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RISK. OF ELECTRIC SHOCHK
OO MOT OPEN

CAUTION: TGO REDUCE THE RISK OF ELECTRIC SHOCK,

DO NOT REMOVE COVERIOR BACK).
NO USER-SERVICEABLE PARTS INSIDE.

REFER SERVICING TO QUALIFIED SERVICE PERSOMNEL.

The hghtring fash with arrowhead symbad
wilhin an equilateral triangle, 5 inlended o
alar e user 1o the presence of winsulated
"dangercus voltage” within 1he product’s en-
closure Ihat may be of sutficient magnilude to
conghtuie a nsk ol electne shack o persans

“WARNING"

*TO REDUCE THE RISK OF FIRE OR ELECTHIC SHOCHK
DO NOT EXPOSE THIS APPLIAMCE TO RAIN QR MOIS-
TUFE "

SAFETY INSTRUCTIONS

1.

2,

Read Inslruclicns — All the safely and operating instruc-
tions should He read belore the appliance & operated.
Retain Inslruchions — The salaty and aperahing insirucions
should be refanad for lulwe referance,

Heed Warnings —-al warnings on the applizncs and n the
operating instiuchons ahould be adherad bo

Follow Insiructions = All operating and use insiruchions
should be followsad.

Water and Moisture — The appliance shauld not be wsedd
near water — lor example, near a bathiub, washbowd, kil
chen sink, laundry lub, in 8 wel basement, or ear a swim-
ming poo, and the like.

Carls and Slands — The applianca should be used only
wilh a cart or stand thal i recommended by 1he manu-
facturer

An appliance and car combination should e moved
wilh care. Quick stops, exwcessive force, and uneven
surfaces may cause [he appEance and carl combinabon
b0 Ower larn

WWall or Ceing Btounting — The apphance shoukd De maoymn
ad to a wall of casling only &5 recommended by the manu-
faciurar

\entlation — The apghance should be situaled so thal iIs
Ipcalon or positicn does nat interiers wilh 1S proper vanb-
latian, For example, the appliance shoukd nol be siuated
on 8 bed, soda. rug, or simitar surace thal may block 1he
ventilzlion apemngs, o, placed in a buill-in mstallakon,
suCh as a bookcasge or cabmet Ihal may impeade e o ol
ar through he venblation opanngs.

The exclamation pount within an equikEters
'!rs;mgl:—! 5 nlended (o alerl the user 1o the
presence ol imporfan aparating and mainte-
mancE [Sericing) nstruchons in tha ik
SCCOrmMEanyIng |".1l.£ .i'.pph:l"!l:.—]

araiurg

Heal — The appliance should be siuated away freen heal
sources such as radiators, heat regislans, slowes, ar olhar
apphances (mcluding amplifiers) Ihat produce heat.
Power Sourcas — The apphance should be connecledioa
P Suppy cnly ©f the type descnbed in the oparabng
insiructlions of as marked on e appliance

Grounding or Palanzation — Tne precautans ihat should
b fakan so that the grounding or polarnizaton means of
an appliance s not deleatad

Ponseer Cond Prodechon — Power supply cords should be
rauted 50 1hal they are not Bkely to be walked on or
penched by tems placed upon or against them, paying
parbcular altention 10 cords at plugs, convenience recep-
tacias, and [he poinl whese hey exil lram the appliance,

Cleaning — The appliance shoukd be cleanad only as
recammended by the manufaciurer,

Manuse Peniods — The powsar cord of the appliance should
be unplugged lnom the oullet when left unusad far a long
pened o hme.

Oipect and Liguid Emry — Gare should be taken so 10t

objecis donot fall and iqueds are nod spalled inlo Ihe enc-

losure hough opanings.

