slow Organ 2
EFX 02 35/ 64 Space Voice 2 Chord 06 48 / 64 Smokey Org.Chrd 2
03 35/ 65 Sweepvox 2 07 48/ 65 Organ Chord 1
04 35/ 66 Synthvox 1 1 £0s 08 49 / 64 '60s Organ 2
o5 35767 Auh ! Distortion 09 50 / 64 Dist.Organ 1
06 35 /68 Synthvox 2 1 Church 10 50 / 64 Church Org.1 i
vz 35 /69 Leadvox 2 EFX 11 52/ 64 Organ Loop 1
u8 35/70 Auh Auh 2 12 52/ 65 LE-Organ 2
09 35 /71 Sky Vox 2
10 35/72 Auhbient 2
11 35/73 Vibravox 2
12 3B/74 Noisevox 2
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Bank 12: Chromatic Percussion Bank 16: Brass/Pipe
Type ToneNo. PC#/CC0O# Tone Name Voice Type ToneNo, PC#/CC0# Tone Name Voice
Real 01 53 /64 Glockenspiel 1 Synth 01 66 / 64 Synth Brass 1 2
02 53 /65 Vibraphone 1 02 66 / 65 Synth Brass 2 2
03 53 / 66 Beat Glocken pa 03 66 / 66 Bright Syn.Brs 1 2
04 53 / 67 Marimba 1 04 66 / 67 Bright Syn.Brs 2 2
Percussive 05 54 / 64 Timpani 1 05 66 / 68 Warm Brass 1 2
06 54 / 65 Steel Drums 1 06 66 / 69 Stack Brass 1 2
Synth 07 55/ 64 Sgr.Perc. 2 07 66 /70 Warm Brass 2 2
08 55/ 65 Juno Bell 2 08 66 /71 Strings Brass 1
09 55 / 66 MG Perc 1 ] 66/72 Warm Brass 3 2
10 55 /67 Perc.Glass 2 10 66 /73 Stack Brass 2 2
Trumpet 1 67 / 64 Trumpet 1
Bunk ‘ 3: Be“ P 12 67 / 65 Muteg?rrumpek 1
Type ToneNo. PC# 0#  Tone Name Voice 13 67 / 66 Sax&Trumpet 2
Real 01 56/ 64 Tubular-bell 1 sax I 68/ 64 Alto Sax !
0 56/ 65 Vib. Bell 2 15 68 /65 Baritone Sax 1
Synth 03 57 / 64 7th Bells 2 16 68 /66 Bright Sax 2
04 57 /65 Ring Bell 1 Flute 17 69/ 64 Flute 1
o5 57 / 66 Digi.Bell 1 1 Pan Flute 18 70/ 64 Pan Flute 1
06 57/ 67 Ring Mod. 1 19 70/ 65 Afro Flute 2
07 57/ 6 Digi.Bell 2 1 2 70766 Pipe Lead 1 2
08 57/ 69 Dirty Bell 1 2 2 70767 Pipe Lead 2 2
09 57/ 70 Dirty Bell 2 2 Shaku n 71/ 64 Shakuhachi 2
10 57 /71 Digi.Bell 3 1
Bank 17: Ethnic
.
Bank 14: GUItﬂr Type ToneNo. PC#/CC0# Tone Name Voice
Type ToneNo. PC#/CC0# Tone Name Yoice Sitar 01 72/ 64 Sitar 1 1
Acoustic 01 58 /64 Steel Str.Gt. 1 0z 72/ 65 Star 2 2
0 58/ 65 12str.Guitar 2 Kalimba 03 73/ 64 Kalimba 1
Electric 03 59/ 64 Jazz Guitar 1 Bagpipe 04 74/ 64 Bagpipe !
04 59 /65 Clean Guitar 1
05 59/ 66 Distortion Gt. 1 .
06 59 /67 Gt.Harmonics 1 Bunk l 8: H“
Hybrid 07 60 / 64 Acid Guitar 1 2 Type Tone No. PC#/CCO# ToneName Yoice
08 60 / 65 Acid Guitar 2 2 Synth Blip 01 76 / 64 MG Blip 1 1
(] 60 / 66 Jazz Steel Guitar 2 02 76 / 63 Rev.Blip 1
10 60 / 67 Sitar Guitar 2 03 76/ 66 MG Blip 2 1
11 60 / 68 Wah Guitar 1 04 76 / 67 Syn.Perc 1
05 76 / 68 Powa 1
. 06 76 / 69 Douby 1
Bank 15: Brass Section % 76/70  PMod Perc 2
Type ToneNo. PC#/CCO# Tone Name Voice Chord Hit 08 77/ 64 Bam Hit 1
Real o1 62/ 64 Brass 1 1 09 77/ 65 Bit Hit !
02 62/65 Bright Brass 1 2 10 77/ 66 Orch. Hit !
03 62/ 66 Bright Brass 2 2 11 77167 BF Hit !
Synth 1 04 63 / 64 Brass&Strings 2 12 77/ 68 Organ Hit 1
05 63 /65 SB Brass Sect. 2 13 77769 Bim Hit !
06 63/ 66 ST Brass Sect. 2 u /70 Dist Hit !
Synth 2 o7 64/ 64 OB Brass 2 15 7 Brass Fall )
08 64/ 65 Hybrid Brs. 2 16 77/72 Strings Hit 2
Synth 3 09 65/ 64 4th Brass 2 17 77/73 Space Frog !
Human 18 78 / 64 Hoo! 1
19 78/ 65 Ha! 1
20 78 / 66 Afro Feet 2
21 78/ 67 Breath 3 1
Scratch 1 22 79/ 64 Scratch Rwnd 1
23 79765 Scratch Push 1
24 79 / 66 Scratch Pull 1
Scratch 2 25 80/ 64 Tape Rewind 1
26 80/ 65 Vinyl Stop 1
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Bank 19: SFX Bank 21: Metal Percussion

Type ToneNo. PC#/CCO# Tone Name Yoice Type ToneNo, PC#/CCO#  Tone Name Voice
Spacy 01 81/ 64 Starship e Tambourine M 96 / 64 Jungle Tamb. 1
02 81/ 65 Burst Noise 2 02 96 / 65 Tambourine {
03 81/ 66 Laser-gurn 1 03 96 / 66 Hit Tamb. 1
Nature 04 82 /64 Seashore 1 04 96 / 67 Shake Tamb. 1
05 82/ 65 Rain 1 05 96 / 08 78 Tamb.
06 82 / 66 Thunder 1 Cowbell 06 97 / 64 Cowbell 1
07 82 /67 Wind i 07 97 / 65 808 Cowbell 1
08 82 / 68 Stream 2 U8 97 / 66 78 Cowbell 1
09 82/ 69 Bubble 2 Triangle 04 98 / 64 Mute Triangle 1
Animal 10 83 /64 Bird 2 10 98 / 65 Qpen Triangle i
11 83/ 65 Low Bird 2 Agogo 11 99 / 64 Agogo i
Tool 12 84 / 64 Telephone 1 12 99 / 65 78 Metal Beat 1
13 84 / 65 Gun Shot 1 Bell 13 100 / 64 Jingle Bell 1
14 84 /66 Machine-gun 1 14 104 / 65 Bell Tree 1
Traffic 15 85 / 64 Car-Pass t 15 100 / 66 Wind-chime 2
16 85/ 65 Car-Crash 2
17 85/ 66 Siren i
e 85767 Jetplane Bank 22: Other Percussion
19 85/ o8 Helicopter ! Type Tone No, PC#/CCO# Tone Name Voice
Human 20 86/ 64 Laughing ! Maracas 01 101 / 64 Maracas 1
2 86 /65 Screaming ! 0 101 / 65 808 Maracas 1
2 86 / 66 Punch 1 Cabasa 03 102 / 64 Cabasa Up 1
3 86 / 67 Heart Beat ! 04 102/ 65 Cabasa Down 1
u 86 / o8 Applause 2 Shaker 05 103 / 64 626 Shaker 1
Whistle 06 104 / 64 Short Whistle 1
. 7 104 / 65 Long Whistle i
Bank 20: Drum Percussion Guiro 08 105764 ShortGuiro 1
Type ToneNo. PC#/CC0# Tone Name Voice 09 105 / 65 Long Guiro 1
Tom Tom 01 87 / 64 409 Tom 1 10 105 / 66 78 Guira I
02 87 / 65 Synth Tom 1 Click 11 106 / 64 Click Noise 1
03 87 / 66 808 Tom 1 Rim Shot i2 107 / 64 909 Rim Shot 1
04 87 /67 Elec. Tom I 3 w7 /65 808 Rim Shot 1
05 87 / a8 Ac.Tom 2 14 W7 / o6 Rim Shot 2
06 87 / 69 78 Tom 2 Hit Percussion 15 108 / 64 Hyoshigi 1
Bongo 07 88 / 64 Hi Bongo Mute L 16 108 / 65 Claves 1
08 88 /65 Hi Bongo Open 1 17 108 / 66 808 Claves 1
09 88 / o6 Lo Bongo Mute 1 18 108 / 67 Woud Block 1
10 88 /67 Lo Bongo Open 1 Vibra-slap 19 109 / 64 Vibra-slap 1
Conga 11 89/ 64 Hi Conga Slap 1
12 89 /65 Hi Conga Mute 1 .
13 59/ 66 Hi Conga Open 1 Bank 23: Hi-Hat
M 89/ 67 Hi Conga Mute f Type Tone Nu, PC#/CC0# Tone Name Voice
15 89/ 68 Lo Conga Open 1 Real o1 110 / 64 Real CH 1 1
16 89 /70 808 Conga 1 m 10/ 65 Real PH 1 i
Surdo 17 90 / 64 Maute Surdo I 3 110 / 66 Real OH 1 1
18 90/ 65 Open surdo ! 04 110/67  RoomCH 1
Pandeiro 19 91/ 64 Open Pandeiro 1 5 110 / 68 Room OH i
20 91 / 65 Mute Pandeiro 1 6 110/ a9 Real CH 2 2
Cuica 21 92 / 64 Mute Liuica I o7 110 / 70 Real PH 2 1
- 975 Open Cuica ‘ 08 10/71  RealOH2 1
Timbale 23 93764 Timbale ! Electronic 9 1U1/64  BOBCH 1
Tablabava 24 94/ 64 Tablabava I 10 11765 808 OH 1
3 M7 63 Uda ! 1 1M1/66  78CH 1
Latin Kit 26 95 / 64 Latin Menu *1 1 12 111767 78 OH !
3 111/ o8 707 CH 1
H 11 /69 707 OH 1
13 111 /70 606 CH i
16 11 /71 99 CH 1 1
17 1M/72 Qe CH?2 1
18 111 /72 908 OH t
19 11 /74 909 Dist.OH 1
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Bank 24: Cymbal Bank 29: Bass Drum|(Kit)
Tvpe Tone No. PC#/CCO# Tone Name Yoice Type Tone No, PC#/CC0% Tone Name Voice
Crash 01 112/ 64 909 Crash 1 Electronic 01 127 / 64 Dist.BD Kit *2+ 2

02 112/ 65 808 Cymbal 1 02 127 / 65 }ngl.lfD Kit *2 1
Ride 03 113/ 64 909 Ride Cym. 1 03 127 / 66 909 BD Kit 1 *2 1

04 113 /65 Ride Cymbal 1 04 127 / 67 909 BD Kit 2 *2 1
Bell 05 114 / 64 Ride Bell 1 05 127 / 68 909 BD Kit 3 *2 1
Ethnic 06 115/ 64 Asian Gong 1 06 127 / €9 Dry BD Kit "2 1
Reverse 07 116/ 64 Reverse Cymbal 1 07 127 /70 606 BD Kit*2 1

Bank 25: Clap

Type ToneNo. PC#/CC0# Tone Name Voice
Single 01 117 / 64 808 Clap 1

02 117 / 65 Finger Snap 1

03 117 7 66 Hip Clap 2
Kit 04 118/ 64 Shake & LightClap*2 1

05 118 / 65 Rap & Real Clap *2 1

06 118 / 66 909 & Hard Clap *2 1

07 118 / 67 HC2 & 707 Clap *2 1

Bank 26: Snare Drum(single)

Type ToneNo. PC#/CCO¥  Tone Name Yoice

Real 01 119 / 64 Funky Ghost 1
02 119/ 65 Clap 5D 2
03 119 /7 66 FatSD 1
04 119/ 67 Tight SD 1

Electronic 05 120/ 64 909 SD 2
06 120 / 65 808 SD 1
07 120/ 66 Elec. SD 1
08 120 / 67 80809 SD 2
09 120/ 68 Slap 1
10 120 / 69 Blip SD 2

Bank 27: Snare Drum(Kit)

Type Tone No. PC#/CCO# Tone Name Voice
Real 431 121 / 04 Rim 5D Kit *2 1
02 121 / a5 Jngl.SD Kit 1*2 1
03 121/ 66 JrglSDKit2*2 1
04 121/ 67 Mute SD Kit *2 1
05 121 / 68 Funky SD Kit *2 1
06 121/ 69 Rap SD Kit *2 1
07 121 /70 Dry SDKit*2 1
Brush 08 122/ 64 Brush Tap "2 1
0" 122/ 65 Brush Slap *2 1
10 122/ 66 Brush Swiri *2 1
Electronic 11 123 / 64 909 SD Kit *2 2
12 123 / 65 80BSDKit1*2 1
13 123 / 66 Hyper SD Kit *2 1
14 123 / 67 FXSDKit "2 1
15 123/ 68 808 SD Kit 2 *2 1
16 123/ 69 606 SD Kit *2 2

Bank 28: Bass Drum(Single)

Type ToneNo, PC#/CCO# Tone Name Voice
Electronic [t 125 / 64 Blip BD 2

0z 125/ 65 Cave BD 1

03 125 / 66 808 BD 1 2

04 125 /67 808 BD 2 2

03 125 / 68 Elec.BD 2

06 125 / 69 Afro Feet BD 2
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Rhythm set list

The Mute column shows the PART button which is pressed to mute the specified rthythm instrument.

Mute TRIDY Set TRB08&Elec.Set CR78&TRA06 Set Jazz Set Brush Set Jungle Set
Note No. 01 (PCHY) 02 (PCHY) 03 (PC#17) 4 (PCH25) 05 (PCH206) 06 (PC#33)
1 SD 995D 1 998D 1 a9 S0 095D 1 YU 5D 1 Wy sD1
12 SD B08 5D 4 408 50 4 308D 4 ROB S0 4 308503 Bamboo Stk.
co SD RimSD1 308803 8085D3 Dry 5D 1 Clpsbi Jungle SD 3
14 SD Hyper SD1 808505 80BSDY 5 JungleSD 1 RimsD1 Funky 8D 1
sD Hyper SD 2 Hyper SD 1 HyperSD 1 Fat SD Funky 5D 1 ClpsD1
16 CLP Finger Snap Finger Snap Finger Snap Finger Snap Finger Snap 606 SD 2
17 18D 909 BD 1 909 BD 1 99 BD 1 9 BD 1 W BD 1 909 BD 1
BD Cave BD Cave BD Cave BD Cave BD Cave BD Cave BD
19 BD 808BD 1 Jungle 808 BD jungle 808 BD 808 BD 1 808BD1 Heart Beat
BD 98B0 3 909 BD 4 909 BD 4 909 BD 3 509 BD 3 Dry BD 1
21 BD Blip BD Blip BD Blip BD DevBD3 Dry BD 3 Blip BD
BD 606 BD 3 Dry BD2 Dry BD 2 606 BD 1 606 BD 2 Jungle BD2
23 BD 98 BD 9 909 BD § 4l BD 3 808 BD2 606 BD 1 wWeBD7
24 BO 909 BD 1 ElecBD 606 BD 1 DryBD2 Dry BD2 909 BD Y
c1 TOM/PERC Rim Shot Rim Shut Tiny Rim 3 909 Rim Shot 909 Rim Shot Tiny Rim 4
26 sb 909 5D 3 ElecsD 1 606 SD 3 Funky Ghost Fat 5D Tamb.5D 1
CcLp Hip Clap 1 Rap Clap 1 HC2 Clap Hip Clap 1 Real Clap Rap Clap 2
28 sSD HW SO Elec.SD2 006 SD 1 Funky 5D 2 Tight SD Jungle SD 4
29 TOM/PERC 78 Lo Tom Lo Synth Tom 808 Lo Tom W9 Lo Tom 3 909 Lo Tom 3 Lo BambooTom
HH 808 CH Real CH 1 606 CH Room CH RealCH 1 808 CH
21 TOM/PERC 78 Mid Tom Mid Synth Tom 808 Mid Tom 909 Mid Tom 3 909 Mid Tom 3 Mid BambooTom
HH 606 CH 707 OH 707 CH Real PH 2 Reat PH 1 707 CH
33 TOM/PERC 78 Hi Tom Hi Synth Tom 808 Hi Tom 909 Hi Tom 3 909 Hi Tom 3 Hi BambooTom
HH 909 Dist. OH Real OH 2 808 OH Room OH Real OH 2 707 OH
35 BD 909 BD 9 808 BD L 66 BD 3 808 BD 2 B08BD2 Jungle 808 Bl
36 BD 909'BD | 808 BD 2 606 BD 1 DryBD2 DryBD2 T jungleBDT
c2 TOM/PERC 909 Rim Shot 808 Rim Shot 808 Rim Shot Rim Shot Rim Shat Tiny Rim 2
38 SD 909 SD 2 BO8SD 2 808SD 1 Dry SD1 Brush Tap Jungle SD2
CcLp 904 Clap 808 Clap 808 Clap Real Clap Brush Slap Hard Clap
40 SD 99 st 808 SD 1 785D Funky SD 1 Brush Swirl JungleSD 1
41 TOM/PERC 909 Lo Tom 1 808 Lo Tom 1 78 Lo Tom 1 AcLoTom 1 AcloTom 1 409 Lo Tom 1
HH 909 CH 808 CH 78CH Real CH 1 Real CH2 Real CH 1
43 TOM/PERC 9(9 Lo Tom 2 808 Lo Tom 2 78 Lo Tom 2 AcLoTom2 AcLoTom2 909 Lo Tom 2
HH 909 CH 2 508 CH 808 CH Real PH 1 Real RH 2 jungle Tamb
45 TOM/PERC 909 Mid Tom 1 808 Mid Tom 1 78 Mid Tom | AcMid Tom 1 AcMid Tom 1 909 Mid Tom 1
HH 909 OH 808 OH 78 OH Real OH 1 Real OH 2 Room OH
47 TOM/PERC 909 Mid Tom 2 808 Mid Tom 2 78 Mid Tom 2 AcMid Tom 2 AcMid Tom 2 409 Mid Tom 2
o348 TOM/PERC 909 Hi Tom 1 808 Hi Tom 1 78 Hi Tom 1 AcHiTom1 AcHiTom1 909 Hi Tom 1
3 YM 909 Crash 1 808 Cymbal 1 808 Cymbal 1 904 Crash 1 909 Crash 1 909 Crash 1
50 TOM/PERC 909 Hi Tom 2 808 Hi Tom 2 78 Hi Tom 2 AcHiTom?2 AcHiTom2 909 Hi Tom 2
CYM 909 Ride 808 Cymbal 2 808 Cymbal 2 909 Ride 909 Ride 909 Ride
52 | CYM Rev.Cymbal Rev.Cymbal Rev.Cymbal Rev.Cymbal Rev.Cymbal Rev.Cymbal
83~ | CYM Ride Bell Ride Bell Ride Bell Ride Bell Ride Bel Asian Gung
CYM Tambourine 78 Tamb. 78 Tamb. Hit Tamb. Tambourine Hit Tamb.
55 CYM 9 Crash 2 9019 Crash 2 909 Crash 2 Shake Tamb. 909 Crash 4909 Crash
TOM/PERC Cowbell 808 Cowbelt 78 Cowbelt Cowbelt Cowbell Cuowbel]
57 i CYM 808 Cymbal 1 9049 Crash 1 909 Crash 1 909 Crash 2 909 Crash 2 909 Crash 2
_ﬂ TOM/PERC Vibraslap Vibraslap 808 Cowbell Vibraslap Vibraslap Vibraslap
59 | CYM Ride Cymbal Ride Cymbal Ride Cymbal Ride Cymbal Ride Cymbal Ride Cymbal
c4 60 TOM/PERC Hi Bni\go dpen Elec Hi 'Bungu Elec Hi Bongo Hi Bdl"\go Open T Hi Bohgobpén Hi ang(v Open
*““ TOM/PERC Lo Bongo Open Elec.Lo Bongoe Elec.Lo Bongo Lo Bongo Open Lo Bongo Open Lo Bongo Open
62 | TOM/PERC 11i Conga Slap 808 i Conga 808 Hi Conga Hi Conga Slap Hi Conga Slap i Conga Slap
-—“ TOM/PERC Hi Conga Open 808 Mid Conga 808 Mid Conga Hi Conga Open Hi Conga Open Hi Conga Open
64 ‘ TOM/PERC Lo Conga Open 808 Lo Conga 808 Lo Conga Lo Conga Open Lo Conga Open Lo Conga Open
65 TOM/PERC Hi Timbales Hi Timbales Hi Timbales Hi Timbale Hi Timbale Hi Timbale
_q TOM/PERC Lo Timbales Lo Timbales Lo Timbales Lo Timbale Lo Timbale Lo Timbale
67 TOM/PERC Hi Agogo Hi Agogo Hi Agogo Hi Agogo Hi Agogo Hi Agogo
TOM/PERC Lo Agogo Lo Agogo Lo Agogo Lo Agogo Lo Agugo Lo Agogo
69 : TOM/PERC Cabasa Up Cabasa Up Cabasa Up Cabasa Down Cabasa Up Cabasa Down
TOM/PERC Maracas 808 Maracas BUB Maracas Cabasa Up Maracas Cabasa Up
71 i TOM/PERC Short Whistle Short Whistle Short Whistle Short Whistle Short Whistle Short Whistle
| . .
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Note No.