Damage Regquining Service — The apphance should be

sarviced Dy qualified service personnel when:

A The power supply cord o e plug has been damaged;
ar

8. Objects hawe tallen, or liguid has been spillad into 1he
apphance: or

C. The apgharce has been axposed 1o rain; or

0. The apphance does nat appaar to operate normalky or
exhibits a marked change in perlormance; or

E. The applance has been dicpped, or the enclosure
damagaed.

Seracing — The wser should not atlempt 1o service the

apphance bevond that described in the operating mstruc-

tons, AR oher senvicing should be referred to qualified

SonacE persorinel.
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INTRODUCTION

Congratulations on your purchase of the Fostex RB,
Even lighter and more compact than its predecessors, the
B8 has many advanced features that make high-guality
multi-track recording easier than ever

The control panel is detachable and, when combinad with
the optional extension cable Model 8544, it functions as a
practical remote control unit with built-in peak level meter.
The microprocessor controlled B8 has a host of new fea-
tures made possible by a sophisticated new 4-bit serial
CPU: auto locate of up to 10 different memaory points, auto

return, shuttie play, zone limit and other helpful features.
The numeric key pad—a first among multi-track recorders
—makes programming very easy, and the two &-digit LED
displays always tell you what's going on.

The transport assembly also offers substantial improve-
ments such as a cam drive, superior mechanical precision
until now available only on the most expensive open reel
recorders.

We wish you many years of creative enjoyment with your
new FOSTEX RS,

ABOUT THIS MANUAL

This manual has been wiitten with both newcomers 1o
muli-track recording as well as experienced users in
mind. If you already have experience with MTHRs, you
can skip those sections containing information  you
are already familiar with, such as SETUP or ROUTINE
MAINTEMANCE.

Consider, though, that the R8 is a very sophisticated
machine with a host of new, computer-contralled features.
To be able to make the most of the RE, we recommend that
you read the entire manual while actually operating the
recorder,

The first section, SETUP explains how to install your new
R8, what cables and tapes to use, and how to load tape.
It also gives you important information on sound signal and
syne connections.

Onece you have thus sel up the RB, read section Il the
FEATURE AND FURNCTION CWERVIEW. This section
shows you how to detach the remote control panel from the
main unit and then explains the basic tape transport func-
tions. The advanced microprocessor-controlled features of

the RE are also shorly introduced here.

Section lll, RECORDING AND PLAYBACK, tells you all
about the recording process, explaining the major multi-
track technigues such as owverdubbing, punch infout
and ping-pong recording. The EDITING section then goes
on to show you how 1o use a razor blade and splicing
block to create your final 8-frack tape.

ADVANCED FEATURES gwes you all the informalion
necessary 1o operate the sophisticated computer-con-
trolled functions of the RB, such as locate, auto return and
zone limit.

The LIST OF FEATURES is mainly intended as a quick
reference guide to &l RB feafures and functions, but it also
contains additional details such as the working of some
LEDs You rmight want to skim through this section first to
get 1o know the A8 and its many possibilities. To under-
stand most operations, howewver, you will have to read the
various preceding seclions

Finally, ROUTINE MAINTENANCE shows you how to keep
your RE in top operating condition.
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section 1. SETUP

Placement

The RB can be used in either the upright or horizontal posi-
tion. Since the control panel is detachable, you will be able
to easily operate the controls and watch the peak level meter
regardiess of how you install the RE.

Place the unit in a dry, well ventilated, stable location away
from direct sunlight or other sources of heat. If you use the
optional contral panel extension cable (Model 8544}, you
can operate the RE up to 5 meters away. Only cne extension
cable may be used,

A) CONNECTIONS

Cables

To obtain optimum sound quality, it iz important to use only
high quality audio cables with tightly braided shields, multi-
strand center conductors and low internal capacitance, such
as Fostex Models 8044 ic B049, Use cables of the shortest
practical length and never use cables more than 3 meters
(10 feet) long, to avoid signal deterioration (high frequency
losses) and hum,

teep the input and output cables apart by a few inches and
as far as possible away from AC power cords. If you cannct
avoid intersections between power and signal cables, try to
have them cross at right angles.