107

03]

Mute TRY09 Set TRB08&Elec.Set CR78&TR606 Set Jazz Set Brush Set Jungle Set

01 (PC#1) 02 (PCH#9) 03 (PCH#17) 04 (PCH25) 05 (PCH26) 06 (PCH#33)
TOM/PERC Long Whistle Long Whistle Long Whistle Long Whistle Long Whistle Long Whistle
TOM/PERC Short Guiro 78 Metal Beat 78 Metal Bea! Short Guire Short Guire Hi Hyoshigi
TOM/PERC Long Guiro 78 Guiro 78 Guiro Long Guiro Long Guiro Lu Hyoshigi
TOM/PERC Claves BOB Claves 808 Claves Claves Claves Claves
TOM/PERC Hi Woudblock Hi Woodblock Hi Woodblock Mute Pandeiro Hi Woodblick Mute Pandeiro
TOM/PERC Lo Woodblock Lo Woodblock Lo Woodblock Open Pandeiro Lo Woadblock Open Pandeiro
TOM/PERC Mute Cuica Mute Cuica Mute Cuica Mute Cuica Mute Cuica Tablabaya
TOM/PERC Open Cuica Open Cuica Open Cuica Open Cuica Open Cuica Udo
TOM/PERC Mute Triangle Mute Triangle Mute Triangle Mute Triangle Mute Triangle Mute Triangle
TOM/PERC Open Triangle Open Triangle Open Triangle Open Triangle Open Triangle Open Triangle
TOM/PERC 626 Shaker 626 Shaker 626 Shaker 626 Shaker 626 Shaker 626 Shaker
HIT Oche Hit Oche Hit Oche Hit Oche.Hit Oche Hit QOche.Hit
HIT “Bam Hit Bam Hit’ Bam Hit Bam Hit ‘Bam Hit Bam Hit
HIT Bim Hit Bim Hit Bim Hit Bim Hit Bim Hit Bim Hit
HIT Dist. Hit Dist.Hit Dist.Hit Dist.Hit Dist.Hit Dist.Hit
HIT Organ it Organ Hit Organ Hit Organ Hit Organ Hit Organ Hit
HIT Douby Douby Douby Douby Douby Douby
T Strings Hit Strings Hit Strings Hit Strings Hit Strings Hit Strings Hit
HIT Syn.Perc. Syn.Perc, Syn.Perc, Syn.Perc. Syn.Perc. Syn.Perc.
HIT MG Blip 1 MG Blip 1 MG Blip 1 MG Blip MG Blip MG Blip
HIT Rev Blip Rev Blip Rev Blip Rev Blip Rev.Blip Rev Blip
HIT Ha! Ha! Hal Ha! Ha! Ha!
HIT Hoo! Hoo! Hoo! Hoo! Hoo! Hoo!
OTHERS Brass Fall Brass Fall Brass Fali Brass Fall Brass Fall Brass Fall
OTHERS' "~ Seratch Push Scratch Push Scratch Push’ Scratch Push Scratch Push ScrachPush
OTHERS Scratch Pull Scratch Pull Scratch Pull Scratch Pull Scratch Pull Scratch Pull
OTHERS Scratch Rwnd Scratch Rwnd Scratch Rwnd Scratch Rwnd Scratch Rwnd Scratch Rwnd
OTHERS Tape Rewind Tape Rewind Tape Rewind Tape Rewind Tape Rewind Tape Rewind
QOTHERS Vinyl Stop Vinyl Stop Vinyl Stop Vinyl! Stop Vinyl Stop Vinyl Stop
OTHERS Laughing Laughing, Laughing Laughing Laughing Laughing
OTHERS Screaming Screaming Screaming Screaming Screaming Screaming
OTHERS Car-Pass Car-Pass Car-Pass Car-Pass Car-Pass Car-Pass
OTHERS Car-Crash Car-Crash Car-Crash Car-Crash Car-Crash Car-Crash
OTHERS Helicopter Helicopter Helicopter Helicopter Helicopter Helicopter
OTHERS Jetplane Jetplane Jetplane Jetplane Jetplane Jetplane
OTHERS Laser-Gun Laser-Gun Laser-Gun Laser-Gun Laser-Gun Laser-Gun
OTHERS " Burst Noise BurstNoise Burst Noise TBurstNoise BurstNoise BumstNoise
OTHERS Starship Starship Starship Starship Starship Starship
OTHERS Analog FX Analog FX Analog FX Analog FX Analog FX Analog FX
OTHERS Bird Bird Bird Bird Bird Bird
OTHERS Bubble Bubble Bubble Bubble Bubble Bubble
OTHERS Wind Wind Wind Wind Wind Wind
OTHERS Stream Stream Stream Stream Stream Stream
OTHERS Sea Shore Sea Shore Sea Shore Sea Shore Sea Shore Sea Shore
OTHERS Thunder Thunder Thunder Thunder Thunder Thunder
OTHERS Applause Applause Applause Applause Applause Applause
OTHERS Explosion Explosion Explosion Explosion Explosion Explosion

91



Note No.

11

C012

14

Ci
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Mute House Set Techno Set! Techno Set2 Techno Set3 Abstract Set HipHop Set

07 (PCH41Y 08 (PC#49) 09 (PC#57) 10 (PC#65) 11 (PC#73) 12 (PCH#81)
SD 095D 1 9095D1 S09SD 1 9093801 95D 1 904 SD 1
s 808504 " 808SD4 808SD 4 " 808SD4 085D 4 gespd
SD Jungle SD 1 Funky SD 1 Rim SD 2 Funky SD 1 Hard SD 2 DrySD2
SD Hyper SD2 HyperSD 1 Hard 5D 1 Elec.SD FXSD2 jungle SD 1
SD Tiny SD Tamb.SD 3 Bambuoo SD Hyper 5D 3 Jungle SD 1 CipsSh2
CcLr Finger Snap Finger Snap Finger Snap Finger Snap Finger Snap Shake Clap
BD 909 BD 1 909 BD 1 909BD1 09 BD1 09 BD 2 909 B> 1
BD Cave BD Cave BD Cave BD Cave BD CaveBD2 Cave BD
BD 808BD 1 Jungle 808 BD Jungle 808 BD Jungle 808 BD 808BD 1 808 BD1
BD Dry BD1 909 BD 10 Dist.BD 3 904 BD 10 DryBD1 909 BD2
BD Blip BD Blip BD Blip BD Blip BD Blip BD 2 909 BD 7
BD 606 BD 3 e BD1 Jungle BD 2 66 BD 3 606 BD 1 606 BD1
BD 909 BDY 909 BD 9 %09 BD 9 Dist.BD 3 909 BD 9 808 BD 2
BD Y9 BD7 909 BD 8 weBD7 W9 BDS 909 BD 8 DryBp2 T
‘TOM/PERC Rim Shot Rim Shot Rim Shot Rim Shot Rim Shot 409 Rim Shot
5D Funky SD 1 409 SD 3 Hyper SD 3 Noise SD Funky SD 1 ClpsSD1
CcLp Real Clap HC2Clap 707 Clap 99 Clap Shake Clap Hard Clap
sD Rap 5D 995D 1 Tamb SD 2 80804 SD Dry SD1 Funky 5D 1
TOM/PERC 808 Lo Tom 1 Tablabaya Lo Bim Hit Lo Synth Tom Ac.Lo Tom 909 Lo Tom
HH 808 CH 808 CH 808 CH 707 CH RealCH1 Room CH 1
TOM/PERC 808 Mid Tom 3 Lo Udo Mid Bim Hit Mid Synth Tom AcMid Tom 1 909 Mid Tom
HH Real PH1 Room CH 1 707 CH Room CH Room CH 1 RealCH1
TOM/PERC 808 Hi Tom 3 Hi Udo Hi Bim Hit Hi Synth Tom Ac.Hi Tom 909 Hi Tom
HH 808 OH 909 OH Room OH 909 OH Room OH Room OH
BD Y9 BD6 Afro Feet Kick Dist.BD 2 909 BD 7 606 BD 1 DryBD2
BD 909BD3 909 BD 6 DistBD 1 99BDE CaveBD DryBD1
TOM/PERC 909 Rim Shot 808 Rim Shot 509 Rim Shot Dust Rim Shot 808 Rim Shot Rim Shot
SD 9095D 3 909502 095D 3 Slap 785D Rap SD
cLp 909 Clap 707A@Clap Hyper SD 2 808 Clap Hyper SN 2 Hip Clap
5D ClpsD1 80809 SD FXSD1 Blip SD MG Biip Hard SD 1
TOM/PERC 909 Lo Tom 1 909 Lo Tom 1 Elec.Lo Tom 1 78 Lo Tom 1 78 Lo Tom 1 AcLoTom 1
HH 909 CH 707 CH w09 CH 808 CH 78CH Real CH1
TOM/PERC 409 Lo Tom 2 909 Lo Tom 2 Elec.Lo Tom 2 78 Lo Tom 2 78 Lo Tom 2 AcloTom2
HH 99CH2 Real PH 1 Room CH Real PH 1 808 CH Real PH1
TOM/PERC 909 Mid Tom 1 909 Mid Tom 1 Elec.Mid Tom 1 78 Mid Tom 1 78 Mid Tom 1 AcMid Tom 1
HH 909 OH 707 OH 909 Dist.OH 808 OH 78 OH Real OH 1
TOM/PERC 909 Mid Tom 2 909 Mid Tom 2 Elec.Mid Tom 2 78 Mid Tom 2 78 Mid Tom 2 Ac.Mid Tom 2
TOM/PERC GYHiTom1  9WHiToml ElcHiTomt 78 HiTom 1 HiTom1 AcHiTom 1™
CYM 909 Crash 1 909 Crash 1 909 Crash 1 909 Crash 1 808 Cymbal 1 99 Crash 1
TOM/PERC 909 Hi Tom 2 909 Hi Tom 2 Elec.Hi Tom 2 78 HiTom 2 78 Hi Tom 2 AcHiTom 1
CYM 909 Ride 909 Ride 909 Ride 909 Ride 509 Ride 99 Ride
CYM Rev.Cymbal Rev Cymbal Rev.Cymbal Rev.Cymbal Rev.Cymbal Rev.Cymbal
M Ride Bell Asian Gong Asian Gong Asian Gong Asian Gong Ride Belt
CYM Tambourine Tambourine Tambourine Tambaourine Tambourine Hit Tamb.
CYM 909 Crash 2 Y Crash 2 Y14 Crash 2 909 Crash 2 Y19 Crash 2 Shake Tamb
TOM/PERC 808 Cowbell 808 Cowbell 808 Cowbell 808 Cowbell 808 Cowbell 808 Cowbell
CYM 808 Cymbal 1 808 Cymbal | 909 Crash 3 808 Cymbal 1 909 Crash 1 909 Crash 3
TOM/PERC Vibraslap Vibraslap Vibraslap Dust Box Vibraslap Vibraslap
CYM Ride Cymbat Ride Cymbal Ride Cymbal Ride Cymbal Ride Cymbal Ride Cymbal
TOM/PERC Hi Bohgo bpen Elec Hi ango Hi 'Bungo'O'p‘en ‘Elec Hi Bnngo ‘Eloc.Hi Bongu Hi Bongo Open
TOM/PERC Lo Bongo Open Elec.Lo Bongo Lo Bongo Open Elec.Lo Bongo Elec.Lo Bongo Lo Bongo Open
TOM/PERC Hi Conga Slap 808 HiConga Hi Conga Stap 808 Hi Conga 808 Hi Conga Hi Conga Slap
TOM/PERC Hi Conga Open 806 Mid Conga Hi Conga Open 808 Mid Conga 808 Mid Conga Hi Conga Open
TOM/PERC Lo Conga Open 808 Lo Conga Lo Conga Open 808 Lo Conga 808 Lo Conga Lo Conga Open
TOM/PERC Hi Timbales Hi Timbales Hi Timbales Hi Timbales Hi Timbales Hi Timbales
TOM/PERC Lo Timbales Lo Timbales Lo Timbales Lo Timbales Lo Timbales Lo Timbales
TOM/PERC Hi Agogo Hi Agogo Hi Agogo Hi Agogo Hi Agogo Hi Agogo
TOM/PERC Lo Agogo Lo Agogo Lo Agogo Lo Agogo Lo Agogo Lo Agogo
TOM/PERC Cabasa Up Cabasa Up Cabasa Up Cabasa Up Cabasa Up Cabasa Down
TOM/PERC Cabasa Up Maracas Maracas Maracas Maracas Cabasa Up
TOM/PERC Short Whistle ~ Short Whistle Short Whistle Short Whistle Short Whistle Short Whistle
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Note No.

100

101

Mute House Set Techno Setl Techno Set2 Techno Set3 Abstract Set HipHop Set
U7 (PC#41y U8 (PC#49) 09 (PC#57) 10 {PCH65) 11{PC#73) 12 (PC#81)
TOM/PERC Long Whistle Long Whistle Long Whistle Long Whistle Long Whistle Long Whistle
TOM/PERC Mute Surde 78 Metal Beat Short Guiro 78 Metal Beat 78 Metal Beat Short Guiro
TOM/PERC Open Surdo 78 Guiro Long Guiro 78 Guiro 78 Guiro Long Guiro
TOM/PERC Claves 808 Claves 808 Claves 808 Claves 808 Claves Claves
TOM/PERC Mute Pandeiro Hi Hyashig Hi Hyoshigi Hi Hyoshigi Hi Hyoshigi Mute Pandeiro
TOM/PERC Open Pandeiro Lo Hyoshigi Lo Hyoshigi Lo Hyoshigi Lo Hyoshigi Open Pandeiro
TOM/PERC Mute Cuica Mute Cuica Mute Cuica Mute Cuica Mute Cuica Mute Cuica
TOM/PERC Open Cuica Open Cuica Open Cuica Open Cuica Open Cuica Open Cuica
TOM/PERC Mute Triangle Mute Triangle Mute Triangle Mute Triangle Mute Triangle Mute Triangle
TOM/PERC Open Triangle Open Triangle Open Triangle Open Triangle Open Triangle Open Triangle
TOM/PERC 626 Shaker 626 Shaker 626 Shaker 626 Shaker 626 Shaker 626 Shaker
HIT Oche. Hit Qche.Hit Oche.Hit Oche.Hit Oche.Hit Oche Hit
i SR T A
HIT Bim Hit Bim Hit Bim Hit Bim Hit Bim Hit Bim Hit
HIT Dist Hit Dist Hit Dist Hit Dist Hit Dist Hit Dist Hit
HIT Organ Hit Organ Hit Organ Hit Organ Hit Organ Hit Organ Hit
HIT Douby Douby Douby Douby Douby Douby
HIT Strings Hit Strings Hit Strings Hit Strings Hit Strings Hit Strings Hit
HIT Syn.Perc. Syn.Perc. Syn.Perc. Syn.Perc. Syn.Perc. Syn.Perc.
HIT MG Biip MG Blip MG Biip MG Blip MG Blip MG Blip
HIT Rev Blip Rev Blip Rev Blip Rev Blip Rev Blip Rev.Blip
HIT Ha! Ha! Ha! Ha! Ha! Ha!
HIT Hoo! Hoo! Hoo! Hoo! Hoo! Hoo!
OTHERS Brass Fall Brass Fall Brass Fall Brass Fall Brass Fall Brass Fall
OTHERS " "Scraich Push “ScratchPush  ScratchPush Scratch Push ScratchPush Scratch Push
OTHERS Scratch Pull Scratch Pull Seratch Pull Scratch Pull Scratch Pull Scratch Pull
OTHERS Scratch Rwnd Scratch Rwnd Scratch Rwnd Scratch Rwnd Scratch Rwnd Scratch Rwnd
OTHERS Tape Rewind Tape Rewind Tape Rewind Tape Rewind Tape Rewind Tape Rewind
OTHERS Vinyl Stop Vinyl Stop Vinyl Stop Vinyl Stop Vinyi Stop Vinyl Stop
OTHERS Laughing Laughing Laughing Laughing Laughing, Laughing
OTHERS Screaming Screaming Screaming Screaming Screaming Screaming
OTHERS Car-Pass Car-Pass Car-Pass Car-Pass Car-Pass Car-Pass
OTHERS Car-Crash Car-Crash Car-Crash Car-Crash Car-Crash Car-Crash
OTHERS Helicopter Helicopter Helicopter Helicopter Helicopter Helicopter
OTHERS Jetplane Jetplane Jetplane Jetplane jetplanc Jetplane
OTHERS Laser-Gun Laser-Gun Laser-Gun Laser-Gun Laser-Gun Laser-Gun
OTHERS " Burst Noise “BurstNoise  BurstNoise  BurstNoise Burst Noise " BurstNoise
OTHERS Starship Starship Starship Starship Starship Starship
OTHERS Analog FX Analog FX Analog FX Analog FX Analog FX Analog FX
OTHERS Bird Bird Bird Bird Bird Bird
OTHERS Bubble Bubble Bubble Bubble Bubble Bubble
OTHERS Wind Wind Wind Wind Wind Wind
OTHERS Stream Stream Stream Stream Stream Stream
OTHERS Sea Shore Sea Shore Sea Shore Sea Shore Sea Shore Sea Shore
OTHERS Thunder Thunder Thunder Thunder Thunder Thunder
OTHERS Applause Applause Applause Applause Applause Applause
OTHERS Explusion Explosion Explosion Explosion Explosion Explosion
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Preset pattern list

No. TempoBPM)  Measures Name Auther No. Tempo(BPM)  Measures Name Auther

AL 470 8 Goa Trance Pattem 1 MASA B-O1 1190 8 Techno Pattern 1 GigBag

A2 20 4 Gaa Trance Pattern 2 MASA B2 41U 8 Techno Pattern 2 CigBag

A3 1420 4 Guoa Trance Pattern 3 MASA B-03 13140 8 Techno Pattem 3 GigBag/Terra
A4 M20 4 Goa Trance Pattern 4 MASA B4 1300 8 Techno Pattern 4 GigBag

A5 1420 4 Goa Trance Pattemn 5 MASA B-IS 1530 8 Techno Pattern 5 GigBag

Ade 20 8 Guoa Trance Pattern 6 MASA By 1310 § Techno Patlem 6 GigBag/Terra
A7 20 4 Goa Trance Pattem 7 MASA BO7 1220 8 Techno Pattern 7 GigBag

A8 1360 4 Goa Trance Pattemn § MASA B8 1150 8 Techno Pattern 8 CigBag

A 600 4 Goa Trance Pattern ¢ MASA B9 1200 8 House Pattern 1 GigBag

A0 1450 8 Goa Trance Pattem 10 MASA B-1 1330 8 House Patem2 - GigBag/Terra
Al Hod 4 CGoa Trance Pattern 11 MASA B-11 1300 4 House Pattem 3 Giglhag

A-12 30 4 Goa Trance Pattern 12 MASA B-12 1210 4 House Pattem 4 MASA

A-13 410 4 Goa Trange Pattern 13 MASA B-13 1210 1 House Pattem 5 MASA

A4 M0 8 Goa Trance Pattemn 14 MASA B-14 1230 4 House Pattern 6 MASA

A-15 1490 4 Goa Trance Pattern 15 MASA B-15 420 4 House Pattern 7 MASA

A-le 470 4 Goa Trance Pattem 16 MASA B-16 1280 4 House Pattern 8 MASA

A-17 1540 8 Goa Trance Pattem 17 MASA B-17 1280 4 House Pattem 9 MASA

A-18 06 8 Goa Trance Pattern 18 MASA B-18 1210 4 House Patiem 10 MASA

A9 1390 8 Goa Trance Pattern 19 MASA 819 1540 4 House Pattern 11 MASA

A 1310 4 Goa Trance Pattern 20 MASA 820 1200 4 House Pattem 12 MASA

A2 10O 8 Goa Trance Pattern 21 MASA B-21 120 4 House Pattem 13 MASA

A2 1350 8 Goa Trance Pattern 22 MASA B-22 1220 4 House Pattern 14 MASA

AR 1420 8 Goa Trance Break Pattern 1 MASA B-23 HEt 4 House Patiem 15 MASA

AM 20 4 Goa Trance Break Pattern 2 MASA B-24 1220 4 House Patter 16 MASA

A5 M0 8 Goa Trance Break Pattern 3 MASA B-25 120 4 House Pattem 17 MASA

A26 20 8 Goa Trance Break Pattern 4 MASA B-26 1210 4 House Pattern 18 MASA

AY 100 8 Goa Trance Break Pattern 5 MASA B2 1210 8 House Pattern 19 MASA

A8 130 4 Goa Trance Break Pattern 6 MASA B-24 1210 8 House Pattern 20 MASA

A9 1450 4 Trance Pattern 1 Ryeland Alison B-29 1280 8 House Break Pattern 1 MASA

A0 1450 4 Trarwe Pattem 2 Rveland Alison B-30 1280 8 House Break Pattem 2 MASA

A1 1600 8 Trance Pattern 3 Ryeland Alisun 31 80 8 Hip Hop Pattem 1 GigBag

A3 W 8 Trance Pattern 4 Ryeland Alison B3 9w 4 Hip Hop Pattem 2 GigBag

AR MO0 8 Trance Pattern 5 Ryeland Alison B-33 90 8 Hip Hop Pattern 3 GigBag

A M50 8 Trance Pattern Ryeland Alison B34 940 4 Hip Hop Pattern 4 GigBag/Shige
A3 HOD 8 Trance Pattem 7 Ryeland Alison B35 1200 4 Hip Hop Pattern § Sagawa

A3 1400 4 Trance Pattern 8 Ryeland Alison B3 1200 4 Hip Hop Pattem6 Sagawa

A37 400 8 Trance Pattern 9 Ryeland Alison B-37 1300 8 Jazz Funk Pattern 1 GigBag/Terra
A3 130 4 Trance Patten 10 Ryeland Alison B3 1080 8 Jazz Funk Pattern 2 GigBag

A% 180 8 Trance Pattem 11 Ryeland Alison B3 1050 8 Jazz Funk Pattern 3 GigBag

A0 1280 4 Trance Pattemn 12 Sagawa B0 1080 8 Jazz Funk Pattern 4 GigBag

Al 180 8 Trance Pattern 13 GigBag, B-41 1010 8 Jazz Funk Pattern 5 GigBag

A2 1.0 8 Trance Pattern 14 GigBag B2 1168 8 Jazz Funk Pattern 6 GigBag/Terra
A3 W70 8 Trance Pattern 15 GigBag 43 1750 4 Jungle Pattern | Ryeland Alison
A-H 1680 8 Trance Pattern 16 GigBag B-H 1650 4 Jungle Pattern 2 Ryeland Alison
A5 1850 8§ Trance Pattern 17 GigBag B-45 1800 8 Jungle Pattern 3 Ryeland Alison
Ao len 4 Trance Break Pattern: 1 Ryeland Alison B¢ 1800 4 Jungle Pattern 4 Ryeland Alison
A7 o0 4 Trance Break Paltem 2 Ryeland Alison B47 18060 4 Jungle Pattern 5 Ryeland Alison
A8 450 4 Trance Break Pattern 3 Ryveland Alison B8 1800 4 Junygle Pattern & Ryeland Alison
A9 1350 4 Trance Break Pattern 4 Ryeland Alison B9 1800 4 Jungle Pattem 7 Ryeland Alison
A5 1400 4 Trance Break Pattern 5 Ryeland Alison B 1750 4 Jungle Pattern 8 Ryeland Alison
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No. TempoBPM)  Measures Name Auther No. Category Type Measures
(€] 1850 4 Jungle Pattern 9 Ryeland Alison E-01 Goa Trance Drums Pattern 2
2 1900 8 Jungle Pattern 10 Ryeland Alison E-02 Goa Trance Sound Effects 2
4 1640 8 Jungle Patter 11 MASA E-03 Goa Trance Shaker 2
C 1680 8 Jungle Pattern 12 MASA E-04  Goa Trance Taiko 2
C4B 1580 8 Jungle Pattern 13 MASA E-05 Goa Trance Sound Effects 2
Co6 1630 8 Jungle Pattem 14 GigBag, E-06 Goa Trance Drums Pattern 2
7 1760 8 Jungle Pattern 15 MASA E-07 Goa Trance Drums Pattern 2
C08 1580 8 Jungle Pattern 16 MASA E-08 Goa Trance Drums Pattern 2
(€1 1580 8 Junge Pattern 17 MASA E-09 Goa Trance QOstinato 2
Gl 1580 16 Jungle Pattemn 18 MASA E-10 Goa Trance Drums Pattern 2
(53} 1810 8 Jungle Patiern 19 Sagawa E-11 Goa Trance Bass Line 2
C12 165.0 4 Jungle Break Pattern 1 Ryeland Alison E-12 Goa Trance Sound Effects 2
13 1580 4 Jungle Break Pattern 2 MASA E-13 Goa Trance Drurmns Pattern 2
C-14 1750 4 Jungle Break Pattern 3 Ryeland Alison E-14 Goa Trance Drums Fill in 1
G5 10 4 Jungle Break Pattern 4 Ryeland Alison E-15 Goa Trance Drums Fill in 2
Cl6 1750 4 Jungle Break Pattern 5 Ryeland Alison E-16 Goa Trance Drums Pattern 2
C17 1650 4 Jungle Break Pattemn 6 Ryeland Alison E-17 Goa Trance Cymbal Pattern 4
C18 1580 4 Jungle Break Pattern 7 MASA E-18 Goa Trance Voice 1
C19 950 4 Trip Hop Tattern 1 Ryeland Alison E-19 Goa Trance Drums Fill in 2
[ace. AN 0] 4 Trip Hop Pattem 2 Ryeland Alison E-20  Goa Trance Drums Pattern 2
¢ 671 8 “Trip Hop Pattern 3 Ryeland Alison E-21 Goa Trance Phrase 2
2 00 4 Trip Hop Pattern 4 Ryeland Alison Goa Trance Bass Line 2
B 80 4 Trip Hop Pattem 5 Ryeland Alison Hip Hop Bass Line 4
C24 80O 8 Trip Hop Pattern 6 Ryeland Alison Hip Hop EP Chords 4
C5 1000 8 Trip Hop Pattem 7 Ryeland Alison Hip Hop Sound Effects 4
C-26 650 4 Trip Hop Pattem 8 Ryeland Alison . E-26 Hip Hop Drums Pattern 4
Cw 0 4 Trip Hop Pattern 9 Ryeland Alison E-27 Hip Hop Drums Fill in 4
B 00 8 Trip Hop Pattern 10 Ryeland Alison E-28 House Drums Fill in 1
¢ 0 4 Trip Hop Break Pattern 1 Ryeland Alison E-29 House Drums Pattern 2
C30 900 2 Trip Hop Break Patlern 2 Ryeland Alison E-30 House Bass Line 2
31 720 4 Trip Hop Break Patiern 3 Ryeland Alison E-31 House Drums Fill in 1
(@] 9 4 Salsa Pattern GigBag E-32 House Drums Pattern 2
G333 1H0 8 Samba Patiern GigBag/Tema E-33 House Tambourin Pattern 2
E-34 House Clavi Pattern 2
E-35 House Bass Line 2
E-36 House Drums Fill in 1
E-37 House Drums Pattern 2
E-38 House Clarinet Riff 2
E-39 House Horn Kick 2
E-40 House Horn Kick 2
E-41 House Bass Line 4
E-42 House Drums Pattern 2
E-43 House Riff 1
E-44 House Clavi Phrase 2
LC-45 House Bass Line 2
E-46 House Drums Fill in 1
E-47 House Drums Pattern 2
E-48 House Hit 2
E-49 House Hit 2
E-50 House Piano Riff 2
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No. Category Type Mveasures No, Category Type Measures
F-01 House Piano Riff 2 G-01 Jungle Drums Pattern 4
F-02 House Drums Pattern 2 G-02  Jungle Drums Fill in 4
F03 House Hit 2 G-03  Jungle Drums Fill in 4
F-(14 House Horn Kick 1 G-04  Jungle Drums Pattern 4
F-5 House Horn Kick 1 G-05 Jungle Drums Pattern 4
F-06 House Bass Line 2 G-06  Jungle Pizz Riff 2
F-07 House Drums Pattern 2 G-07 Jungle Drums Pattern 4
F-U8 House Snare Roll 8 G-08 Jungle Drums Pattern 4
F-00 House Hom Kick 1 G-09  Jungle Snare Roll 1
F-10 House Bass Line 2 G-10 Jungle Drums Fill in 1
F-11 House Riff 1 G-11 Jungle Sound Effects 1
F-12 House Riff 1 G-12 Jungle Hit 1
F-13 House Bass Line 2 G-13  Jungle Drums Pattern 2
F-14 House Bass Line 2 G-14 Jungle Oboe Riff 2
F-15 House Bass Line 2 G-15  Jungle Thunder Hit 1
F-16 House Drums Pattern 2 G-16 Jungle Drums Fill in 2
F-17 House Bass Line 2 G-17  Jungle Bass Line 2
F-18 House Line 2 G-18 Jungle SE 2
F-19 House EP Chords 4 G-19 Jungle SE 2
F-20 House Perc Pattern 2 G-20  Jungle Drums Pattern 1
F-21 House Druwms Fill in 1 G-21 Jungle Drums Pattern 1
F22 House Drums Pattern 2 G-22 Jungle Snare Roll 1
r-23 House Bass Line 2 G-23 Jungle Drums Pattern 4
F-24 House EP Line 4 G-24 Jungle Snare 4
F-25 House Drums Pattern 2 G-25 Jungle Drums Pattern 2
F-26 House Drums Fill in 2 G-26 jungle Drums Fill in 2
F-27 House - Clavi Line 2 G-27  Jungle Tabla 2
F-28 House El Drums Fill in 1 G-28 Jungle SE 1
F-29 House Drums Pattern 2 G-29 Jungle Tom Echo 2
F-30 House Drums Pattern 4 G-30  Jungle Bass Line 1
F-31 House Guitar Strum 4 G-31 Jungle Bass Line 2
F-32 House Bass Line 2 G-32 Jungle Melody Line 2
F-33 House EP Chords 2 G-33  Jungle Organ Chord 2
F-34 House Bass Line 2 G-34  Jungle Horn Kicks 2
F-35 House Piano Chords 2 G-35 Jungle Drums Pattern 2
F-36 House Synth Line 2 G-36  Jungle Drums Fill in 2
F-37 House Tambourin Pattern 1 G-37  Jungle Drums Pattern 8
F-38 House Drums Pattern 4 G-38 Jungle Synth Line 4
F-39 House EP Chords 2 G-39 Jungle Cymbal 2
F-40 House EP Chords 2 G40 Jungle Drums Pattern 2
F-41 House Bass Line 2 G-41 jungle Drums Fill in 2
F-42 House Horn Kick 1 G-42 Salsa Bass Line 4
F43 House Drums Pattern 2 G-43 Salsa Montuno 2
F-44 House Drums Fill in 1 G-44 Salsa Horn Kick 1
F-45 Jungle Synth Riff 2 G-45  Salsa Horn Kick 1
F-46 Jungle Drums Fill in 1 G-46 Salsa Flute Riff 1
F-47 jungle Synth Riff 4 G-47  Salsa Maracas 2
F-48 jungle Snare Roll 1 G-48  Salsa Perc Pattern 2
F-49 Jungle Synth Riff 2 G-49  Trip Hop Drums Fill in 1
F-50 Jungle Drums Fill in 2 G-50 Trip Hop SE 2
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No. Category Type easures
H-0m Trip Hop Screem 1
H-02  Trip Hop Wah Wah Guit 2
H-03  Trip Hop Drums Pattern 2
H-04  Trip Hop Perc Fill in 2
H-05  Trip Hop BD Pattern 4
H-06  Trip Hop EP Phrase 1
H-07  Trip Hop Sound Effects 1
H-08  Trip Hop Drums Pattern 2
H-09  Trip Hop Perc Fill in 1
H-10 Trip Hop Wah Wah Guit 2
H-11  Trip Hop Drums Fill in 2
H-12 Trip Hop Bass Line 2
H-13  Trip Hop Drums Pattern 2
H-14  Trip Hop Drums Fill in 1
H-15  Trip Hop Disc Noise 8
H-16  Trip Hop Drums Pattern 4
H-17  Trip Hop Scratch 1
H-18  Trip Hop Drums Pattern 2
H-19  Trip Hop Perc Pattern 2
H-20 Trip Hop Drums Fill in 2
H-21  Trip Hop Drums Pattern 2
H-22  Trip Hop Drums Fill in 1
H-23  Trip Hop Drums Fill in 1
H-24  Trip Hop Drums Pattern 2
H-25  Trip Hop Drums Pattern 2
H-26  Trip Hop Drums Fill in 2
H-27  Trip Hop Drums Pattern 2
H-28  Trip Hop Drums Fill in 1
H-29  Trip Hop Ostinato 2
H-30  Trip Hop Bass Line 2
H-31  Trip Hop Drums Pattern 2
H-32  Trip Hop Drums Fill in 1
H-33  Trip Hop Sound Effects 2
H-34  Trip Hop Bass Line 2
H-35  Trip Hop Drums Pattern 2
H-36  Trip Hop Bass Line 2
H-37  Trip Hop Perc Pattern 2
H-38  Trip Hop Synth chord 2
H-39  Trip Hop Drums Pattern 4
H-40  Trip Hop Synth Riff 2
H-41 Trip Hop Drums Pattern 2
H-42  Trip Hop Perc Fill in 2
H-43  Trip Hop Bass Line 2
H-44  Trip Hop Drums Pattern 2
H-45  Trip Hop Drums Pattern 2
H-46 Trip Hop Bass Line /Pitch 2
H-47  Trip Hop Sound Effects /Porta 2
H-48  Trip Hop Riff 2
H-49  Trip Hop Drums Pattern 2
H-50  Trip Hop Tom Roll 1
No. Category Type Measures
i-01 Trip Hop Bass Line 2
02 Trip Hop Drums Pattern 2
i-03 Trip Hop Drums Pattern 2
i-04 Trip Hop Sound Effecls 2
i-05 Trip Hop Sound Effects 1
i-06 Trip Hop Sound Effects 2 Q
i-07 Trip Hop Drums Fill in 2 :
i-08 Trip Hop Drums Pattern 2 :/7
i-09 Trip Hop Sound Effects 2
i-10 Trip Hop Punch 2
i-11 Trip Hop Sound Effects 2
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Arpeggio style list

Style Motif Beat Pattern Accent Rate Shuiifle Rate
174 all i/4 U-100% 50-90%
/6 all 176 3-100% 50-90%
1/8 all /8 0-100% 50-90%
1/ all 1712 (-100% S50-90%
1/16 all 1/161-3 U-100% S0-90%
1/32 alb (1 1/321-3 0-100% S50-90%
PORTAMENTO alf PORTA 1-11 (-100% 50-90%
GLISSANDC GLISSANDO 1/161-3,1/32 13 O-100% 50-90%
SEQUENCE A all SEQ-A1-7 U=t 50-90%
SEQUENCE B all SEQ-B 14 (=100 50-90%
SEQUENCE ¢ all¢h SEQ-C1-2 U-1007% 50-90%
ECHO 2 ECHO 1-3 0-100% 50-90%
SYNTH BASS BASS+UP2 SEQ-A1,5EQC 1 0-100% S0-90%
HEAVY SLAP BASS+UP 5, TOP+UP 5 MUTE 2,3 O-100% 50-90%
LIGHT SLAP BASS+UP 5, TOP+UP 5 MUTE2,3 0-100% 50-90%
WALK BASS SINGLE, DUAL, NOTE ORDER WALKBS, REFL O 10 50-490%
RHYTHM GTR 1 all (1) MUTE 1.4 O-100% 50-90%
RHYTHM GTR 2 CHORD MUTE 7,13, 14 0-100% 50-90%
RHYTHM GTR 3 CHORD MUTE8, 12,15 0-100% 50-90%
RHYTHM GTR 4 CHORD MUTE 9, 10, 11, 16 0-100% S0-490%
RHYTHM GTR § SINGLE UP, SINGLE DOWN STRUM 1-6 0-100% 50-90%
3 FINGER BASS+UP+TOP SEQ-A7 0-100% 50-90%
STRUMMING GTR SINGLE UP, SINGLE DOWN STRUM?7, § 0-11% 50-90%
PIANO BACKING CHORD MUTE 12, REF2 0-100% 50-90%
CLAVICHORD "3 MUTE 05, 06 0-100% SO-90%
WALTZ i) 176, 1/12 0-100% S0-490%
SWING WALTZ 4 /16 1-3 0100 50-90%
REGGAE CHORD REGGAE 1,2 0-100% 50-90%
PERCUSSION CHORD PERCI-4 0-1007% 50-90%
HARP *5 HARP -100% 50-90%
SHAMISEN TOPr+UP 4-6 SEQ-A2 0-100% 50-90%
BOUND BALL 6 BOUND O-100% 50-90%
RANDOM 7 1/ 417323, RANDOM 0-100% 50-90%
LIMITLESS all alt 0-1001%, 50-90%

all: All values can be specified

*1: Except for CHORD and BASS+CHORD 1-5
*2: SINGLE UP, SINGLE DOWN, SINGLE UP&DOWN, SINGLE RANDOM, DUAL UP, DUAL DOWN, DUAL UP&DOWN,

DUAL RANDOM, NOTE ORDER

*3: BASS+CHORD 4, BAS5+CHORD 5

*4; BASS+CHORD 2, BASS+UP 2, BASS+RANDOM 2, TOP+UP 2
*5: SINGLE UP, SINGLE DOWN, SINGLE UP&DOWN, GLISSANDO

*6: SINGLE, DUAL, NOTE ORDER, GLISSANDO

*7. SINGLE RANDOM, DUAL RANDOM, BASS+RANDOM 1-3
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Groove quantize template list

When using Groove Quantize, please be aware of the following points to achieve the maximum effect.

® Groove Quantize is effective when used on the rhythm instruments and bass which create the groove of the song. When
using it on other instruments, decrease the effect.

@ These templates are for 4/4 time. Using them for other time signatures may not produce the desired effect.
® The musical genres listed for each template are only guidelines. Try them with other types of music as well.

® 1f there are inaccuracies in timing, the desired effect may not be obtained. In this case, apply Grid Quantize to correct the
inaccuracies before applying Groove Quantize.
® These templates were created with a tempo of 120-140 in mind. When using them with a faster tempo, set Strength to 100%.

J

When using them with a slower tempo, set Strength to less than 100%.

® When using a template that produces a "swing" feel, adjust the degree of the effect as appropriate for the tempo of the play-
back data. For example, you would use a deeper setting for a jazz song with a slow tempo, and a lighter setting for a song
with a fast tempo. For a fast dance-type song, a deeper setting will produce a "bouncy” feel.