The inputs and outputs of the RE have RCA-type pin jacks—
use cables with the comesponding plugs,

Signal Levels and Impedance

When hooking up the RS, it is necessary to have a look al
the output levels (measured in dBY or dBM) and impedance
values (measured in Ohms) of the equipment you want to
connect fo make sure that they match the specifications of
the R8. Level or impedance mismatches can lead to sound
signal distortion and even equipment damage.

The eight R8 INPUTs @0 are unbalanced, high impedance
jacks which accept nominal =10 dBV (03 V) line level sig-
nals from low or high impedance sources. Many electronic
musical instruments such as synthesizers or drum machines
can be connected directly to these inputs; however, micro-
phories, guitars and other low level signal sources cannot be
patched to the B8 unless you use a microphong preamplifier
or mixer

NOTE: Never connect oulpuls indicated in watts (W) such
as those of a power ampiifier to the R8 INPUT jacks unless
a suitable direct box s used o attenvate the signal level fo
around =70 dBV. Otherwise, you may severely damage
wour new tape recorder

Mixer Connections

Though a vanety of signal sources can be hooked up to the
RE INPUTs directly, they are generally used for connection of
mixing console’s outputs.

The jacks of input channels 5 to 8 are connected in parallel
to the jacks for channels 1 thru 4 respectively, Thus a mixer
‘with four buss outputs can feed all eight tracks of your RE
without repatching.

NOTE: Signals connected to INPUT jacks 5 thru B are NOT
internally routed {o channels 1 thru 4

The OUTPUT jacks @3 provide either the playback signals
fromn the tape or the input monitor signals (input signal fold-
backs). They are usually connected to a mixer's tape input
jacks,

JIZ:narJending on the console you are using, there are many
different hook-up possibilities. The following illustration shows
a typical example for connection of the RB to an eight-
channal recording mixer and a two-track master reconder.

r
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Sync Connection

Today, a Iot of recording work is done with sequencers
andfor drum machines, which generally offer a tape sync
leature. Il allows you to put a sync pulse on one tape track,
which can then be used to synchronize your MID| controlled
equipment with the seven remaining tape tracks.

If your drum machine or sequencer is not equippad with
tape sync, you can use an optional sync unit such as the
FOSTEX TS-15,

The sync pulse is usually recorded on an edge track—1 or
E—which keeps possible lzakage of the non-musical sync
signal to a minimum, Connect the “tape sync output” (or
equivalent) jack of your sequencer or drum machine to IN-
PUT 1 or 8 of the R8 and the corresponding R8 OUTPUT
to the "tape sync input” of the eguipment you want to syn-
chronize. After the pulse is recorded, the output of its sync
track will go to the drum machinef/sequencer when the tape
s played back, thus enabling control via the RE.



Foot Switch Connections

Optional Model 8051 foot switchas can be connected to the
PUNCH IN/OUT @ and PLAY/LOCATE @) jacks on the right
side of the conirol panel.

When making your own foot ewilches, use a 144 inch phone
plug and follow the ilustration below:

FHOME PLUG 51

Tﬂ_:—_uﬁ :

FLOT SWITCH

AC Connection

Connect the power cord of the R8 to any convenient wall out-
let. Keep this cord as far away from signal cables as possible

B) LOADING TAPE

Recommended Tapes

The R8 s designed for exclusive use with 7 inch or 5 inch
reels. Since a 7 reel of 1 mil (35:m) tape is 550 meters
{about 1800 feet), the maximurm recording/playing lime is ap-
praximately 22 minutes, which is usually more than sufficient
io record even very long takes. We definitsly do not recom-
mend tape thinner than 1 mil because they will likely stretch
and break.

The bias and equalization of the R8 have been factory
aligned for use with Ampex 457 or equivalent high-quality
lapes (such as Scotch 227). For specified results, use only
these tape formulas; otherwise, it will be necessary to have
your desler realign the slectronics.