Template Effect

1 ¢ ltbeat Normal Dance Light Accent dance with light accenting

2 @ 16beat Normal Dance Hard Accent dance with hard accenting

3 ¢ 1ebeat Normal Dance Light Swing dance with light swing

4 o lébeat Normal Dance Hard Swing dance with hard swing

5 16heat Heavy Dance Light Accent dance with light accenting, behind the beat
6 16beat Heavy Dance Hard Accent dance with hard accenting, behind the beat
7 : iebeat Heavy Dance Light Swing dance with light swing, behind the beat

§ . l6beat Heavy Dance Hard Swing dance with hard swing, behind the beat

9 : lobeat Pushed Dance Light Accent
10 l6beat Pushed Dance Hard Accent
11 : 16beat Pushed Dance Light Swing
12 - 16beat Pushed Dance Hard Swing
13 : Tebeal Normal Fusion Lig}'ﬂ Accent
14 : 16beal Normal Fusion Hard Accent
15 : 16beat Normal Fusion Light Swing
16 @ 16beat Normal Fusion Hard Swing
17 ¢ lebeal Heavy Fusion Light Accent
18 : 16beat Heavy Fusion Hard Accent
19 @ lebeat Heavy Fusion Light Swing
20 : l6beat Heavy Fusion Hard Swing
21 ¢ ibheat Pushed Fusion Light Accent
22 @ lobeat Pushed Fusion Hard Accent
23 Tobeat Pushed Fusion Light Swing
24 & l6beat Pushed Fusion Hard Swing
2o Itbeat Normal Reggae Hard Accent
27 . ltbeat Nermal Reggae Light Swing
28 : 16beat Normal Reggae Hard Swing
29 - 16beal Heavy Reggae Light Accent
30 ¢ 16beat Heavy Reggae Hard Accent
31 . l16beat Heavy Reggae Light Swing
32 1é6beat Heavy Reggae Hard Swing
33 l6beat Pushed Reggae Light Accent
34 . lébeat Pushed Reggae Hard Accent
35 @ lIébeat Pushed Reggae Light Swing
3 o lebeat Pushed Regpae Hard Swing

25 '16beat Normal chéacvl;ibgblx”r’/\écdntv

dance with light accenting, pushing the beat
dance with hard accenting, pushing the beat
dance with light swing, pushing the beat
dance with hard swing, pushing the beat
fusion with light accenting

fusion with hard accenting

fusion with light swing

fusion with hard swing

fusion with light acconting, behind the beat
fusion with hard accenting, behind the beat
fusion with light swing, behind the beat
fusion with hard swing, behind the beat
fusion with light accenting, pushing the beat
fusion with hard accenting, pushing the beat
fusion with fight swing, pushing the beat
fusion with hard swing, pushing the beat
reggac with light accenting
reggae with hard accenling

reggae with light swing

reggac with hard swing

reggae with light accenting, behind the beat
reggac with hard accenting, behind the beat
reggae with light swing, behind the beat
regpae with hard swing, bebind the beat
reggae with light accenting, pushing, the beat
reggac with hard accenting, pushing the beat
reggae with light swing, pushing the beat
reggae with hard swing, pushing the beat



”

labeat Normal Pops Light Accent

W

o2

Lobeat Normal Pops Hard Accent
39 © lebeat Normal Pops Light Swing
40 ¢ lebeat Normal Pops Hard Swing
41 ¢ tobeat Heavy Pops Light Accent
42 ¢ iobeat Heavy Pops Hard Accent
3 16beat Heavy Pops Light Swing
44 1 lobeat Heavy Pops Hard Swing
45+ 16beat Pushed Pops Light Accent
46 . tobeat Pushed Pops Hard Accent
47+ l6beat Pushed Pops Light Swing
44 ¢ lebeat Pushed Pops Hard Swing

49 2 lebeat Normal Rhumba Light Accent

50 : lbbeat Normal Rhumba Hard Accent
51 . l6beal Normal Rhumba Light Swing
52 lobeat Nurmal Rhumba Hard Swing
53 @ ibbeat Heavy Rhumba Light Accent
5 16beat Heavy Rhumba Hard Accent
55 : 16beat Heavy Rhumba Light Swing
56 : l6beat Heavy Rhumba Hard Swing
57 . lobeat Pushed Rhumba Light Accent
S8 lebeat Pushed Rhumba Hard Accent
59 lebeat Pushed Rhumba Light Swing
et ; lébeat Pushed Rhumba Hard Swing
ol ¢ Samba '1(Pandurb cté)

62 : Samba 2{Surdo/Timba}

03 Axe HCaixa)

od + Axe 2{Surdo}

05 Salsa 1{Cascala)

66+ Salsa 2(Conga)

67 ¢ Triplels

68 Quituplets

69 Sextuplets

70 . 7 against 2 QuaterNo

71 . Lagging Triplets
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pops with light accenting

pops with hard accenting

pops with light swing

pops with hard swing

pops with light accenting, behind the beat
paps with hard accenting, behind the beat
pops with light swing, behind the beat
paps with hard swing, behind the beat
pops with light accenting, pushing the beat
pops with hard accenting, pushing the beat
pops with light swing, pushing the beat
pops with hard swing, pushing the beat

"thumba with light accenting

rhumba with hard accenting

rhumba with light swing

rhumba with hard swing

rhumba with light accenting, behind the beat
rhumba with hard accenting, behind the beat
rhumba with light swing, behind the beat
rhumba with hard swing, behind the beat
rhumba with light accenting, pushing the beat
rhumba with hard accenting, pushing the beat
rhumba with light swing, pushing the beat
rhumba with hard swing, pushing the beat
samba (for Pandero etc.) o )
samba (for Surdo/ Timba}
axe (for Caixal

axe (for Surdo)

salsa (for Cascala)

salsa (for Conga)

triplets

quintuplets

sextuplets

seven against two beats
lagging triplets



MIDI implementation

Model: MC-303 (Groove Box)
Date:  Mar. 25, 1996
Version: 1.00

Section 1. Receive data

M Channel Voice Messages

® Note off

Status 2nd bvie drd byte
&nH kkH vvH
YnH kkH oH

n = MIDI channel number : OHFH {ch.1-ch.16)
S OOH-7FH (0-127)
L00H-7FH (0-127)

Kk = note number

vy = note off velocity

*  For Rhylbm Parts, these messages are received when Rx.NOTE OFF = ON for each
Instrument.

The velocity values of Note O messages are ignored.

*  These messages are recorded during realtime recording,

@ Nofe on
Status nd bvie 3rd byle
9nH kkH vvH

n = MIDE chaonel number : 0H-FH (ch.1-ch.16}
SO0H-7FH (0-127)
:O1H-7TH (1-127)

kk = note number

vv = note on velocity
" Not received when RNOTE MESSAGE = OFF. {Initial value is ON)

*  For Rhythm Parts, not received when R.NQTE ON = OFF for each Instrument.
* These messages are recorded during realtime recording.

@ Polyphonic Key Pressure

Status ndbyte  drdbyte
AnH kkH vvH

n = MIDI channel number - 0H-FH (ch.1-chu1e)
1 00H-7FH (0-127)
COOH-7FH (0127)

Kk = nute number
Vv = key pressure

T Not received when Rx.POLY PRESSURE (PAf) = OFF. {Initial value is ON}
* The resulting effect is determined by System Exclusive messages. With the initial set-
tings, there will be no effect.

® Control Change

* When Rx.CONTROL CHANGE = OFF, all control change messages except for Channel
Mode messages will be ignored

* The value specified by a Comtrol Change message will not be reset even by a Program

Change. etc.

3 Bank Select {Controller number 0, 32)

Status 2nd byte Jrd byte
BnH (OH mmH
BnH 206 iH

n = MIDIE channel number : 011-FH (ch.1-ch.16)
vwm, Il = Bank number :0OH, 00H-7FH, 7FH (bank.1-bank. 16384}

© Not received when Rx.BANK SEL
{Power-on default value is ONL}

CT = OFF.

© Bank number LSB will be handled as 00H regardiess of the received value. However,
when sending Bank Select messages, you bave to send both tie MSB (mmH) and LSB
(IEH, the value should e 00H) together.

Bank Select processing will be suspended until a Program Change messaye is received

> Modulation (Controller number 1}

Status 2nd byte 3rd byie
BnH alH vvH

1t = MIDE channel number : OH-FH (ch. 1-ch.16)
vv = Modulation depth 00H-7FH (0-127)

* Not received when RCMODUILATION = OFF,
* The resulting effect is determined by Systemy Exclusive messages. With the initial set-
tings, this is Pitch Modulation Depth.

These messages are recorded during realtime recording,

) Portamento Time {Controller number 5)

Statys 2od byte 3rd byte
BnH 03H vvH

n = MIDI channel number : 0H-FH (ch.1-ch.16)
vv = Mortamento Time COOH-7FH (0-127)

* This adjusts the rate of pitch change when Portamenta is ON or when using the
Portamento Control. A value of 0 results in the fastest change

“ These messages are recorded during realtime recording

3 Data Entry {Controller number 6, 38}

Status 2nd byte 3rd byte
BnH 0pH mmH
BnH 26H HH

n = MIDI charmel humber : 0H-FH (ch.1-ch.16}
mm, i = the value of the parameter specified by RPN/NRPN

* These messages are recorded during realtime recording.

) Volume {Controller number 7}

Status Ind byte 3rd byte
BnH U7H vvH

n = MIDI channel number : 0H-FH (ch.1-ch.16)
vy = Volume :UOH-7FH (0-127)

*  Volume messages are used to adjust the volume balance of each Part.
* Not received when Rx. VOLUME = QFF,

* These messages are recorded during realtime recording,

3 Pan (Controller number 10}
Status 2nd byte 3rd byte
BnH VAH v

n = MIDI channe) number : 0H-FH (ch.1<ch.16)
Vv = pan L BOH-30H-7FH (Left-Center-Right)

*  For Rhvthm Parts, this is a relative adjustment of each Instrument’s pan setting,.
* Not received when Ry.PANPOT = OFF.
* These messages are recorded during realtime recording.

3 Expression {Controller number 11}
BaH 0BH wvH

14

n = MIDI channe] number - OH-FH (ch.1-ch.16}

vv = Expression :0H-7TH (11-127), Initial Value = 7FH (127)

* It can be used independently from Volume messages. Expression messages are used
for musical expression within a performance; e.g., expression pedal movements,
ereseendo and decrescendo.

* Notreceived when Ry .EXPRESSION = OFF. (Initial value is ON)

3 Hold 1 {Controller number 64)

Status 2nd byt 3rd byle
BnH 0k v

n = MIDI channel number : 0H-FH {ch.1-ch.16)
S O0H-7FH (0-127) 0-63 = OFF, 64-1

vv = Control value

Naot received when R HOLDT = OFF. (Initial value is ON)

* These messages are recorded during reallime recording,
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> Portamento {Controller number 65)
Statts nd byte 3rd byte

BnH AtH vvH

n = MiDI channel number : UH-FH (ch.1-ch.16)
vy = Control value TO0H-TFH (0-127) 0-63 = OFF, 64-127 = ON

* Nof received when Re PORTAMENTO = OFF. (Initial value is ON)

) Sostenuto [Cantroller number 66}

Stalus 2 byte 3rd byte
BuH 42H v

n = MIDI channel number : OH-FH {ch.1-ch.16)
vv = Contrid value COUH-TFH (0-127) 0-03 =« OFF, 04-127 = ON
~ Not received when RxSQSTENUTO = OFF. (Initial value s ON)

3 Soft (Controller number 67)

Status 2nd byte 3rd byte
BnH 43H wH

1 = MIDI channe! number ; 0H-FH (¢h.1-ch.16)
vy = Controf value SO0H-7PH (0-127) 0-63 = OFF, 64-127 = ON

* Not received when R SOFT = OFF. (Initial vafue is ON)

2 Portamento control {Controller number 84)

Status nd byte 3rd byte
BnH S4H kkH

n = MIDI channel number : UH-FH (ch.b-ch. te)
kk = source note number  : GOH-7FH (0-127)

* A Note-on received immediately after a Portamento Control message will change con-
tinuously in pitch, starting from the pitch of the Source Note Number.

* {fa voice is already sounding for a note number identical to the Source Note Number,
this voice will continue sounding (i.c., legato) and will, when the next Note-on is
veceived, smoothly change to the pitch of that Note-on.

* The rate of the pitch change caused by Portamento Control is determined by the
Purtamente Time value,

* These messages are recorded during realtime recording,

Example 1.

On MIDE Buesgription Result

490 3C 40 Note ot C4 Cion

B0 54 3C Portamento Cantrol from C4 no change {C4 voice still sounding)
40 40 40 Note on E4 glide front C4 1o B4

SO 3C 40 Note off C4 no change

A0 4040 Note off E4 £4 off

Example 1.

On MIDI Description Result
By 54 3¢ Portamento Control from C4 - no change
CORGET Nute on B4 F4 is played with glide from C4 1o B4

S040 40 Note off F4 Edoft

3 Effect 1 [Reverb Send Level} {Controller number 91}

Status 2nd byte drd byte
Bkt sBi v

w = MIDI channel number : OH-Fi1 {ch.1-ch.16)

vv = Control value SOOHSTTH (0-127)

* This message adjusts the Reverb Send Level of cach Part.

3 Effect 3 (Chorus Send Level) {Controlier number 93)

Status 2nd byte 1rd byte
Bt SDOH vk

n = MID1 channel number : OH-FH (ch.1-ch.io)

vv = Cuntrof value S UOH-7EH (U-127), Initial Value = U0H ()

¥ This message adjusts the Chorus Send Level of each Part
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) NRPN MSB/LSB {Controller number 98, 99)

Status 2oud byte 3rd byte
BnH 634 mmH
Bkt 62 ItH

1 = MIDE channel number  OH-FH (ch.1-ch.16)
mm = apper byte of the parameter number specified by NRPN
il = fower hyte of the parameter number specified by NRPN

© NRPN can be received when RNRPN = ON. "R NRPN™ is sel o OFF by power-on
in Normal Made.

* The value set by NRPN will not be reset even it Resel All Controliers is teceived.

© These messages are recorded during reallime recording.

NRPN

The NRIN (Non Registered Parameter Number) message allows an extended range of

controf changes 10 be used

To use these messages, you must first use NRPN MSB and NRPN LSB mussages to spedily

the parameter to be controlled, and then use Data Entry messages to specify the value of

the specified parameter. Once an NRPN parameter hias been specified, all Data Entry mes-

sages received on that channel will modify the value of that parameter. To prevent acci-

dents, it is recommended that vou set RPN Null (RPN Number = 7FH/7FH) when you

have finished setting the value of the desired parameter. Refer to Section 4

Supplementary material “Examples of actual MIDI messages” <Example 4> (page 113).

On the MC-303, Data entey LSB (HH) of NRPN is ignored, so it is no problem to send Data

entry MSB (mmH) only (without Data entry £51)

On the MC-303, NRPN can be used to modify the following parameters.

NRIN Data entry
MSB LS8 MSH Description

0L 08H mmi Vibrato rate (relative change on specitied channel)

i BEH-40H-72H (-50 - D - +50)
OTH 094 mmH Vibrato depth (relative change on specified channel}
mm: UEH-40H-72H (-50 - 0 - +50)
O1H OAH mmH Vibrato delav (relalive change on specified channet)
mm: ORH-4-72H (-50 - 0 - +50)

01H 20H mmH TVIE ctoff frequency (relative change on specitied channet)
mn OEHA0H-72H {50 - 0 - +50)

O 21H mmi TVF resonance (relative change on specified channet)

mm: DEH-40H-724H (-50 - 0 - +50)

D1 63H mm TVE&TVA Env. Attack time (relative change on specified

channel)

mim: (EH-40H-72H (-50 - 0 - +50}

O1H 64k mm TVF&TVA Env. Decay time (relative change on specilied channel)
mue DEH-A0H-72H (<50 0 - +50)

O1H s6H aumH TVE&TVA Env. Release time (relative change on specitied channeli

mm: OEH-40MH-72H (-50 - 0 - +50)

18H rrtl mmt Pitch coarse of drum instrument (relative change on specified

drum instrunient)

rrz key number of dram instrument

man: QOHAUH-7FH (-84 - 0 - +63 semitone)

TAH rrH mmit TVA level of drum instrument (absolute change on sperified

drum instrwment)

rr: key number of drum instrument

mnv 0OH-TFH (zere-maximum)

TCH rrH mmh Panpot of drum instrument (absolute change on specified

drum instrument)

1 Key number of dewm instrument

mm: U0H, 01H-40H-7FH (Random, Left-Center-Right)

1DH reH mmH Reverb send level of drum instrument (absulute change on

specified drum instrument)

rr: key number of drum instrument

nun: OH-7FH (zerosmaximugn)

TEH ek mmH Chuorus send level of drum instroment (absolute change on

specified drum instrument)

rrz key number of druni instrument

mum: WH-7FH (zero-maximum)

* Parameters marked “relative change” will change refative to the preset value

Parameters marked “absolute change™ will be set to the absolute value of the parame-

ter, regardhess of the proset value



D RPN MSB/LSB {Controller number 100, 101)

Status 2nd byte 3rd byte
BnH 6511 mmH
BnH [Z15] iH

n = MIDE channel number : 0H-FH (ch.-ch.16)
mm = upper byte of parameter number specified by RPN
i = lower byte of parameter number specified by RPN

* Not received when Rx.RP'N = OFF.

The value specified by RPN will not be reset even by messages such as Program
Change or Reset Al Controller

RPN
The RPN (Registered Parameter Number) messages are expanded control changes, and
each function of an RPN is described by the MIDI Standard.

To use these messages, you must first use RPN MSB and RPN LSB messages to specify the
parameter to be controlled, and then use Data Entry messages to specify the value of the
specified parameter. Once an RPN parameter has been specified, all Data Entry messages
received on that channel will modify the value of that parameter. To prevent accidents, it
is recommended that you set RPN Null (RPN Number = 7FH/7FH} when vou have fin-
ished setting the value of the desired parameter.Refer to Section 4. “Examples of actual
MIDI messages” <Example 4> (page 113).

On the MC-303, RPN can be used o modify the following parameters,

RPN Data entrv
MSB 1L.SB MSBLSB Explapation
(0H 00H mmH —  Pitch Bend Sensitivity

mm: B0H-18H (0-24 semitones), Initial Value = 02H (2 semitanes)
i ignured (processed as 00H)

specify up to 2 octaves in semitone steps

QHO0TH mmH IH  Master Fine Tuning
mm, 11 00 00H - 40 00H - 7F 7FH (100 - 0 - +99.99 cents), Initial
Value = 40 00H (40 cent)
Refer to 5. Supplementary material, “About tuning” (P-114).

O0H 02H mmH —  Master Coarse Tuning
mm: 28H-40H-58H (-24 - 0 - +24 semitones). Initial Value =
40H (10 semitone)
1 ignored (processed as 00H)

TRH7FH e e RPN null
Set condition where RPN and NRI™N are unspecified. The data
entry messages after set RPN nuil will be ignored. (Nu Data
entry messages are required after RPN null).
Settings already made will not change.
nun, W ignored

® Program Change

Status 2nd byte
CnH ppH

n = MIDH channel number < O0H-FH (ch.1-ch.16)
pp = Program number TO0H-7FH (prog. 1-prog. 128

* Not received when Re.PROGRAM CHANGE = OFF, (Initial value is ON)

After a Program Change message is received, the sound will change beginning with

the next Note-on. Voices already sounding when the Program Change message was

received will not be affected.

" For Rhythm Parts, Program Change messages will not be received on bank numbers
129-16384 (the value of Controf Number 0 is other than O (00H),

® Channel Pressure

Status 2nd byte
DnH vvH

n = MIDI channel number : 0H-FH (ch.]-ch.16)
vy = Channel Pressure COOH-TEH (0-127)

T Not received when Rx.CH PRESSURE (CAR = OFF {Initial value 1s ON}
* The resulting effect is determined by Svstem Exclusive messages. With the initial set-

tings there will be no effect

® Pitch Bend Change

Status 2nd byte 3rd byte
EnH HH mmH

n = MIDEchannel number : OH-FH (chul-ch.16)
mm, 1 = Pitch Bend value 00 00H - 40 00H - 7F 7TH (-8192 - {1 - +8191)

* Not received when Rx.PITCH BEND = OFF. (Initial value is ON}

* The resulting effect is determined by Svsterm Exclusive messages. With the initial set-
tings the effect is Pitch Bend,

These messages are recorded during realtime recording.

MW Channel Mode Messages

@ All Sounds Off {Controller number 120)

Status 2nd byte 3rd byte
BnH T8H OOH

= MIDE channel number : 0MH-FH (ch.1-ch.16)

* When this message is received, all currently-sounding notes on the corresponding
channel will be turned off immedialely.

® Reset All Controllers {Controller number 121)

Status Ind byvie 3rd byte
BnH TuH O0H

n = MIDI channel number : OH-FH (ch.1-ch 16}

* When this message is received, the following controllers will be set to their reset val-

ues.
Controller Resel value
Pitch Bend Change: i} (center)
Polyphonic Key Pressure 0 {off)
Channel Pressure U off)
Maodulation 0 (off)
Expression 127 (max)
Hold 1 G off)
Portamento 0 {uff)
Sostenuto 0 (uff)
Soft 0 {offy
RPN unset; previoushy set data will not change
NRPN unset; previously set data will not change

@ All Notes Off {Controller number 123}

Status 2nd byte 3rd byte
BnH 7RH O0H

n = MIDT channel number @ 0H-FH (ch.1-ch.16)
* When All Notes Off is received, all notes on the corresponding channe] will be turned

off. However if Hold 1 or Sostenuto is ON, the sound will be continued unti] these are
turned off,

® OMNI OFF (Controller number 124)

Status 2nd byte 3rd byte
BnH 7CH O0H

n = MIDI channel number : OH-FH {ch.1-ch.18)

* The same processing will be carried out as when Al Notes Off is received.

@ OMNI ON (Controller number 125)

Status Ind byte 3rd byte
BnH 7UH 00H

n = MID} channel number : OH-FH {ch.1-ch.16)

* The same prog

ssing will be carried out as when Al Notes Off is received.
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® MONO (Controller number 126)

Status 2nd bvte 3rd byte
BnH TEH mmk

n = MIDI channel aumber @ OH-FH (ch.1-ch. 16}

mm = mono number  OH-10H {0-16)

* 1o Normal Mode, the same processing will be carried out as when All Sounds Off and
All Notes Off is received, and the corresponding channet will be set to Mode 2 (M = 1}
regardiess of the vajue of “mono number "™ In Sound Module Mode, the same process-
ing will be carried out as when All Sounds Off and All Notes Off is received, and the
corresponding channel will be set 1o Mode & (M = 1) regardless of the value of “mono

nurmber.”

@ POLY {Controller number 127)
Status 2nd byte Ard byte
B 7FH OH

n = MIDE channe]l number  OH-FH {ch.1-ch.16)
“In Normal Mode, tie same processing will be carried cut as when Al Sounds Off and
All Nates OfF is received, and the corresponding channel will be set 1o Mode 1 In

Sound Module Mode, the same processing will be carried out as when AB Sounds Off
and Al Notes Off is received, and the corresponding channet will be set to Maode 3.

M System Realtime Message
® Timing Clock
FBH

* This mussage is received when Sync Mode is SLAVE in Normal Mode.

@ Start

* This towssage is received when Syne Mode is SLAVE or REMOTE in Normal Mode.

@ Continue
Status

FBH
* This message is received wlhen Syne Mode is SLAVE or REMOTE in Normal Mode.

@ Stop

Status
FCH

* This message is received when Sync Maode is SEAVE or REMOTE in Normal Mode.

® Active Sensing
Status

FEH

T When Active Sensing is received, the unit will begin monitoring the intervals of ail fur-
ther messages. While monitoring, if the interval betiveen messages exceeds 420 mws. the
same processing will be carried out as when All Sounds Off, All Notes Oft and Reset

All Controliers are received, and message interval monttoring will be halted
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M System Exclusive Message

Status Pata byte &
FOH itH, ddi, e A
For System Exclusive Message status

it = i number can 1D number {manufacturer ID) to indicate the manufacturer
whuse Exclusive message this is. Roland’s manufacturer 10 is
A1H.

I numbers 7EH and 7FH are extensions of the MiDI standard:
Universal Non-reallime Messages (7EH) and Universal
Realtime Messages (7FH)

dd,.. ev = data O0H-7FH 0-127)

7 s EOX {End Of Exclusive)

The System Exclusive Messages received by the MC-303 are; Universal Realtime System

Exclusive messages, Universal Non-realtime System Exclusive Messages, Data Requests

{RQ1), and Dala Set (DT1).
@ Universal Non-realtime System Exclusive Messages

2 Inquiry Request Message

Status Data byte o Status

FoH 7EH, dev, UbH, U1H F7H

Byte Explanation

FOH Exclusive status

TEH 1D number (universal non-realtime message)
dev Device (D (dev: 10H (173)

(V33 Sub ID#1 (General Intormaticn)

O1H Sub IDE2 Unguiry Request)

R EOX (End OF Exclusive)

¢ The “dev” is own device number or 7FH (Broadeast)
* When Inquiry Request is received, Inquiry Reply message will be transmitteddpage
1063

@ Universal Realtime System Exclusive Messages

7 Master volume

Status Data byte Statug
FOH 7EH, 7FH, (H, 01H, I, mmH 3
Byte Explanation

FOH Exclusive status

TFH ID number tuniversal realime message)
TFH Device 1D (Broadeast)

[C13] Sub 1D#1 {(Deviee Control messages)

313 Sub 1142 (Master Volume)

HH Master volume lower byte

mmtl Master volume upper bvte

F7H EOX (End Of Exclusive)

* The koswver byte (IHY of Master Volume will be handled as G0H.



@ Data transmission
MC-303 can transmit and receive the various parameters using System Exclusive mes-
hEHOCH

The exclusive message of MC-303 has a model 1D of 00H U3H and a device 1D of T0H (17).

2 Request data RQ1
This message requests the other device to send data. The Address and Size delermine the
tvpe and amomnt of data to be sent.
When a Data Request message is received, if the device s ready to transmit data and if the
address and size are appropriate, the tequested data will be transmiitted as a “Data Set 1

(DTH message. I not, nothing wilt be transmitted,

Status Data byte Status
FOH SR T0HL 00H, 03H, 11H, aaH, bbH, col, ddH, F7H

ssHtHL uub, vvH, sum

Byte Explapation

FOH Fxehusive status

41H 1D number (Roland)

dev Device (D (dev:10H (317)

O0H 03H Model 1 (MC-303)

11+ Command 1D (RQ1}

aat Address MSB: upper byvte of the starting address of the requusted data
bbH Address: 2nd byte of the starting address of the requested data

ecH Address : 3rd byte of the starting address of the requested data

ddH Address LSB: lower byte of the starting address of the requested data
ssH Size MSR

ttH

uuH Size

vvH Size LSB

sum Checksum

F7H EOX (End OF Txclusive)

* The amount of data that can be transmitted at once time will depend on the type of
data, and data must be requested using a specific starting address and size. Refer to the
Address and Size listed in Section 3 (page 106).

Regarding the checksum please refer o Section 4 (page 114).

"3 Data set | DT
This is the message that actually performs data transmission, and is used when vou wish

ter transmit the dala.

Status Data byte Status
FOH ATH, 10H, 00H, 03H, 12H, aaH, bbH, ccH, ddH, FrH

eeH, . {tH, sum

Byte Explanation

FoH Exclusive status

41H 1D number (Roland)

dev Device 1D (dev: 10H)

O0H 03H Model 1D (MC-303)

121 Command 1D (DT1)

aaH Address MSB: upper byte of the starting address of the transmitted data

bbH Address: 2nd byte of the starting address of the requested data

ccH Address 3rd byte of the starting address of the requested data

ddH Address LSB: lower byte of the starting address of the transmitted data

ceH Data: the actual data to be transmitted. Multiple bytes of data are transmit-

ted starting from the address.

i Data

sum Checksum
F7H LOX (End Of Exclusive)

© The amount of data that can be transmitted at one time depends on the type of dala,
and data van be received ondy from the specified storting address and size. Refer to the

Address and Size given in Sechon 3 (page 106}

Data farger than 128 byles must be divided into packets of 128 bytes or Jess, I “Data
Set 17 is transmitted successively, there must be an interval of at Jeast 40 ms between
packets.

* Regarding the checksum please refer to section | {page 114).

Section 2. Transmit data

W Channel Voice Messages

@ Note off

Status 2nd byte 3rd byte
onH kkH 0014

n = MIDE channed number - OH-FH (ch.i-ch.16)

kk = note number +00H-7FH (0-127)

1 These messages are transmitted when Out Assign is Txt in Normal Mode.

@ Note on

Statys 2nd byte Jrd byte
onH [3NE vvH

1= MDY channel number : 0H-FH (ch.1-ch.16)
S O00H-7FH {0-127)
P O1H-7FH (14127,

kk = note number

vv = note on velocity

* These messages are transmitted when Out Assign is Ext in Normal Mode.
R System Realtime Message

® Timing Clock

Status

FEH

This message is ransimtted when Syne Mode is SLAVE and Syne Out is ON in Normal
Maode.

® Start

Status

FAH

¥ This message is transimtted when Syne Mode is SLAVE and Syne Out is ON in Normal
Maode.

® Continue
Statits

FBH

* This message is transimtted when Svne Mode is SEAVE and Svnc Out is ON in Normal
Mode.

® Stop

Status

FCH

* This message is transimtted when Syne Mode is SLAVE and Sync Ont is ON in Normal
Mode

@ Active sensing
Status

FEH

* This will be transmitted constantly atintervals of approximately 230 ms.
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M System exclusive messages

“Inguiry Reply” and “Data Set TiDT1" are the only System Exclusive messages transmit
ted by MC-303

When an appropriate “Inquiry Request Message” and “Data Request 1 (RO message

are received, the requested internal data will be transmitted.
@ Universal Non-realtime System Exclusive Messages

3 Inquiry Reply

Status Data byte Status
FUk ZEH, WH, 06H, 026, 41H, 03H, 01H, 00H, 00H, F7H

00H, 03H, 00H, U0H,

Byte Explanation

Fon Exclusive status

7EM ID number (universal nom -realtime mussage)
10K Device 1D

O6H Sub ID#1 (General Information)

U2H Sub ID#2 (Inquiry Reply)

41H 1D number {Roland}

O3H O1H Device family code

OUH 00H Device family number code

QOH 03H 00H 00H Software revision tevel
F7H FOX (Endd of Exclusive)

* Reply the message by the unique device 1D (dev) when the device has received the
“Inquiry Request Message” in the Broadeast (page 104),

) Doto set 1 DTi
Status Data byte Status
FOH 41H, 10H, 00H, 03H, 12H, aaH, bbH, ccH, ddH, F7H

eeH, . ffH, sum

Byte Explanation

FOH Exclusive status

HH 1D number (Roland)

dev Device [D (dev: 10H)

00t D3H Model 1D (MC-303)

12H Command ID(DT1)

aaH Address MSB: upper byte of the starting address of the transmilted data
bbH Address: 2nd byte of the starting address of the requested data

ccH Address 3rd byte of the starting address of the requested data

ddH Address LSB: lower byte of the starting address of the transmitted data

eeH Data: the actual data to be transmitted. Multiple bvtes of data are transmit-
ted starting from the address

i+ Data

St Checksum
F7H EOX (Frd OF Exclusive)

* The amount of data that can be Iransmitted at une time depends on the type of data,
and datx will be transmitted from the specified starting address and size. Refer to the
Address and Size given in Section 3 (next columny),

* Data larger than 128 bytes will be divided into packets of 128 bytes or less, and each
packet will be sent at an interval of about 40 ms

* Regarding the checksum please refer to section 4 (page {14}
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Section 3. Parameter Address Map {Model ID
= 00H O3H)

This map indicales address, size, Data (range), Parameter, Description, and Default Value
of parameters which can be transferred using “Request data ] (RQ1I™ and "Data set |
(DT (paga 1US).

All the numbers of address, size, Data, and Default Value are indicated in 7-bit

Hexadecimal-form.

M Address Block map

An cutlined address map of the Exclusive Communication is as follows;

Sound Module Section

Individual

Individual

System Parameter i Bulk
Parc Para Bulk
‘ e Setup Parameren Bulk
¢ {mo= G-1}
40 49 mE 17
1
l Variation Set Bulk
i {ux xx = O
11 xx 00 -
} Data ¢ Bulk
i - 00-1D)
1z
Bulk
13 -
i Buls
| Pattern | Bulk
| (x = O i
15
¢ Bulk
Ly
i Bulk

There are two ways in which data of MC-303 s transmitted: Individual Parameter
Transmission in which individual parameters are transmitted one by one, and Bulk Dump
Transmission in which a farge amaount of data is transmifted at once



W Individual Parameters
Individual Parameter Transmission transmits data for reguests data) for one parameter as one exclusive message (one packet of “F0 ... F7").

In Individual Parameter Transtmission, vou must use the Address and Size listed in the lollowing “Parameter Address Map.” Addresses marked at “#” cannot be used as starting addresses.

@ System Parameters

Parameters related to the svstem of the device are called Syslem Parameters.

Address (H) Size {H Data (H) Ji¢ Description efault Value (H Deseription
00 40 0000 00 04 O18-07ES MASTER TUNE ~100.0 - +100.0 |cent] 0004 00 00 0 {cent]
004000 014 Use nibblized data

O 40 00 024

00 40 00 03#

* Refer to section 4. Supplementary material, ”“ About tuning” (page 114).

00 4000 04 [LV VY 06-7F MASTER VOLUME 0-127 7F 127
(=FOTF 7F 04 01 00 v F7)
00 40KH05 (L VEIVARH MASTER SHIFT 24 - +24 [semitones] 40 0 {semitones]
00 40 00 06 {X) 06 00 01 MASTER PAN 63 {LEFT) - +63 (RIGHT) 40 O(CENTER)
(0 40K 7F 0000 00 01 6,71 MODESET M=Sound Madule Mode
(Receive only) 127=Lxit Sound Module Mode

Sound Module Mode  {Normal Mode)
00400110 0000 10 00-1C VOICE RESERVE Part 10 {RPS Parl) 02 Om 2 0
RY4001 114 Part1 {RP'S Party 06 {00) o 0
04001 124 Part 2 {RPS Part) 02 {0 2 )
4001 134 Part3 {RPS Part) o oM 2 0)
00 4001 148 Part 4 {RPS Part) 02 {om 2 0)
4001 1534 Part 3 {RPS Part} 02 {00 2 [}
04001 168 Part 6 (RPS Party 02 {om 2 {0y
4001178 Part7 (RPS Party 0 om 2 {0)
04007 184 Part 8 (Pattern Part R) 02 {03) 2 (3)
oM 4001 1 Part 9 (Pattern Part 1) 02 (D3} 2 (3
Q4001 TA# Part 11 (Pattern Fart2) 00 {13) 0 {3)
00 4001 =4 : : :
Q4001 1T Part 16 (Pattern Part7) 00 {03) 0 {3)
¢ The sum total of voices in the voice reserve function must be equal to or less than the number of the maximum polyphony. The maximum polyphony of the MC-303 is 28.
00 4001 30 [LAREERY AN {10-07 REVERB MACRC 00: Room 1 04 Hall2

01: Room 2

02: Room 3

U3 Hall 1

t4: Hall 2

05: Plate

06: Delay

07: Panning Delay
004001 31 00 00 00 01 00-07 REVERB CHARACTER 0-7 ] 4
004001 32 a0 00 00 01 00-07 REVERB PRE-LFF 07 00 0
00 40 01 33 000001 00-7F REVERB LEVEL 0-127 40 (2]
00400134 a0 ot 00-7F REVERB TIME 0-127 40 ~d
0 40 01 35 00 00 00 01 00-7F REVERB DELAY FEEDBACK 0-127 00 [4
00 40 11 36 40 0000 01 00-7F REVERB SEND LEVEL TO CHORUS  0-127 on Q

* REVERB MACRQ is & macro parameter that allows global setting of reverb parameters. When you select the reverb type with REVERB MACRO, cach reverh parameter will be sel to the
suitable value.
FRB CHARACTER is a parameter that changes the reverb algorithm. The vatue of REVERE CHARACTER corresponds to the REVERB MACRQ of the same number.

00 40 01 38 GOD000 01 00-07 CHORUS MACRO 00: Chorus 1 02 Chorus 3
0z Chorus 2
02: Chorus 3
03: Chorus 4
04: Feedback Chorus
05: Flanger
06: Short Delay
07: Short Delay (FB)

0400139 €0 00 00 01 00-07 CHORUS PRE-LPF 0-7 o0 0
004001 3A Q0 00 00 01 00-7F CHORUS 0-127 40 64
004041 38 0000001 00-7¢ CHORUS 0-127 08 8
04001 3C goonoom op-7F CHORUS DELAY 0-127 50 80
04001 3D 00 00 00 01 00-7F CHORUS RATE 0-127 03 3
[LVETVIY) KD 0000 00 01 00-7F CHORUS DEPTH 0-127 13 19
004001 3F 000 00 01 0-7F CHORUS SEND LEVEL TO REVERB 0-127 00 0

* CHORUS MACRQ is a macro parameter that allows global setting of chorus parameters. When you use CHORUS MACRQO to select the chorus type, each chorus parameter will be set to

the most suilable value,
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@ Part Parameters
MC-303 has 1o parts. Parameters that can be set individually tor each Part are catled Part parameters,
1 you use exclusive messages to set Part parameters, specity the address by Block number rather than Part Number (normally the same number as the MID1 chanpel). The Block number can

be specified as one ot 1o blocks, trom 8 iH) to I (H).

The relation between Part number and Block number ix as follows,

Sound Module Mode » Normaol Mode
xGBLOCK NUMBER 0-5) Part | (MIDEch = 1) x =1 a=0 (M) RI'S Part
Part 2(MIDIch =) x =2 x=l (H}  RPS Pant

Part 8 (MIDLch = 8 » = 8§ (H)
Part 9 (MIDIchi=9) x =9

T(H) ROS Part
(Hy  Mattern Part |

Part i IMIDEch = 1) =0 x=8{H} Iottern Part R
Yarti T IMIDEch = 1) x= A s=A{Hy  Patiern Part 2

Part12 (MIDUch = 12) x = 8 x=B(H} DPattern Part 3

x=F(H} Pattern Part 7

Partle (M3 ch = 16) x -

Address (H Size (M) Data (H) Parameter Description Befaulr Value (H Description
0040 1x i 08 B0 00 02 -7F TONE NUMBER CCHOIO VALUE 127 10 8]

Q040 Tx 01# A0-7F PO VALUET-128 o i

0040 [N 02 ool 00-14 Rx. CHANNEL 1-16, OFF

00 40 T 03 £0 00 (0 0t -1 Rx. PITCH BEND OFF/ON ot ON
U040 In 04 000 08 01 00-M Rx. CH PRES! E(CAD ot ON
040 1x 45 00 80 (0 01 o0-0% Rx. PROGRAM CHANGE [ ON
G0 40 Ix 06 00 g 00 0L a0-01 Rx, CONTROL CHANGE OFF/ON ul ON
00 40 1x 07 0000 40 01 00-01 OFF/ON ul ON
00 40 Ix 08 Q0 0o 01 OG-0t g 01 ON
(K) 40 Ix 0 QOO0 00 01 0i-0 ot ON
N 40 Ex OA GO N0 Ul 00-01 Rx. NRI'N 3] ON
T Rx. NRPN s set to OFF by power-on in Normat Mode,
00 4 1x 08 e o m (£ Rx MODULATION i ON
00 40 I 0C [ VARV 00-01 Rx. VOLUME ul ON
040 1 00 40 00 00 01 00-01 Rx. PANPOY [ ON
00 40 Ix 0 0000 00 U1 0601 Rx. EXPRESSION [ ON
0020 1x OF 0000 06 1 00-01 Rx. HOLDY o1 ON
004 I T B00 00 01 0C-i3t Rxd o1 ON
00 M It 00T 00-0t Ry ot ON
402 06 00 0 -1 Ry QFT7ON Ul ON
V040 Ix 13 00 VGO M ag-0t MONO/POLY MODE Mono/Paly 01 Paly
(= CU# 12001 7 CCH 127 00)

040 I 14 voOBLo 01 uo-0z ASSIGN MO 0= SINGLE tat v =g SINGLE at x

b= LIMITED-MULTI Hatx=r LIMITED-MULT  aty = ¢

2= FULL-MULTE
T ASSIGN MODE s the parameter that determines how voice assignment will be handled when sounds overlap on identical note numbers in the same channel (i.c., repeatediv struck notes).

Fhis is initialized to a mude suitable tor cach Part, »0 tor general purposes there is no need to change this. { r=0 Sound Modufe Mude, r=8 Normal Modue )

I 15 00 00 Ut 00-02 USE FOR RHYTHAM PART 0 = OFF d0atxzr OFFatxsr
T=MAP Ylatx=¢ MAPTatx =t
2=MAP2

T This parameter sets the Drum Map of the Part used as the Rhvthim Part. MC-303 can simubtaneously in different Parts) use up to two Drum Maps (MAPT, MADP2). ( r20 Sound Module
Mode, r=8 Normal Mode )

G040 Ix 16 00 00 00 01 PITCH KEY SHIFT <24 - 24 [bemitones) 40 £ [semitones]
U ¢ I 1T 100 00 (R 08-F8 PITCH OFFSET FINE S1240- 4120 fHe] 08 1) 4 {Hz]
0040 1x 18# Use nibblized data.

© PITCH OFFSET FINE allows vou to alter. by a specified frequency amount, the pitch at which notes will sound. This parameter differs From the conventionad Fine Tuning (RPN #1) parame-
ter in that the amount of frequency alteration (in Hertz) will be identical no matter which note is plaved. When a multiple sumber of Parts, each of which has heen wiven a different setting,
fur PETCH OFFSET FINE, are suunded by means of an identical note number, you can obtain a Celeste offect.