Loading Tape

1. First, unscrew the holders from the drive shafts and re-
move them.

2. Insert an empty take-up reel onto the right drive shaft,
pushing it all the way in while rotating it to make sure the
black slabilizer pin (on the turntable) fits into one of the cor-
responding holes on the reel.

Screw the holder back on to securs the take-up resl.
Tighten it while holding the reel,

3. Attach the supply resl onto the left drive shaft in the same
manner

4. Thread the tape from the supply reel to the take-up reel
as shown below.

Insert the end of the leader tape into one of the hub shits of
the take-up reel and siowly turn that reel by hand until the slit
is coverad by tape (at least one full turn). You can now move
the tape forward by pressing PLAY 3 or F FWD (7).

Switching On the R8

To turn on the R8, press the POWER switch (2).

The MEMORY display @) will show only zeross (@), and the
meassage "FOSTEX" wil scroll over the LED meter,
Depending on the position of the tension arm guides,  the
TAPE TIME display 39 shows zeroes (when the capstan &
is rotating) or an error message (when the capstan is stand-
ing still).

The green STOP indicator biinks,

Press POWER again to turn off the B8, Note that this clears
all memorized data such as the locate poirts or zone limit.

secrion 2. FEATURE AND FUNCTION OVERVIEW

The Detachable Control Panel

One of the many practical features of the RS is its detacha-
ble cortrol panel, which can be used for remote contral of
the RB from any convenient location. The supplied connec-
tion cable is 30 cm long, and an optional extension cable
(Model 8544) is available so you can contral all functions of
the R& fror a distance of up to 5 meters. (Only one extension
cable may be connected.)

Detaching the Control Panel

The contral panel is attached to the I_I
main unit with hooks on the left and

right sides of the panel that fit into a

total of four openings as shown inthe  Fam ” Main
night illustration. side unit

Please pull off the back stopper (plate)
on botlom of the man unit belore
oparating.

Condrl panel [l\:“

To remove it, grasp the control panel from below and careful-
ly lift it upward until the hooks come out of their slots in the
main unit, then pull it towards you.

The attachment hooks are collapsible and you can fold them
imward to make the battomn of the remote contral unit com-
pletaly flat.

To attach the control unit, simply reverse the above proce
dure. Make sure that the connection cable propedy fits into
the provided recess, unfold the hooks and fully insert them
into the four openings on the main unit, then gently press
down on the contral unit until it snaps into place.

Connecting the Extension Cable

Carelully disconnect the contral panel cable from the RE-
MOTE connector @8 by pulling it forward. Insert the extension
cable instead, then connect the other end of the extension
cable to the contral panel cable




Basic Tape Transport Functions

Before actually recording with your new RS, it is a good idea
to get acquainted with the basic tape transport functions first,
The RE records and plays back at 38 cmis (15 inches per
second). This high speed ensures very low wow and flutter,
and & high signalto-noise ratio. Variable contral of the tape
speed is possible with the PITCH control knob (8, which
allows you to increase or reduce the speed by 1096 (the
certer detented position is OFF).

Rewind/Fast Forward/Play

The two transport buttons on the extremne right move the tape
at high speed—F. FWD (7) in the direction of the taks-up reel
{toward the right), and REWIND () in the direction of the
supply reel (toward the left). Cortinuing to press either of
these buttons slows down the wind speed.

PLAY (3 transports the tape at the standard speed (15 IPS)
from left to right.

The green LEDs above these buttons light up to show which
transport mode is currently engaged.

Stop Modes

Pressing STOF (8) immediately stops any tape motion and
the transport enters the standby mode. In this mode, indicat-
ed by the STOP LED (8) on constantly, the pinch roller &) is
positionad immediately next to the rotaling capstan 63 so that
the RS can start to play right away as soon as the PLAY
button is pressed.

If you hold down STOP for longer than half a second, the
transport mechanism is released, making it easier to edit
tape, etc. This Release Mode is indicated by the STOP LED
blinking.