(SRt AN VD00 () U 00-71 PART LEVEL 127 04 11833
(=CCET

D040 Ix LA QOO 01 00-7F 0-427 40 o

2040 Ix IR QO OO B0 B VELOCITY SEN: 0-127 1 04

[LIE R RN GRVIEVARG O-7F PART PANTOT -HH{RANDOMY, 03 (LEFT) - 83 (RICHT: JD

D040 Iv 1D L0 0U 0001 (K- (-G i -1

O I 1D PHO0 Mol 0-7F NGE HIGH {C-1)-059) T Gy

2040 I I SO0V 01 =58 CCHCONTROLLER NUMBER 3-95 it 16

040 1x 20 00 00 iK1 01 0-5 CC2 CONTROLLER NUMBER 045 i 17

00 40 1y 24 GRS T H-7F CHORUS SEND LEVEL o 0

“43)
Ho 40 18 22 35300 D001 on-7 ERB SEND LEVEL 0-127 b5 M
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0040 1% 23

0040 1 30

0040 1\ 31

0040 1x 32

)40 18 33

0040 1x 34

G040 1x 35

(040 1x 36

() 40 1y 37

0040 T 39

00 30 Ix 40

G040 Ix 41
00 40 Tx 424
O340 Ix 434
00 40 1x 344
A0 40 T 454
00 40 Tx J6#
0040 Ix 478
00 40 ¥x 484
00 40 1x 49¢
040 1x 4A¥
00 40 1x 4B#H

* SCALE TUNING is a function that allows fine adjustment to the pitch of each note in the octave. The pitch of each identicalty-named note

OO0 G0 0Y

soonaom

f0o000m

[VAREIREARY]

(SRt

ag o oo nt

00 90 GO a1

0 oo 001

06 00 00 (11

moooem

0000 NC

an-01

0E-72

0E-72

OE-72

OE-72

GE-72

QE-72

OE-72

0E-72

0005

o-7F
00-7F
o0-7F
00-7F
o-78
00-7F
00-7F
00-7F
00-7¢
oe-71r
00-71
oe-71

Rx. BANK SELECT

TONE MODIFY 1

Vibrato rale (= NRPN# 8)

TONE MODIFY 2

Vibrato depth (= NRPNg 9

TONE MODIFY 3

TVF cuteff frequency {= NRPN# 32}
TONE MODIFY 4

TVF resonance (= NRPN# 33}
TONF MOMFY 5

TVF&TVA Envattack (= NRI'NH 4y

TONE MODIFY 6

TVF&TVA Envderay (= NRPN# 100)

TONEMODIFY 7

QFF/ON

-50 - +50

50 - +50

50 - +50

30 - +50

S50+ 450

-50 - +50

=50 - +50)

TVF&TVA Fovorelease (= NRIN# 102)

TONE MODIFY 8
Vibrato delay (= NRPN#10)

LEO WAV

ORM

SCALETUNING C
SCALE TUNING C#
_E TUNING D
SCALE TUNING D#
SCALETUNING E
SCALETUNINGF
SCALE TUNING F#
SCALETUNING G
SCALE TUNING G#
SCALE TUNING A
SCALE TUNING A#
SCALETUNING B

500 - 450

00 - SINE

01 - RANDOM]1
02 - RANDOM2
03 - SQUARE
- 5AW

05 - TRIANGLE

-64 - +63 fcent]
-64 - +63 jeent]
-6 - +63 Jeent|
-64 - +63 [cent}
64 - +63 jeent]
-64 - +63 [cent}
-6 - +63 fcent]
-64 - +63 fcent]
-6 - +63 Jeent]
~6d - +63 eent]
-t - +63 feent]
-t - +63 foent]

ting of 10 cont (40H) is equal temperament. Refer 1o section 4. Supplementary material, “The Scale Tune Feature"(p-114)

40 2% 00
0040 2x 01
0040 2« 02
004023 13
0040 2% 04
10 4023 05
00 402> 06
00 40 2% 07
0040 2% 68
L4 2x 09
U040 25 1A

Qo0 2x T
004025 11
Q040 2x 12
O 2N 13
0040 2x 14
0040 2x 15
WA e
0040 2% 17
40 2x 18
04023 19
40N TA

Q040 2x 20
0040 2% 21
a0 40
Q04028 23
O 40 2% 24

0040
QU0 2% 27
004025 28
Q040 2x 29
D40 2x 24

00 00 000
o oom
00 00 00 (1
00 00 00 0
00000 0]
0000 00
[E LRI NEEN]
G000 00 D1
0000 00 ¢
G0 Q000
4000 00 O}

[ERTIR
00 00 00 01
{00 00 0}
e onon Nt
00 00 00 01
00 00 00 0t
[ERVITHN
00 00 00 01
0000 R D1
00 00 00 01
{0 00 00 01

200N 6o ot
00 00 (10 01
00 0000 01
a0 00 Gt 1
00 B0 00 01
[EARVERR ]
0480 Gt
oo oo
ueo ee !
on e et ol
ARV R

28-58
00-7F
00-7F
-7F
00-7F
O0-7F
00-7F
00-7F
00-7F
00-7F
00-7F

258
00-7F
-7
00-7F
00-7F
00-7F
00-7F
00-7F
0u-7F
00-7F
o0-7F

28-58
00-7F
00-71
-7
-7
00-74
00-7F
00-7F
00-7F
Uik §
0u-7+

MOD PITCH CONTROL

MOD TVF CUTOFT CONTROL
MOD AMPLITUDE CONTROL
MOD LFO1 RATE CONTROL
MQD LFOI PITCH DEPTH
MOD LFOT TVF DEPTH

MOD LFOUTVA DEPTH
MOD LFO2 RATE CONTRO!
MOD 1LFO2 PITCH DEPTH
MOD LFO2 TVF DEPTH

MQD LFOZ TVA DEPTH

BEND PITCH CONTROL
BEND TVF CUTOFF CONTROL
BEND AMPLITUDE CONTROL
BEND LFO) RATE CONTROL
BEND LFO1 PITCH DETTH
BEND LFOT TVEDEPTH
BENDILFCY TVA DEPTH
BEND LFQ2 RATE CONTROL
BEND LFO2 TTCH DEPTH
BEND LFOTVF DEPIH
BEND LFO2 TVA DEPTH

CAIPITCH CONTROL
CAFTVF CUTOFF CONTROM
CAFAMPLITUDE CONTROL
CAVLIOT RATE CONTROL
CAFLFON PITCH DEPTH
CATLFO) TVE DEPTH
CAFLFON TVA DEPTH
CAFLFOL RATE CONTRO!
CATLFO2 PITCH DEPTH
CAFLFO2TVE DEPTH
CAFLFO2 VA DEPTH

24 - +24 [semitone}
G600 - +9600 [cent]
1000 - <100.0 %)
10 - 100 {Hz)
Q-600 [cent}

0-2400 [cent)
B-100.0 %]
S10.0- +100 {Hz)
0-A00 [cent]

0-2400 [cent]
0-100.0 [

424 {semitone]
SI6U0 - #9600 {cent]
1000 - <1000 %)
100 - +10.0{H2}
0-600 {eent]
0-2400 [ceni]
0-100.0 "]
30,0 - <100 |Hz]
0Q-600 [cent]
02300 [cent]

O- 1)

=24 - 424 [semitone]
SGRHY - +9A00 [cent]
SO0 -+ 00 ]
St «10.0 {Hez|
0-600 {cent]

02400 [cent]
0-100.0 [%]

B0 - <100 {Hz]
=600 {cert]

0-2400 {cent]
0-100.0 %)

01

40

40

40

40

H)

40

40

40

{0

40
40
40
40
10
40
40
40
40
4
40
40

ON

SINE

0 [cent]
(} |cent)
0 fcent]
0 [cent]
0 |cent]
0 leent]
U [cent}
0 cont]
0 jcont}
0 {cent}
O {cent}
0 Jcent}

in alf octaves will change simultancously, A set-

40
40
40
40
0A
o0
00
40
1]
[41]
0o

1
10
40
40

i)
oy
40
00
i
o

40
40
40
o
on
o
40
on
o
on

0 |semitones]
0 {eent}
0[]
0{tHz]
47 jeent]
0 Jcent}
ol
0 |Hz}

0 [cent}
£ |cent}
"}

2 [semitones]
1 eent}
0]
oMzl
¢ Jeent}
i} Jeent]
ol
([H7]
0 cent]
0 feent]
G

0 [semitones]
0 Jeent]
0

0 fiiz]
¢ [cent]
0 [cent]
0 [",,“

0 [Hz]
0 feent]
Q [cent]
0[]
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0040 2x 30 [V IR ENI3 2858 PAIPITCH CONTROL <24 - +24 fsemitone] 40 0 [semitones)
00 40 2x 31 aroouon 00-7F PAf TVF CUTOFF CONTROL G600 - +9600 {cent] 40 0 {cent]
J0402x 32 Q0 Bhue 01 U0-7F PAf AMPLITUDE CONTROL 1000 - +100.0 [} A 0[]
00 40 2x 33 00 o000 01 GO-7F PAf LFOT RATE CONTROL -10.0- ~100 {Hz} 4 O [Hz|
00 40 2x 34 Q00000 01 G0-7F PAf LFOI PITCH DEPTH 0-600 {cent] o £ {rent]
00 40 2x 35 Q0 00 00 04 00-7F PAf LFO1 TVF DEPTH 0-2400 [cent] o0 0 [cent]
0040 2x 36 00 00 80 01 -7 PAfLFO1 TVA DEPTH 0-100.0 [} o (U]
00 40 2x 37 Q0 0000 0t 00-7F PALLFO2 RATE CONTROL -10.8- +10.0 {Hz} 4 0 {Hz7{
0G40 2x 38 00000001 -7 PAFLFO2 PUITCH DEPTH 0-600 fcent] Q0 0 [cent]
G 40 2x 39 aooguaot 00-7F PAfLFO2 TVE DEPTH 02400 feent] a0 0 jeent]
0040 2x 3A oooB oo ol 00-7F PALLFOZ TVA DEPTH 0-100.0 [% iy 0 %]
U0 40 2x 40 (LU H 28-58 CCI PITCH CONTROL -24 - +24 [semitone] 40 0 {semitones|
00 40 2x 11 (SR LR 00-7F €C1 TVF CUTOFF CONTROL -9600 - +9600 {cent] 40 0 [cent]
0040 2x 12 woosot 00-71 CCY AMILITUDE CONTROL ~100.0 - +100.0 "4} 40 [IR5]
0040 2x 43 00 00 00 01 00-7F CC1LFOL RATE CONTROL 104 - + 100 [Hz] 0 0 [Hz|
0040 2x 44 (00000 01 078 CC1 LFOL PITCH DEFTH 0-600 fcent] 0 0 {cent}
00 40 2x 45 W onoe ot 00-7F CC1 LFOT TVF DEPTH 0-2400 fcent) 00 0 fcent]
0040 2x 46 0000000t 00-7F CC1LIFOL TVA DEPTH 0-100.0 [} oo 0%}
Q040 2 47 €0 00 00 01 00-7F CC1 LFO2 RATE CONTROL -10.0 - +10.0 {Hz] 40 U [Hz]
00460 2x 48 fovoteat 00-7F CC1 LFO2 PITCH DEPTH 0-600 {cent] 00 0 feent]
W40 2x 49 €0 00 00 01 00-7F CC1 LFO2 TVF DEPTH 2400 fcent} o 0 {cent}
00 40 2x 4A 00 00 00 01 00-78 CC1LFO2 TVA DEPTH 0-100.0 [} Ho 04
040 2x 50 0000 06 01 28-58 CC2 PITCH CONTROL <24 - +24 fsemitone] A0 O {semitones|
004022 51 o000l Q0-7F CC2 TVE CUTOFF CONTROL G600 - +9600 [cent] 40 0 {cent}
0040 2x 52 0000 00 01 00-7F CC2 AMPLITUDE CONTROL -100.0 - + 1000 [} 40 0]
00 411 2x 53 0000 00 01 (0-7F CC2 LFOT1 RATE CONTROL 10,0 - <100 [Hz} 0 0 {liz]
0040 2x 34 0000 06 01 00-7F CC2 LFO1 PITCH DEPTH 0-600 {cent} 00 0 {cent]
0040 23 53 )00 00 01 N-7F CC2LFO1 TVF DEPTH 0-2400 {cent] 1] 0 {cent}
0040 2\ 56 B0 0001 00-7¢ CC2 LFOI TVA DEPTH 0-100.0 [ 00 [IRA
00 41 2x 57 [EUGRCHRH {K-7F CC2 LFO2 RATE CONTROL -10.0 - +10.0 {14z} 40 0 [Hz]
0040 2x 58 40 a0 00 01 00-7F CC2 LFO2 PITCH DEPTH {-600 fcent] Ui} 0 {cent]
00 40 2x 59 B a0 00 m 00-7F CC2 LFO2 TVF DEPTH 0-2400 {cent] 00 0 [vent]
060 40 2x 5A 400000 01 00-7F CCILFO2 TVA DEPTH 0-100.0 [%} iy [IR]
® Drum Setup Parameters
* e Map number (0 = MATL, 1 = MAP2}
* rr: Rhthm part note number (00H-7FH)
Address (H} Size (H Data (H Parameter Description
0041 mlrr B eem Up-7F PLAY NOTE NUMBER Piteh coarse
4t m2rr U0 B0 01 Q0-7F LEVEL TVA level

{= NRPN# 26}
CO 4t m3re (VAR 00-7F ASSIGN GROUP NUMBER Non, 1-127
0041 mdor G000 00 0L 00-7F PANPOT -64 (RANDOM), -63 (LEFT) - +63 (RIGHT)

{= NRPN# 28, except RANDOM}
003 mSer 00 00 00 01 00-7F REVERB SEND LEVEL 0.0-1.0

{= NRPN# 29) Multiplicand of the part reverh depth
00 41 mo er €0 00 00 01 00-7F CHORUS SEND LEVEL 0.0-1.0

(= NRPN# 30) Multiplicand of the part chorus depth
41 m7 v Q000 60 M 0001 Ry, NOTE OFF OFF/ON
004t mBrr G0 0000 01 00-01 Rx. NOTEON OFF/ON

* When the Rhiythm Set is changed, DRUM SETUP PARAMETER values witl all be initialized.
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M Bulk Dump

Bulk Dump allows you to transimit 4 large amount of data at once, and is convenient for storing settings for the entire unit on a computer or sequencer.

To make MC-303 a Bulk Dump transmission, send it a “Butk Dump Request” message. For Bulk Dump Request, you must use the Address and Size listed in the following “Parameter Map.”
Addresses marked at “#” cannot be used as starting addresses.

Bulk Dump data which include large amount of data (more than 128 bytes) will sent out in separate packets at an interval of about 40 ms. In this case, the subsequent packets may contain the
address marked “4.7

To send several packets of large DT1 messages at a time, insert intervals of at least 40 ms. in between those packets.

® System and Part Parameters

Address (H Size (H) Number of packets
o6 4% 00 NG S0 00 10 L0

{ B ALL

4% 1bh Ort
a0 a8 ot 9c HIVERV IR T I R

| # SYSTEM PARAMETERS 1 1 packar
af 4R U8 OFE
QL 48 NG [

| 2 1 packet
60 48 61
o048 01 26066 01 o0

{ # PART PARAMETEFS - BLOCK ¢ 2 packets
O 45 0L 6F%
0L 42 02 70 24 00 01 6C

H # PART PARAMETERS - BLOCK 1 2 packete
G0 48 04 aFE
G048 04 6O 20 00 21 60

| # PART PARAMETERS - BLOCK 2 i packets
06 348 Ge IFE
D¢ 48 06 30 00 o0 51 60

! ¥ PART PARAMETERS BLOCK 3 2 packets
GG 43 OB OF4
0L 48 08 16 20 60 D1 6C

] 4 PART PARAMETERS - BLOCK 4 2 packets
40 48 02 &6F#
04 48 09 70 090 00 91 65

| i PART PARAMETERS - 2 packets
00 4R 00 4TH
g¢ 43 OB 50 an 66 61 648

{ it PART PARAMETERS - BLOTE 6 2 packets
68 43 CD 2F#
o 48 o0 30 a4 G0 81 &0

| 4 PART PARAMETERS - BLOCK 7 2 packets

3 CF OF¥
8¢ 48 CF 10 40 60 01 60

| # PRRT PARAMETERS - BLOCK & 2 packets
o0 45 10 §Fk
ap 48 106 70 0% 00 01 62

i # PART PARAMETERS - 9 2 packers
Q0 48 12 4F#
G0 48 12 60 00 01 60

i PART PARAMETERS - BLOCK A 2 packets
00 48 14
90 48 14 30 2B 60 0! 60

! # PART PARAMETERS - BLOOK B 2 packers
00 48 16 OFE
a0 48 18 10 2C 00 01 eD

1 ¥ PART PARAMETEFRS - BLOCK C 2 packers
a0 48 17 BFH
Gn 48 17 7D O GG 67 s

E 4 PARYT PARAMETERE ~ BLUCE D s
00 4R 1% 4rd
DOO4R 16 S0 00 05 01 &)

| # PART PARAMETEREZE BLOCK E Z packets
00 48 1B ZF4
DO A% LR 30 Gy L0 61 69

i # PART PARAMETEES - BLOCK F Z
D4R LD GF#
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@ DRUM SETUP PARAMETERS

m: map number (0 = MAPT = MAIY)

ANumber of packets
PLAY HNOTE NUMBER 2 packets

Addroess {iH) Size (H) Description
D640 md G0 a0 00 O OO

I opackets

DREUM MAP NAY

=
[
9
&
=

@ Pattern/Song data
MC-303 can be transmitted User Pattern, Variation Pattern, Song, Pattern Set and RPS Set data

Preset Pattern data can nut be transmitted.

Address (H) Size (M) Description
1600 wo o0 08 g2 oI 1o Doy Lealuest of

Dttt eydest of

Dump request of all Patvern Set

Dump request

Dump request of

Jaiatifey

009U 08 0 i1 TF O7F 7F Dt
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Section 4. Supplementary material

® Decimal and Hexadecimal table
In MIDE documentation, data values and addresses/sizes of exclusive messapges elc. are
expressed as hexadecimal values for each 7 bits.

The following table shows how these correspond to decimal numbers

{ Dec. | Hex. ||

o T o s
WA G0 @ s

Decimal values such as MIDE channel, bank select, and program change are listed as
one (1) greater than the values given in the above table.

A 7-bit byte can express data in the range of 128 steps. For data where greater precision
is required, we must use two or mare bytes. For example, two hexadecimal numbers aa
bbH expressing two 7-bit bytes would indicate a value of aa x 128 + bb.

* In the case of values which have a + sign, 00H = -hd, 40H = £0, and 7FH = +63, s0 that
the decimal expression wondd be 64 less than the value given in the above chart. In the
case of twor types, 00 00H = <8192, 40 00H = 0, and 7F 7FH = +8191_ For example if aa
bhH were expressed as decimal, this would be aa bbH - 40 00H = aa x 128 + bb - 64 ¢
125

Data marked “nibbled” is expressed in hexadecimal in 4-hit units. A value expressed
as a 2-byie nibble ta ObH has the value of a x 16+ b.

<Example 1> What is the decimal expression of SAH ?
From the preceding table, 5AH = 90

<Example 2> What is the decimal expression of the value 12 34H given os hexa-

decimal for each 7 bits?
Fram the preceding table, since 12H = 18 and 34H = 52
18 x 128 + 52 = 2356

<Example 3> What is the decimal expression of the nibbled value 0A 03 09 0D
?

From the preceding table, since OAH = 10, 03H = 3, MH =9, 0DH = 13

{10x 4+ 3 x 1 +9)« 16+ 13 = 41885

<Example 4> What is the nibbled expression of the decimal value 12587

Since from the preceding table, 0 = OH, 4 = 4H, 14 = 0EH, 10 = CAH, the answer 15 00 04
UE0AH

® Examples of actual MIDI messages

<Example 1> 92 3E 5F

9n is the Note-on status, and n s the MIDIE channel number. Since 2H = 2, 3EH = 62, and
SFH = 45, this
and velocity 95

A Note-on message with M CH = 3, nate number 62 {note name is T},

<Example 2> CE 49
CnH is the Program Change status, and n is the MID] channel number. Since TH = 14 and
49H = 73, this 15 a Program Change message with MIDI CH = 15, program number 74 .

<Example 3> EA 00 28

Ent s the Pitch Bend Change status, and n s the MIDI channed number. The 2nd byte
(OOH = 0) is the LSB and the 3rd byte (28H = 40) is the M5B, but Pilch Bend Value is a
signed number in which 40 00H (= 64 x 128 + D = §192} 13 0, so this Pitch Bend Value is
2800H - JO00H = 40 x 128 + 0 - thd x 128 + () = 5120 - §192 = 3072

If the Pitch Bend Sensifivity is set to 2 semitones, -8192 (00 00H) will couse the pitch to
change -200 cents, s in Lhis case -200 x (-3072) / (-R192)
applied to MID channel 11,

<75 cents of Pitch Bend is being

<Example 4> B3 64 00 65 00 06 OC 26 00 64 7F 65 7F

BuH is the Control Change status, and n is the MIDI channel number. For Conirol
Changus, the 2nd byite is the control number, and the 3rd byte is the value. 1n a case in
which two or more messages consecutive messages have the same status, MIDI has a pro-
vision called “running status” which allows the status byte of the second and following

messages [o be omitied. Thus, the above messages have the following meaning,

B3 a4 on MIDIE ch 4, fosver byt of RPN parameter number 1 00H
(33 500 (MIDH ch 4y upper byte of RPN parameter number L 00H
(R3) 06 0C (MIDI ch.4) upper byvte of parameter value OCH
(R3) 2600 (MIDI ch 4) lower byte of parameter value 1 00H
(B3 64 7F {MID] ch.d) lower byte of RPN parameter number  : 7FH
(B3) 65717 (MIDI ch 4) upper bvle of RPN parameter number 1 7FH

In other words, the above messages specify a vatue of 0C B0H for RPN parameter number
00 00H on MIDI channel 4, and then sel the RPN parameter number to 7F 7FH.

RPN parameter number 00 (RIH is Pitch Bendd Sensitivity, and the MSB of the value indi-
cates semitone units, so a value of OUH = 12 sets the maximum pilch bend range to £12
semitones (1 oclave}. (On MC-303, the LSB of Pitch Bend Sensitivity is ignored, but the

LSB should be transmitted any

v {with a value of 0) so that operation will be correct on
any device.)

Once the parameter number has been specilied for RI'N or NRPN, all Data Entry mes-
sages transmitted on that same channel will be valid, so after the dusired value has been
transmitted, it is a good idea 1o set the porameter number to 7F 7FH to prevent accidents.
This is the reason for the (B3) 64 7F (B3) 65 7F at the end.

It is not desirable for performance data {such as Standard MIDI Tile data) to contain many
events with running status as given in <Example 4>. This is because il playback is halted
during the song and then rewound or fast-forwarded, the sequencer may nat be able to
transmit the correct status, and the sound source will then misinterpret the data. Take care

to give each event its own status.

It is also necessary thal the RPN ar NRPN parameter number setting and the value selting
be done in the proper order. On sume sequencers, events occarring in the same (or consec-
utive) clock may be transmitted in an order different than the order in which Hey were
received. For this reason it is a god idea 1o stightly skew the time of each event (about 1
tick for TPQN = 90, and about 5 ticks for TPON = 480).

* O TPON: Ticks Per Quarter Nofe
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® Example of an Exclusive message and calculating a

Checksum

Roland Exclusive messages (RQ1, DT1) are transmitted with a checksam at the end
(before F7) to make sure that the message was correctly received. The value of the check-
sum is determined by the address and data {or size) of the transmitted exclusive message.

4 How fo calculate the checksum (hexadecimal numbers are indicated by 'H')
The checksum is a value derived by adding the address, size and checksum itself and
inverting the lower 7 bits,

Here's an example of how the checksum s caleulated. We will assume that in the exclu-
sive message we dre transmitting, the address is aa bb ccH and the data ur size is dd ee
iH.

aa +bb+cc+ dd +ee + (f + gg + hiv=sum
sum / 128 = quotient ... remainder
128 - remainder = checksum

<Example 1> SeMing REVERB MACRO to ROOM 3
According to the “Parameter Address Map,” the REVERB MACRO Address is 00 40 GF
30H, and ROOM 3 is a value of 62H. Thus,

FO 41 10 0003 12 00400130 02 7 F7
(M @2 3 @ s address data checksum {6)

(1) Exclusive Status, (2} 1D {Roland), {3) Device 1D (17),
() Model 1D (MC-303), (5) Command ID{DTY,  (6) End of Exclusive

Next we calcutate the checksum.

GOH + 40H + OTH + 30H + 02H = 0+ 64 + 1 + 48 + 2 = 115 (sum)
115 (sum) / 128 = 0 (quotient) ... 115 {remainder)
checksum = 128 - 115 (remainder) = 13 = 0DH

This means that FO 41 10 00 03 12 00 40 01 30 02 0D F7 is the message we transmit

<Fxample 2> Requesting transmission of the LEVEL for DRUM MAP 1 NOTE
NUMBER 75 (D#5; Claves)

NOTE NUMBER 75 (D#5) is 4BH in hexadecimal.

According to the “Pavameter Address Map,” LEVEL of NOTE NUMBER 75 (D#5; Claves)
in DRUM MAP 1 has an Address of 00 41 02 48H and a Size of 00 00 00 01H. Thus,

FO 41 10 0003 11 00410248 B 00 00N 7 7
) @2 ) @ G address size checksum ()]

{1) Exclusive Status, (2} 1D (Roland), {3) Device ID(17),
{4) Model 1D (MC-303), (5) Comumand ID {RQ1), (&) End of Exclusive

Next we calculate the checksum,

OOH + 31H + 02H + 4BH + G0H + 00H + 00H + 01H = 0+65+24+75+0+0+0+1 =
143 {sum)

143 (sum) / 128 = 1 {quotient) ... 15 (remainder)

checksum = 128 - 15 (remainder) = 113 = 71H

This means that FO 41 1000 03 1100 41 02 48 00 00 00 01 71 F7 is the message we transmit

114

® About tuning

in MIDI, individuat Parts are tuned by sending RPN 41 (Master Fine Tuning) to the
appropriate MIDI channel.

fn MIDI, an entire device is funed by cither sending RPN £1 to all MIDI channels being
used, or by sending a System Exclusive MASTER TUNE (address 00 30 60 UMY

RPN #1 allows tuning to be specificd in steps of approximately 0.012 cents (to be precise,
100/8192 cent), and System Exclusive MASTER TUNE allows tuning, in steps of (L1 cent
One cent is 1/ 100th of a semitone

The values of RPN #1 (Master Fine Tuning) and System Exclusive MASTER TUNE are

added together to determine the actual pitch sounded by each Part.

Frequently used tuning values are given in the following table for your reference. Values
are in hexadecimal (decimal in parenthuses)

- .
Kz in Ad] went | RN #1 | .00 40 00 €O |
| H 4c (+1961) ]
| & 4B (15734
! 76 | 47 (+118) |

45 (+ 79)

42 (v 39y |

40 o
| D 323 (+ 3911
| 3A 6465 | (~ 7931

<Example> Set the tuning of MIDI channel 3 to A4 = 442.0 Hz
Send RPN#1 to MIDI channe! 3. From the above table, the value is 45 03H.

B2 04 00 MIDI ch.3, lower byte of RPN parameter number S O0H
(B2} 60501 (MIDI ¢h.3) upper byte of RPN parameter number  : OIH
(82) 00 45 (MID! ch.3) upper byte of parameler value s 45H
(B2 2603 {MIDI ch.3) lower byte of parameter value 1U3H
B2y 64 7F {MID1 ch.3) lower byte of RPN parameter number 7
{B2) 65 7F (MIDI ch.3) upper byte of RPN parameter number 1 7FH

® The Scale Tune Feature [address: 00 40 1x 40}

The scale Tune feature allows you to finely adjust the individual pitch of the notes from €
through B. Though the settings are made while working with one octave, the fine adjust-
ments will affect all octaves. By making the appropriate Scale Tune settings, you can
obtain a complete variety of tuning methods other than equat temperament. As examples,
three possible types of scale setting are explained below.

2 Equal Temperament

This method of tuning divides the octave into 12 equal parts. It is currently the most wide-
iy used form of tuning,

especially in occidental music. On the MC-303), the default settings for the Scale Tune

feature produce equal lemperament.

) Just Temperament {Keytone C}
The three main chords resound much more beautifully than with equal temperament, but
this benefit can only be obtained in one key. If transposed, the chords tend 10 become
ambiguous. The example given involves settings for a key in which C is the keynote.

) Arabian Scale

By altering the setting for Scale Tane, you can obtain a variety of other tunings suited for
ethnic music. For example, the settings introduced below will set the unit to use the
Arabian Scale.

Example Settings
Note name  Eguat Temperament  Just Temperapent (Keytone C) Arabian Scale

< 0 4 -6
C# 0 -8 +45
8] 1 +4 -2
D# 0 +ib -12
E 0 -b4 Bl
F 0 -2 -8
F# [ -0 +43
[ 4 +2 -
G# o w14 +47
A [l -16 0
A# 0 +14 10
B 0 12 T

The values in the table are given in cents. Refer o the explanation of Scale Tuning on page
104 t convert these vatues to hexadecimal, and transmit them as exclusive data

For example, to set the tune (C-B) of the Part? Arabian Scale, send the data as follows:

FO 41 100003 1200 40 11 40 3A 61 38 33 013 35 6B 30 6F 30 36 UF 50 17




Groove Box (Normal Mode)

Date : Mar. 25, 1996

Model MC-303 MIDI Implementation Chart Version : 1.00
Function... Transmitted Recognized Remarks
Basic Default 1—7,10 1—16
Channel Changed X X
Default Mode 3 Mode 1 "4
Mode Messages Mode 1, 2 (M=1) 2
Altered sk sk s s o s
Note 0—127 00— 127
Number : True Voice ook ook s o ok ook o 0—127
Veloci Note ON O *3 O
elocity Note OFF X X
After Key's X O *3
Touch Ch's X 6] *3
Pitch Bend X (0] *3
0,32} X O *3 Bank select
11 X 0] *3 Modulation
51 X (0] *3 Portamento time
6,38 X 0] *3 Data entry
71 X 0 *3 Volume
101 X 0 *3 Panpot
i1 X O *3 Expression
ggggo; 64| X o *3 | Hold 1
9 651] X (8] *3 Portamento
66 | X 0 *3 Sostenuto
67 1 X e} *3 Soft
84| X 0] *3 Portamento controi
911 X O (Reverb) *3 Effect 1 depth
931 X O (Chorus) *3 Effect 3 depth
98,99 | X O *3 NRPN LSB, MSB
100, 101 | X O *3 RPN LSB, MSB
Program X O *3
Change : True # R 0—127 Program No. 1—128
System Exclucive 0] 0]
: Song Pos X X
ng;?nrgn : Song Sel X X
: Tune X X
System : Clock (0] 0
Real Time : Commands 0] 0
: All sound off X O (120, 1286, 127)
Aux : Reset all controters | X 0
: Local ON/OFF X X
Message . All Notes OFF X O (123 —127)
: Active Sense @] 0]
: System Reset X X
Notes * 1 Recognized as Channel Voice Messages of current part.
#2 Recognized as M=1 even if M#1.
#*3 0 X 1sselectable.

Mode 1 : OMNI ON, POLY
Mode 3 : OMNI OFF, POLY

Mode 2 : OMNI ON, MONO
Mode 4 : OMNI OFF, MONO

O:Yes
X :No
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Groove Box (Sound Module Mode)

Model MC-303

MIDI Implementation Chart

Date : Mar. 25, 1996
Version : 1.00

Function... Transmitted Recognized Remarks
Basic Default X 1—16
Channel Changed X 1—16
Default X Mode 3
Mode Messages X Mode 3, 4 (M=1) "1
Altered SR R A
Note X 0-—127
Number : True Voice R 0—127
i Note ON X O
Veloclty  Noge OFF X X
After Key's X 0 2
Touch Ch's X @] 2
Pitch Bend X O 2
0,32 | X (@] 2 Bank select
1 X 6] 2 Modulation
51 X O 2 Portamento time
6,38 | X 0O 2 Data entry
71 X O "2 Volume
10§ X 0] *2 Panpot
ontrot i1 X O 2 Expression
(CZhan e 64 | X O 2 Hold 1
9 651 X O 2 Portamento
66 | X O *2 Sostenuto
67 | X O 2 Soft
84 | X O "2 Portamento control
91| X O (Reverb) *2 Effect 1 depth
93 | X O {Chorus) *2 Effect 3 depth
98,99 | X O 2 NRPN LSB, MSB
100,101 | X O 2 RPN LSB, MSB
Program X O 2
Change : True # SR 0—127 Program No. 1—128
System Exclucive @] O
: Song Pos X X
gﬁii:;n : Song Sel X X
s Tune X X
System : Clock X X
Real Time  : Commands X X
: All sound off X O (120, 126, 127)
Aux : Reset all controllers | X e}
: Local ON/OFF X X
Message . All Notes OFF X O (123 —127)
: Active Sense O O
: System Reset X X
Notes * 1 Recognized as M=1 even if M#£[.
20 X i selectable.

Mode t : OMNI ON, POLY
Mode 3 : OMNI OFF, POLY
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Mode 2 : OMNI ON, MONO
Mode 4 : OMNI OFF, MONO

O Yes
X : No



',",I'o‘picuvl index

[A] + [B] means you should hold down [A] and press [B].

A specific keyboard pad to be pressed is indicated as [1]-[16].
The SELECT | € 1[ P |, [PLAY MODE] and [QUANTIZE] buttons have two or more indicators associated with each button. If a
button is to be pressed to make a specific indicator light, the-name of the indicator will be given.

The following symbols printed beside a button name indicate the status of the button indicator. Press the listed button to switch

the indicator to the specified status.

D it
* :blinking
® :dark

® Listening to the demo
[SHIFT] + [DEMO] — [PLAY]

@ Pattern

Select Pattern mode
Select a Pattern

Playback

Stop

Fast-forward

Move to end of Pattern
Rewind

Move to beginning of Pattern
Change tempo

Display the number of measures in a Pattern
Mute a Fart
Mute a rhythm instrument

Transpose during plavback
Specify the amount of transposition
Play back correctly from the middle of a Pattern

@ Pattern Sets

Select a Pattern Set

Select a Pattern from a Pattern Set
Register a Pattern in a Pattern Set
Register a Variation Pattern

@ Pattern Editing
Copy an entire Pattern
Copy part of a Pattern
Erase unwanted data
Delete unwanled measures
Insert blank measures
Transpose

Change nole velocity
Change note length

Fine adjustments in timing

Thin out unnecessary data

Modify a Pattern according to the Play Quantize settings

[PLAY MODE] (PATTERN)

SELECT | €] [ » ] (PTN/SONG) — VALUE dial ([SHIFT]} + VALUE
dial)

[PLAY]

[STOP]

[FWD]

[SHIFT] + [FWD]

[BWD]

[SHIFT] + [BWD]

SELECT | €] (TEMPO) — VALUE dial (|SHIFT] + VALUE dial)
alternativelyv, press [TAP] three or more times

hold down [SCALE/MEASURI]

[PART MUTE] D — [PART]

[RHYTHM MUTE] 3 — the [PART] for the rhythm instrument to be
muted

[REALTIME TRANSPQOSE]

[REALTIME TRANSPOSE] — VALUE dial

[SHIFT] + [STOT]

SELECT [ « ][ P ] (PTN SET) ~» VALUE dial ([SHIFT] + VALUE dial)
alternatively, [PTN STT] — OCTAVE [-][+]

[PTN SET] — kevboard pad

[PTN SET] — kevboard pad

[SHIFT] + [FUNC] + [13] = VALUE dial -» |ENTER]

[SHIFT] + [FUNC] + [1]
[SHIFT] + [FUNC] + (2]
[SHIFT] + [FUNC] + [3]
ISHIFT] + [FUNC] + [4]
[SHIFT] + [FUNC] + [5]
|SHIFT] + [PLN] o]
[SHIFT] + [FUNC] + [7]
[SHIFT +uu Cl+ 18]

}+19]

[SHIFT] + [FUNC] + [10]

1
[SHIFT] + [FUNC] +

1

]+ [FUNCT + [11]

[SHIFT
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® Song

Select Song mode

Select a song

Playback

Stop

Fast-forward

Move to end of song

Rewind

Move to beginning of song
Store modified settings in song

@ Song Editing
Copy a song

Delete unwanted Patterns
Insert a Pattern

® RPS

Select an RPS set
Use RPS to play back a phrase
Register a phrase in an RPS set

® Arpeggio

Play an arpeggio

Select a style

Add accent

Change the pitch range

Change the order in which the notes of the chord sound
Change the beat pattern

Change the backbeat timing

Store arpeggio settings in a pattern set
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[PLAY MODE] (SONG)

SELECT [ €] P | (PTN/SONG) — VALUE dial
[PLAY]

[STOP]

[FWD]

[SHIFT] + [FWD]

[BWD]

[SHIFT] + [BWD]

[SHIFT] + [FUNC] + [15] — [ENTER]

[SHIFT] + [FUNC] + [1]
[SHIFT] + [FUNC] + [4]
[SHIFT] + [FUNC] + [5]

SELECT | €] [ » ] (RPS SET) — VALUE dial {({SHIFT} + VALUE dial)
[RPS SET] — keyboard pad

mute all Parts except the one you wish to register — [RPS SET] + key-
board pad

[RPS SET] @ [PTN SET] @ — [ARPEGCIO] D — play keyboard
pads (or MIDI keyboard)

[SHIFT] + [1] - VALUE dial

alternatively, [ARPEGGIO] + VALUE dial

[FUNC] D — ACCENT RATE knob

[FUNC] * — OCTAVE RANGE knob

[SHIFT] + [1] — SELECT [ » ] - VALUE dial

[SHIFT] + [1] = SELECT [ » ] - SELECT [ » ] = VALUE dial
[SHIFT] + [1] = SELECT [ » | — SELECT [ | — SELECT [ »]
— VALUE dial

[SHIFT] + [FUNC] + [14] — [ENTER]



® Play Quantize
Specify the Part to which Play Quantize will be applied [SHIFT] + [QUANTIZE SELECT] * — [PART]

D Grid Quantize

Select the resolution [SHIFT] + [2] — VALUE dial
alternatively, [QUANTIZE] + VALUE dial
Apply Grid Quantize [QUANTIZE] (GRID) — TIMING knob

O Shuffle Quantize

Select the resolution [SHIFT] + [4] — VALUE dial
alternatively, [QUANTIZE] + VALUE dial
Apply Shuffle Quantize [QUANTIZE] (SHUFFLE) — TIMING knob

D Groove Quantize

Select a template [SHIFT} + [3] — VALUE dial
alternatively, [QUANTIZE] + VALUE dial
Apply Groove Quantize [QUANTIZE] (GROOVE) — [FUNC] @ — TIMING knob

([FUNC] * — VELOCITY knob)

® Tone
Select a Part [PART SELECT] 3 — [PART]
Play sounds IRPS SET] @ [PTN SET] @ — play keyboard pad (MIDI keyboard)
Select sounds SELECT [ €4 ][ » J(TONE) —» VALUE dial ({SHIFT] + VALUE dial)
Transpose the pitch [RPSSET] @ (PTN SET) @ — OCTAVE [-][+]
Modify the sound

LEVEL [FUNCT* — LEVEL knob

PANPOT [FUNC] * — PANPOT knob

RND PAN [FUNC] @ —» [RND PAN]

PORTAMENTO [FUNC]* — [PORTAMENTO]

PORTA TIME [FUNC] * — PORTA TIME knob

[.LFO RATE [LFO] @ — [FUNC] @ — LFO knob

LFO MOD [LFO]'D — {FUNC] @ — LFO knob

CUTOFF [FUNC] ® — CUTOFF knob

RESONANCE [FUNC] ® — RESONANCE knob

ENV. ATTACK [ENVELOPE] ® — [FUNC] ® — ENVELOPE knob

ENV. DECAY {ENVELOPE} 2 — [FUNC] @ -» ENVELOPE knob

ENV. RELEASE [FUNC] * — ENVFEILOPE knob

LFO WAVE [SHIFT] + [9] — VALUE dial

LFO PITCH [SHIFT] + [10] — VALUE dial

LFOFILTER [SHIFT] + [] 1] — VALUE dial

LFO AMP [SHIFT] + [12] — VALUE dial

BEND RANGE [SHTFT] + [H] — VALUE dial

OUT ASSIGN [SHIFT] + [14] — VALUE dial
Storing Part settings in a Pattern [SHIFT] + [FUNC] + [15] - [ENTER]
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@ Effects

) Delay/Reverb
Select the type [SHIFT] + [5] —» VALUE dial

Adjust the delay time [EFFECT] @ — [FUNC| @ — TIME/RATE knob
Adjust the overall effect sound [EFFECT] @ — [FUNC]* — EFX LEVEL knob
Adjust the effect sound for each Part [SHIFT] + {6] — VALUE dial

2 Flanger/Chorus

Select the type [SHIFT} + [7] — VALUE dial

Adjust the speed of modulation [EFFECT} O —» [FUNC] @ — TIME/RATE knob
Adjust the overall effect sound [EFFECT] O — [FUNC] * — EFX LEVEL knob
Adjust the effect sound for each Part [SHIFT] + [8] — VALUE dial

® System settings

Tuning [SHIFT] + [16] —» VALUE dial

Repeatedly play back a song [SHIFT] + {16] — SELECT [ » ] -» VALUE dial

Change the function of the pedal [SHIFT] + [16] — press SELECT | P | twice — VALUE

_ dial

Set synchronization settings [SHIFI] + [16] — press SELECT [ P ] three times —
VALUE dial

Transmit signals for external synchronization [SHIFT} + [16] — press SELECT [ » ] four times —
VALUE dial

Specify how the metronome will sound [SHIFT] + [16] — press SELECT [P ] five times —
VALUE dial

Adjust the volume of the metronome [SHIFT] + [16] — press SELECT | P ] six times ~
VALUE dial

Change the velocity produced when the keyboard pads are played [SHIFT] + [16] — press SELECT [ P ] seven times —
VALUE dial

View the remaining amount of memory [SHIFT] + |16} — press SELECT [ P ] eight times —
VALUE dial

@ Other

FUNC] + [SCALE/MEASURE]
SHIFT] + [FUNC] + knob
Save data SHIFT] + [FUNC] + [16] — [ENTER]

Metronome on/oft {
{
[
Load data [SHIFT] + [FUNC] + [16] —» SELECT [ » ] -» |[ENTER]
{
|
{

Make adjustments while viewing the display

Use the MC-303 as a MIDI sound module PLAY MODE] + power switch
Reset to the factory settings (all settings) SHIFT] + power switch

Reset to the factory settings {except for user data) FUNC] + power switch
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Specifications

MC-303 GROOVEBOX ® Connectors
Output Jack(L{IMONQ)/R)

@ Farts ~ Headphone Jack

16 parts(Main:§ + RPS: §) MIDI Connectors(IN,OUT)
Foot Control Jack

@® Tones oot Control Jac

AC Adaptor Jack
: 448 tones
® Power Supply

@ Rhythm Sets AC Adaptor (DC 9V)

: 12 sets
® Current Draw

® Maximum Polyphony 500mA

28 voices

@ Dimensions

378(W) x 244D x 91(H)mm
14-14/16 x 9-10/16 x 3-9/16

@ Effects
: Reverb/Delay, Chorus/Flanger

® Sequencer ® Weight
Tracks :8 .
. 3.0Kg / 6 1bs 10 oz (Excluding AC Adaptor)
Songs  : 10 ’
Pattern ® Accessories
Preset Patterns : 133 AC adaptor : ACI-120C, ACI-220], ACB-240E, ACB-240A
RPS Patterns : 211
Variation Patterns : 300 ® Options
User Patterns : 50 (Maximum) Pedal Switch DP-2, F&-5U

Note Storage : approx. 14,000 notes

RPS Set: 30

Pattern Set : 30

Tempo : 20.0 to 240.0

Resolution : 96 ticks per quarter note
Recording Method : Realtime, Stepl, Step2

@ Control Knob

Realtime Modify : Cutoff, Resonance, LFO(Modulation,
Rate)

Envelope Attack, Decay, Release

Panpot, Level, Portamento Time

Effect : Time/Rate, EFX Level

Play Quantize : Timing, Velocity
(Grid, Groove, Shuffle)

Arpeggio (34 style) : Accent Rate, Octave Rate

Others : Low Boost, Master Volume

® Keyboard Pad
16 kevs

@ Display
7 Segments, 6 Characters(LED)
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"Q" represents the Quick Start.