You can return to Standby Mode by shortly pressing STOP
again (LED changes from blinking to orl).

It is possible to enter any transport maode from either Standby
or Release STOF modes. However, entering playback from
the release mode takes longer since the pinch roller is further
from the capstan.

When wou do not intend to play or record for a whils, it is a
gond idea to let the tension arm guides G drop to their
lowest position by rotating either reel by hand to slacken the
tape. This action stops the capstan motor, thus reducing wear
on the capstan bearing for a longer service life. Before using
the tape transport controls, again apply tension to the tape
to re-start the capstan motor

When letting the tension arm guides drop in this manner dur-
ing Standby Mode, this mode is automatically exited and the
STOP LED stants to blink indicating Release Mode An error
message appears on the TAPE TIME display.

Advanced Computer-Controlled
Functions

The R& cffers a number of helpful computer-controlled frans-
porl features. They are intfroduced here to give you an idea
of how you can make the recording and playback process
descriped below even easier

[ you wart to use some of thess functions right away, you
can of course read about ADVANCED FEATURES (page13)
before going on the next section. (Only the operation of
locate 0 is described hera).

a) Preroll

Allows you to start the tape automatically several seconds be-
fore the zero position or a2 memory point. This feature is very
practical for overdubbing, because you can hear a few sec-
onds of music before your cue point, making it easier to
come in with the correct timing.

b) Locate 0

This function autornatically returns the tape to the zero posi-
tion on the TAPE TIME counter

Simply press the LOCATE O button 20 —the R8 will rewing
or fast forward as necessary, with the green LOCATE 0 @
indicator li. When the zero position is reached, the tape
stops and this indicator goes out.

NOTE: Locate O will not work when zone limit is set and the
zero TAPE TIME position is outside of the designated zone.

¢) Locate

The RE lets you et up to 10 different memary paoints, which
can be automatically located with this function.

d) Auto Play

Used in combination with locate, locate 0 or auto return, this
function automatically starts playback of the tape whenaver
a memory point or the zero position is reached.

When combined with auto return, the R8 will repeatedly play
the designated section of the tape until stopped ("shuttle
playback™.

e) Auto Return

This feature automatically returns the tape o an adjustable
“starting point” whenever a designated "ending point” is
reached.

f) Zone Limit

Lets you specify a desired section ("zone'') of the tape, to
which all transport functions such as play or rewind wil be
limited—the tape will automatically stop when the beginning
or the end of the zone is reached,

This feature is useful when working on a specific section of
a lape.

q) Tape Reel Zone Limit

Similar to the preceding function, here the entire tape is the
"zong" The RB can be programmed to stop automatically
when the end or beginning of a tape is approached during
rewind or fast lorward. This fealura prevents the tape from ac-
cidentally coming of the resls.




section 3. RECORDING AND PLAYBACK

The Recording Process

The first thing to do is to identily your tape with labels and
vioice identifications, then record reference tones for future
alignrment.

Afler these preliminaries, you can get down to your actual
recording work. If you are using a sequencer or drum
maching, the sync frack will be the first one to record since
it is the one that keeps your seguencerfdrum machine and
MIDI instruments synchronized.

Mext come the "basic tracks”—usually the drums bass and
other rythm parts. They are called "basic” because they are
the ones you will be using as reference for the “overdubs'—
the recordings of all remaining tracks.

If vou are not satisfied with a basic track or an overdub, you
can, of course, record the whole thing over again, thus eras-
ing the previous take Sometimes, though, only & small sec-
tion of a track will need re-doing. In such a case, the "punch
in” feature allows you to selectively correct such parts. After
"punch out”, the RB goes on to reproduce all tracks so you
can check whether your correction fits in smoaothly.