AFEETEOUCR Lot et 75
Al LG o e 16
AITPEZIO oot 38
AITPEEIO STYIE ot 38

attack time

available memory

bank select

DAL ottt e e :
BEAT AICAtOT ottt e oo 15
DAt PALLEITL oo 41
BENA TANEZE oottt 28
BPM oottt ettt b b 15
bulk dump .

change gate time ..
change velocity ..

channel message...

CROTUS et eve ettt ettt et e 2
chorus delay HITIC e et e e O
ChOTUS AEPth oo 3
chorus feedback 18Vel e 3

chorus pre- low pass filter

chorus send level to reverb.......... .34
CONEOL ChaNEE e 75

countin........ 46

current part.... 20
CUFTENE PALEEIT oo verers it 14
CUEOEE FIEQUENCY i 24
A RII o s 67
decay FEITIE o e eeaetesv e ee e ese et st eaes e meb bbbt s e s D)
delay

delay/reverb level i

delay/reverb part level

delay/reverb time

delay /reverd tyPe e
delete measure. ... RO OO UU RO UOYOUSUUURUPURURIORON «
delete Patteril. o 7
AEMO MOE e Q4
[y § LS TUU ST T O T OO O SOOI O PO O ETOU O T EUEROTTIRRNS 21
et QUANEIZO oo 67
effect

envelope

erase ... 63
EXPFESSION 1oorvt et 75
fACEOIY PESEE oot 84
[E1 S T OT RO OO PN U PO U R TUO YU ORUSTURUON 24
FLATUZET (e 32
flanger/chorus level e e e b a e e 3

flanger/chorus part level

flanger/chorus rate......
flanger/chorus type..

gate time

Gate HIME Fatio 51
Erid QUANTIZE oo 42

122

BTOOVE QUANTIZE 1ot 44

hold pedal

insert measure ...

insert pattern...

keyboard pad.......cco 9
FEVEL oottt s eb st ke b e 22
LFO amplitude modulation depth ..o 27
LFO filter modulation depth...iiinnennd 27

LFO modulation depth
LFQ pitch modulation depth
LFO rate..
LFO wave form

100P MUN TECOIAINE woivrvii e s 46
toop replace recording ... 46
JOOP FESE ot ireiiriiiiiri i 49
LOW BOOSE oot et b Q3, 11
oW Pass THEET oo 24

metronome

metronome volume

micro edit ...
micro scope.
MDD ettt s s

MIDI channel ..o e 74
MDD N COIMTIECEOT ittt et aeeiir s eesaerereeeecesinessanes 11,74
MID] QUT COMDECIOT vttt renecaes 11,74
MIDLUPAQLE oot s 17

modify data
4,75

modulation
motif.....

next pattern

TLOEE TLESSAEC  .oovoversreresas s essrss bbb s 74
octave mnchC)
ACEAVE SHFE oo et e 20
QUEPUE ASSIZI oot s 28
pad velocity et 73
pan .

Parameter . 21
part...... A2
PATE COPY ettt s 61
PAE UL e 16
PArt PATAIMETET et s 21
PAEEETTU oottt s 13
PALEIT COPY oot r b st 6l
Pattern @diti e 6l
pattern Fength o

pattern mode ...
pattern set....

pattern set write

pattern SetuP WIS o 30
pedal ASSIGI i 72
pedal SWICR e 11
pitchbend . T T U U P U TP 28, 74



B ]

Play qUantize .., 42
portamento. .22
POTEAMENLO HME. o 23
position ...

POWER sWItch e, Q3
Preset Pattern.. v 13
Program Change ... s 75
random pan

PEATHIME ETASC. oot oieiiie et 49
realtime modify ... 29
realtinie phrase SCqUENCe ... 30
realtime recOrdiNg. o
realtime transpose...

FECOTCHNG (1o 46
recording Parameter s 46
recording Part. ... 47
rehearsal

FESONUEIOM 11ttt vttt et et e e eve e 42,43
reverb character. o002

reverb delay feedback ..

reverb pre- delay Hme 0 32
reverb pre-low pass filter .32
reverb send level to chorus.....oooic i 032
reverb time 26
rhythm miube s 16
FRVERM part. e 12

SEQUEINICET oottt er bt e 13
SEELUP PATAIMICECT 1o 3D
shift clock

shuffle QUantZe ... e 43
SRR TALE oo 41, 44
stide effech e 56
SOFE .ot 75
song ..

SO COPY woireriieiiies et s 70
SONZ B v 70
SONG LOOP v 72
song mode

SONE reCOTAINE. oo 68
SONZ SEEUP W oo 69
SOSEENUED o 7e

sound source...

standard FMPO e 15
STEP RECIndIicator ..o 5 1
step recording 1o .50
step recording 2.

step time ..

SEHENEN L 43, 45

sustain level 25
SYIIC MO s 72

sync out

SYSHEII i 72
SYSEEM eXCIUSIVE. e e 75
AP EOIMPO L e 15
template

tempo....

the number of simultaneous NOES o 12
FOIIO Lo e

transpose

LFEIMIOM0 coc e e 23,27
BLIIE e e 72
user Patbern . 13
Varation PatterT ... e 13,19
velocity ... .51, 53
VTR o 23, 27
VOICE ittt ettt et a s st es et rs st ea s es e em et e emenbrene 12
VOITIIC oot e e ee s Q3,75
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Information

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

shown below.

ARGENTINA
Instrumentos Musicales S.A.
Florida 638

(1005 Buenos Alres
ARGENTINA

TEL (01) 3944029

BRAZIL

Roland Brasil Ltda.

R. Coronel Octaviano do Sitveira
203 05522010

Sau Paulo BRAZIL

TEL: (0113 8439377

CANADA

Roland Canada Music Ltd.
{Head Office}

5480 Parkwood Way Richmond
B.C., VoV 2atd NADA

TEL: (00i) 270 6626

Roland Canada Music Ltd.
{Toronto Office)

Unit 2, 109 Woodbine Downs
Blvd, Ftabicuke, ON

MOW YT CANADA

TEL: (0416) 213 9707

MEXICO

Casa Veerkamp, 5.a. de c.v.
Av. Toluca No. 323 Col. Olivar de
fus Padres 01780 Mexico DLF.
MEXICO

TEL: (523) ohs U4 SU

La Casa Wagner de
Guadalajara s.a. de c.v.
Av, Corona No. 2025,
Cuadalajara, Jatisco Mexico
L4100 MEXICO

’ 113) 613 1414

PANAMA
Productas Superiores, S.A.
Apartado 655 - Panama 1

REP. DE PANAMA
TEL: 26 3322
U.S. A,

Roland Corporation U.S.
7200 Dominion Circle

Los Angeles, CALSHO-30896,
U.s A

TEL (0213) 685 3141

VENEZUELA
Musicland Digital C.A.

A rancisco de Miranda,
ntro Parque de Cristal, Nivel
0 Caracas

AUSTRALIA
Roland Corporation
Australia Pty. Ltd.

35 Campbell Avenue

Dee Why West. NSW 2004
AUSTRALIA

TE
NEW ZEALAND

|1 (02) 982 8166

Roland Corporation (NZ) Ltd.

47 Mt Eden Ruad, Mt £den,
Auckland 3, NFW 7ZEALAND
TLL:{09) 3098 715

HONG KONG

Tom Lee Music Co., Ltd.
Service Division

22-32 Pun Shan Street, Tsuen
Wan, New Territories,
HONCG KONG

TEL: 24150911
INDONESIA

PT CITRARAMA

BELANTIKA
Komplehs Perkantoran Duta

Merlin Blok E
J4 Gajiab Mada No 35, lakarta
HU kN

KOREA

Cosmos Corporation
Service Station

261 2nat Floor Nak-Won Arcade
Jong-Ro ku, Seoul, KOREA
TEL: (02) 742 884

MALAYSIA

Bentley Music SDN BHD
Nu. 142, Jalan Bukit Bintang 55100
Kuals Lumpur, MALAYSIA

FEL: [03) 2443333

PHILIPPINES

G.A. Yupangco & Co. Inc.
339 Gil ). Puyat Avenue

Makati, Metro Manifa 1200,
PHILIPPINES

TEL: (02) 899 98

SINGAPORE

Swee Lee Company
BLOCK 231, Bain Street #03-23
Bras Basah Complex,
SINGAPORE 0718

TEL: 3367886

CRISTOFORI MUSIC PTEL
LTD

335, Joo Chiat Road SINGAPORE
1542

TE

TAIWAN

Siruba Enterprise {Taiwan)
Co,, LTD.

Roon. 5, 91 N, 112 Chung Shan
N.Road Sec.2 Taipei, TAIWAN,
ROC.

TEL: (32) 5ot 33349

THAILAND

Theera Music Co., Ltd.

330 Verng Nakorn Kasem, Sai 2,
Rangkok 10100, THAILAND
TEL: (02) 2248821

BAHRAIN
Moon Stores

Bad Al Bahrain Read,
P.O.Box 20077

Slate of BAHRAIN
TEL: 211 065

IRAN

TARADIS

Mir Emad Ave. No. (3, 1th streel
£ O Bux 15875/ 4171 Toheran,
IRAN

TEL: 1121) 875 6524

ISRAEL

Halilit P. Greenspoon &
Sons Ltd,

8 Retzif Ha'aliva Hashnya St
Tel-Aviv-Yafo [SRAEL

TEL: (037 6523065

JORDAN

AMMAN Trading Agency
Prince Mubammed SU PO Boy
825 Amman LHIS JORDAN
TEL: (06) 641200

KUWAIT

Easa Husain Al-Yousifi
PO Box 1260 Safat 13002
KUWAILT

TEL: 5719404

LEBANON

A. Chahine & Fils

0. Bos 16-38537 Gergi Zeidan St
Chahine Building, Achrafieh
Beirut, LEBANON

TEL: (1) 338704

OMAN

OHI Electronics & Trading
Co. LLC

P03 Box BRY Muscat
Suftanate ol OMAN

TEL: 700 Q10

3450435

QATAR

Badie Studio & Stores
£.0.Box 62,

DOHA QATAR

TEL:

SAUDI ARABIA

SAF Music Center
Ab-Khobar 31952, PO Box 1366
SAUDIARABIA

TEL: {03) 898 3311

Abdul Latif 8. Al-Ghamdi
Trading Establishment
Middle East Commercial Coenter
Al-Khobar Dharan Highway
W/hamood st *
.0, Box 3631 Al-Khobuer

31952 SAUDIARABIA

TEL: {03) 898 2332

SYRIA

Technical Light & Sound
Center

Khaled £bn Al Walid St
P.OBox 13520

Damascu
TEL: {1 2235384

TURKEY

Barkat Sanayi ve Ticaret
Siraselvier Cad. Guney shani
86/6 Taksim, Istanbul TURKEY
TEL: (0212) 2499324

U.A.E

Zak Efectronics & Musical
Instruments Co.

Zabeet Road, Al Sheroog Bidy.
No. 14, Grand Floor DUBAL

E

PO, Box 81S0DUBAL UALE
TEL: (H) 300715

EGYPT
Al Fanny Trading Office
9, I'bn Hagar Al Askalany Street,
Ard FI Golf, Heliopadis, Cairo,
11341 ECYTT
TEL: (02) 4171828

(0172} 4185331

MAURITIOUS

Philanne Music Center

dth, Flonr Nol, Happy World
House Sir Witham Newton Stret
Purt Luis MAURITIOUS

TEL: 242 2080

REUNION

FO - YAM Marcel
35 Rue fules MermanZL
Chaudron - BP79 97491
Ste Clotifde REUNION
TEL: 2829 16

SOUTH AFRICA

That Other Music Shop
(PTY) Ltd.

11 Melle Street {Cnr Medle and
Juta Street)

Braamfontein 2001

Repubtic nf SOUTH AFRICA
TEL: (G117 403 4305

Paul Bothner (PTY) Ltd.

17 Werdmuller Centre Claremont
T

Republic of SOUTE AFRICA
TEL: (021 6 030

AUSTRIA

E. Dematie &Co.
Neu-Rum Sietnens-Strasse 4
A-604 Innshruck £.0.Box 83
AUSTRIA

FEL(0512) 26 4 260

BELGIUM/HOLLAND/
LUXEMBOURG
Roland Benelux N. V.
HMoutstriaat 1 B-2260 Ovvel-
Waesterlo BELGIUM

TEL: (014) 575811

BELORUSSIA
TUSHE

UL, Mogilovskaje 4/4/ 145
220001 MINSK

PELAU172) 252-059

CYPRUS

Radex Sound Equipment Ltd.

17 Diagorou St., PO Box 2046,

Nicosta CYPR

TEL: 02y 453 426
(02) dofs 423

DENMARK

Roland Scandinavia A/S
Langebrogade 6 Post Box 18957
DK-1023 Copenbagen K
DENMARK

TEL: 3293311

FRANCE

Guillard Musiques Roland
ZAC de Rosarge Les Echets 01700
MIRIBEL FRANCE
TEL: 7226 506§

Guillard Musiques Roland
(Paris Office)

1923 rue Léon Geoffroy M400
VITRY-SUR-SEINE FRANCE
TEL: (1] 46080 86 62

FINLAND

Roland Scandinavia As,
Filial Finland
Lauttasaarentic 54 1

{in-00201 Helsinki, FINLAND
P01 Box No. 109

TEL: () 682 4020

GERMANY

Roland Elektronische
Musikinstrumente
Handelsgeselischaft mbH.
Dsts

asse U6, 22844 Norderstedt,

GREECE
V. Dimitriadis & Co. Ltd.

20, Alexandras St & Bouboulinas

545t 106 82 Athens, GREECE
TEL: (U1) 8232415

HUNGARY

Intermusica Ltd.

Warehouse Arva ‘DEMO PLS3
H-2046 Torokbaling, HUNGARY
Th:L: (23) 338 4

IRELAND

The Dublin Service Centre
Audio Maintenance Limited
L Brunswick Place Dublin 2
Republic of IRELAND

TEL: (01 677322

ITALY

Roland Ntaly S. p. A,
Viale delle Industrie, 8
20020 Arese Milano, ITALY
TEL: (023 u35&1311

NORWAY

Roland Scandinavia Avd.
Kontor Norge
Fitlrakerveien 2 Postboks v5
Litleaker N-0Z16 Osle
NORWAY

TEL: 273 (0174

POLAND

P. P. H. Brzostowicz Marian
Uit Blokowa 32, 03624 Warszawa
POLAND

TEL: (0221 679 44 19

PORTUGAL

Caius - Tecnologias Audio e
Musica, Lda.
Rue de Catarina {31
A0 Parto, T TUGAL
TEL: 02) 38 Hb50

RUSSIA

PETROSHOP Lid.

T Savanskava Street Moscow
L RUSSIA

4R 90| QA2

T

SPAIN

Roland Electronics

de Espaiia, 5. A.

Calle Bolivia 239 08020 Barceluna
SPAIN

i {93} 208 1IN0

SWEDEN
Roland Scandinavia A/S

SWITZERLAND

Roland (Switzerland) AG
Musitronic AG
Cerberstrasse 5, CH-4 10 Liestal
SWITZERLAND

TEL (0611921 1615

UKRAINE

TIC-TAC

Mira Str. 197108

PO Box 180

245400 Munkachevo, UKRAENI
TEL (03171 440

UNITED KINGDOM
Roland {U.K.) Ltd., Swansea
Office

Atlantic Close, Swansea
Enterprise Park SWANSEA

West Glamorgan SA7 UF|

UTED KINGDOM

$1792) 702701

As of March, 11, 1998



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 (ollows:

The wire which is coloured BLUE must be connected to the lerminal 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.

L Under no circumstances must either of the above wires be connected to the earth terminal of a three pin plug. )

e For Nardic Coun!ries—\
Apparatus containing Lithium batteries

ADVARSEL! VARNING!

Lithiumbatteri - Eksplosionstare ved Explosionsfara vid felaktigt batteribyte
fejlagtig handtering. Anvéand samma batterityp efler en
Udskiftning ma kun ske med batteri af ekvivalent typ som rekommenderas av
samme fabrikat og type. apparattiliverkaren.

Levér det brugte batteri tilbage tii Kassera anvant batteri enligt
leverandoren fabrikantens instruktion.

ADVARSEL! VAROITUS!

Lithiumbatteri - Eksplosjonstare. Paristo voi réjahtaa, jos se on
Ved utskifting benyttes kun batteri som virheellisesti asennettu.
anbefalt av apparatfabrikanten, Vaihda paristo ainoastaan
Brukt batteri returneres laitevalmistajan suositielemaan
apparatleverandoren. tyyppiin. Havita kdytetly paristo
valmistajan ohjeiden mukaisesti.

- Y,

s For Europe ™
€ This product complies with the requirements of European Directive 89/336/EEC.
. C y

e For the USA -~

FEDERAL COMMUNICATIONS COMMISSION
RADIO FREQUENCY INTERFERENCE STATEMENT

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 instalied and used in
accordance with the instructions, may cause harmful 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 lollowing measures:

- Reorient or relocate the receiving antenna.

-~ Increase the separation between the equipment and receiver.

Connect the equipment into an outlet on a circuit different from that to which the receiver is connecled.
- Consult the dealer or an experienced radio/TV technician for help.

Unauthorized changes or modification to this system can void the users authorily to operate this equipment.
This equipment requires shielded interface cables in order to meet FCC class B Limit.

f
\-.

Ve For Canada-—\

CLASS B NOTICE

This digital apparatus does not exceed the Class B limits for radio noise emissions set out in the Radio interference
Regulations of the Canadian Department of Communications.

CLASSE B AVIS

Cet appareil numérique ne dépasse pas les limites de la classe B au niveau des émissions de bruits radioélectriques
fixés dans le Réglement des sighaux parasites par le ministére canadien des Communications.
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New Features Have Been added

We are pleased to announce that new features has been added
with the MC-303.

Add to “Chapter 11. System settings” (Owner’s Manual, p.72).

Setting the RPS playback timing
(RPS Trigger Quantize)

When using RPS during pattern playback, patterns and phrases

may not play back in precise alignment, depending on the tim-
ing at which you press the keyboard pad. If desired, the MC-303
allows you to specify the timing at which phrases will play
back. This allows phrases to be played back in precise timing
with the patterns.

->--

16thnote  Quarernote  MEASURE

REAL: When you press the keyboard pad, the phrase will
play back immediately.

16th note: The pattern will be divided into 16th note steps,
and when you press the keyboard pad, the phrase will play
back beginning at the next step.

Quarter note: The pattern will be divided into quarter note
steps, and when you press the keyboard pad, the RPS phrase
will play back beginning at the next step. This lets you play
back the phrase starting precisely on the beat after you press
the keyboard pad.

MEASURE: The pattern will be divided into one-measure
steps, and when you press the keyboard pad, the RIS phrase
will play back beginning at the next measure. This lets you
play back the phrase starting precisely at the beginning of
the measure after you press the keyboard pad.

With settings of 16th note, quarter note, or MEASURE, you can
press the keyboard pad slightly before you want the phrase to
actually play back. This will make the phrase playback in per-
fect synchronization with the pattern.

* With the factory settings, this is set to 16th note.
* If the pattern is stopped, the phrase will play back immediate-
ly, regardless of the playback method that is selected here.

Re-transmitting MIDI messages
received at MIDI IN directly from
MIDI OUT

When this is ON, MIDI messages received at the MIDI IN con-
nector will be re-transmitted without modification from the
MIDI OUT connector.

CUHRENT

>

Even if this is ON, System Exclusive messages received at the
MIDI IN connector will not be re-transmitted from the MIDI
OUT connector.

If Arpeggio is on, messages received at MIDI IN will not be
re-transmitted from MIDI OUT.

The setting here will also apply when the MC-303 is used in
Sound Module mode.

Then please add the following to “Specifications” (Owner’s
Manual, p.121).

® Accessories

Quick Start
Owner’s Manual
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