Since the RB is an eight-track recorder, you can normally
record a2 maximum of eight parts if you use one track for
each part. Howaver, it is possible to make use of the so-called
“ming-pang’’ lechnigue to make more tracks available for
recording additional parts. To do so, you mix the reproduced
sounds from two or mare recorded fracks with a mixer and
record the combination (sub-mix) on a separate (open) track.
The original tracks containing the sounds used for the ping
pang mix can now be recorded owver for additional overdubs.
The last step in the recording process is mixdown. When you
are satisfied with all tracks, you can finally combine them all
to create a sterec masier tape.

Rermember that many of the advanced features intreduced
in the preceding section are very helpful for recording, so be
sure to make use of them. When repeatedly working on a
cartain section of the tape, whether for rehearsal or record-
ing. use auto return. The tape will then automatically rewind
to the desired location, such as the beginning of a take,

Tape Identification and Reference Tones
Before actually recording your music, you should

a) labe! your tape

b} creste a tape frack sheet

¢} record a voice identification

d} record reference tones.

These simple operations make it much easier to idenlify a
tape later on and reproduce it properly,

a) Wiite a label and stick it on the reel—this will identify the
tape and distinguish it from blank tape, helping to avoid ac-
cidental erasure.

b) Blank tape track sheets are available on the market, but
you can easily make your own, Write the title, artist, recording
date, use of nolse reduction, contents (instrument, Voice, etc.)
af each track and all other important information on this sheet
o keep it in the tape box. Such sheets are very uselul for
later reference as well as during mixdown, overdubbing and
editing.

c) It g also often helpful to record the above information
directly anto the beginning of the tape with your own vaice

for each track. You then have a permanent aural identification
of the tape that cannot get lost (ike the track sheet can).
To record the voice identification and the test tones, proceed
as descnbed below under "Recording Basic Tracks”

d) Finally, record standard level reference tones on all tracks.
This procedure will enable precise alignment of your RS
tapes on any other 1/4" 8-track to obtain the same frequency
response and track-to-track levels.

sz & tesl tone oscillator such as the FOSTEX TT-15 You can
route it through one of the mixer's inputs for easy assignment
to each track. Record about 20 seconds of each of the
following tones at a level of O dB;

11 to check the reproduce amp level
10 kHz or 15 kHz............ to check the high frequency EQ
MOHzor B0 Hz . ... to check the low frequency EQ

Recording the Sync Track

NOTE: MIDV signals are niot able to be recorded dirschly on
magnetic tape. For this reason, you need a device which
translales MIDI data into audio signals which can be ‘read”
by the tape recorder. fts cailed FSK which stands for Fre-
quenicy Shift Keying. Many sequencers and drum machines
have FSK outpuls bufit-ing there are also stand-alone unffs
like the FOSTEX Model T5-15

We assume that you have already chosen an edge frack
INPUT jack (1 or B) for sync connection. To record the sync
track, proceed as explained below under “Recording Basic
Tracks”, but be sure to set a lower input level than indicated
for the music tracks—usually around —7 to —3 on the peak
meter Under no circumstances should the red peak meter
LEDs light.

Onee you have the syne track on tape, playing back the R8
will autcrmatically start the drum machinefsequencer at the
same point each time. Note that it is not necessary to record
the drum machine at all. In fact, NOT recording the drum
part on fape gives you the most flexibility, because you can
change the drum track without having to re-record it. In addi-
tion, you ars not using up any RB tape track(s) for the drums,
leaving room on the tape for more overdubs,

Yau anly have to finally get your drum scunds on tape during
mixdawn, recording them directly on the stereo master tapa
for “first generation” quality.

Recording Basic Tracks

After you have put your sync track on fape, it is fime to record
the basic track(s)—those tracks that will form your reference
for the overdubs, Accompaniment parts of the music such
as bass or rhythm guitar are good examples for such basic
tracks, since they are good liming references.
Onee you have decided on the instruments to use, determine
the tracks to record them on and write this information down
on your frack sheet,
1. To select the track(s} for recording, first press the
SAFE/RDY button .
A" for “track” will appear on the MEMORY display @8
2. Next, press the numeric key (9 that corresponds to the
track you wanl to record,
The number of the selecied track (1 thru 8) will appear on
the (Slecond column of the MEMORY display.




f
| The track number is displayed hamj

At the same time, the SAFE/RDY LED (34 of the selected track

will alternately flash green and red, indicating that the cor-

responding track i3 ready to record,

Of course, vou can select several tracks for simultaneous

recording by simply pressing the desired numeric keys one

after the other.

3. Mow adjust the input level(s) of the selectad channal(s).
Press the REC button .
The INPUT MON LED begins to blink and the input signal
of the selected channel(s) can be monitored at the RE out
put and on the peak level meter,
Make the necessary level adjustments on the instruments
and or your mixer controls so that the RB meter peaks
only occasionally at +3 dB to +8 dB (red LEDs light up)
during the loudest passages. This sefting gives the best
SN ratio and least tape hiss

4. Press RESET @) before starting the recording so that the
TAPE TIME counter @3 is reset to the 0 position &t the
baginning of the take This will make it easy to later return
to the precise starting point of your recording.

. To start recording on the selected track(s), simultaneously
press REC and PLAY (3).
The corresponding SAFE/RDY indicators(s) will light con-
stantly in red, chowing that the RB is recording on
this/these track{s). The red REC LED (3 is also lit.

® To avoid “late staris”, depress the REC button first, then
press PLAY while still holding down REC. If you do it the
other way round, you may have a short gap at the begin-
ning of your recording,

8 To stop the recording, press STOP ().
You can also stop the recording and automatically rewind
the@ tape to the beginning of the take by pressing LCOATE
0 i

Additional SAFE/RDY functions

A} When you want to select several adjacent tracks for
recording, press SAFE/RDY to call up the track symbol "t
on the MEMORY display, input the firgt track, then a hyphen
(minus key), and finally the last track.

For example, say you want to set tracks 1 through 5 to ready
condition. Input[ T 1 =15 [{er[ 51 =111 to abtain
the following display.

T 1-159]

The five SAFE/RDY LEDs of these tracks will blink red and

green, showing that they are now ready for recording.

B) To reset selected tracks (green indicators lif) you have two

opfions:

a) Use the same procedure as described above for track
selection—il necessary, press SAFE/RDY to display the
“t" then press the numeric key(s) corresponding to the
track(s) you want to reset.

'-,‘

B) To reset all selected tracks to safe condition, at once
simply press the clear button CLR G2 while the "t" ig
displayed.

NOTE: Usa method 8 when working with oneg or two iracks
only Method A fs for use with multiples of three or more.

Playback

Mow that you have recorded your first track(s), vou can listen

to it {them) to check whether the recording was satistactory.

1. Rewind the tape to the beginning of the take by pressing
LOCATE 0 @),

2. To awoid accidental erasure of a recorded track, set all
tracks to the safe condition by pressing the clear button
CLR @.

At the same time, this operation enables you to monitor the
recorded track by sending its signal to the corresponding
OUTPUT jack @ and the peak level meter,

3. Press the PLAY button (geet]u start playback of your
recording,

If you are happy with your basic track(s), you can continue

your sessicn with the everdubs. If you want to redo a basic

track, smply re-record it on the same track as explained
above This procedure will automatically erase the previous
take,

Overdubbing

"Overdubbing” refers to the recording of new sounds onto
separate tracks while listening to the previcusly recorded
basic track(s). This is one of the most important techniques
in multi-track recording. It allows you to “layer” tracks one
after the other,

Practicing Overdubs

You may want to practice your overdubs first without record-
ing. For repeated rehearsal, use the auto return function (see
page 14) to automatically rewind the tape to the beginning
when the end of the take iz reached.

1. To avoid accidental erasure of the basic track and to be
able to listen to it during rehearsal, set it to safe—by press:
ing SAFE/RDY and either re-selecting that track with its
nurmeric key or pressing CLR @1,

2. Select the track(s) to be overdubbed by entering its num-
ber(g) with the numeric keys.

3. Press the REC button 1.

This routes the input signal of the selected (ready) track(s)
to the corresponding OUTPUT jacks and thus allows you
to hear the sound of the track(s) while listening o playback
of the basic track(s).

The INPUT MOM LED blinks.

4. To start playback of the basic track, press PLAY (3).
You can now practice by playing along with this track.
Repeat your rehearsal until you are satisfied, then record
the overdub tracks.

Overdubs
To actually overdub,

1. Rewind the tape to the zero position (f necessary) by
pressing the LOCATE 0 button @D,

2. In order to be able to hear the basic track during over-
dubbing and to protect it from being erased in the course
of recording, sat that track to safe condition by pressing




SAFERDY and then the comesponding numeric key,

3. Input the numbers of the tracks you want to overdub with
the numeric keys.

4. Press REC to monitor the input signal on the peak level
meter, and adjust the instrument or mixer level so that the
A8 meter peaks only occasionally at 43 dB to +8 dB for
the frack(s) o be recorded,

The INPUT MON LED biinks.

5 When you are ready to begin recording, press the REC
and PLAY buttons simultaneously.

Play along with the sound of the basic track.

NOTE: If you are overdubbing via a live microphone, vour will
need {0 monitor the basic frack(s) via headphones.

6. If you are using the aute relurn funclion (p.14 ), the tape
will stop automatically at the end of the take and be
resound.

Otherwise, end the recording by pressing the STOP
button (5).

You can now repeat this process as often as necessary 1o

overdub all your tracks. If you are recording a total of more

than eight pars, you will have to “open up” tracks by using
the ping-pong function explained bealow.

Punch In/Out

Oceasionally a recording is almost perfect excepl for a mis-
take or two Instead of re-recording the entire track, the
punch infout procedure lets you selectively correct such un-
satisfactory mistakes without having to redo everything else
as well,

It's important to note. however, that timing is critical here. If
vou punchen oo early or punch-out oo late, you could
wreck the very thing you'ra trying to fix. For this reason, it's
best to find a phrase or a section that surrcunds the mistake
and punch-infoul al logical paints like downbeats,

Punch infout can be periormed by hand, but it is more prac-
tical to use the optional foot switch connacted to the PUNCH
INKDUT jack @@ IF you are both pedormer and recording
engineer,

Rehearsal Mode

You can practice punch in and oul using a connected foot

switch, in ordar to get usad to the timing and ensure a per-

fect punch infout.

1. While holding down the record button REC, step on the
foot swilch.
The crange REC indicator 2 will start to blink, showing
that rehearsal mode has been entered.

2 Select the track(s) vou wish to punch infout on with
SAFE/RDY and the numeric keys.
The SAFE/RDY indicators of these tracks will blink red and

reen.

3 gpmind to a location prior to the punch-in point, then
press PLAY to start playback.

4. When you reach the punch in point, step on the (oot
swilch,
This operation switches the maonitor from tape mode to
input made, meaning you will hear the sound from the
recorded trackis) you want to correct until the foot switch
is pressed, and then the signal present at the selecled
IMPUT trackis) (i.e. the sound you are playing live).

5. Step on the foot switch again when you reach the end of

the passage to be re-recorded, in order to punch out. This
operation switches the monitor back to tape mode so you
can cnce again hear the previous recording.
In other words, repeatedly pressing the foot switch allows
you to taggle between tape monitor and input maonitor on
the selected trackis).
There are two important reasons for this rehearsal. First,
you must match the recording levels of the track (pre-
recorded) and the "live” part (to be recorded). Second,
you must maich the fee! and phrasing so that when you
punch-out, it sounds like a single performance.

6. To cance! the rehearsal mode, press the REC bution and
at the same time step on the ool swilch,

Actual Punch In/Out

1. Rewind the tape to a location prior to the punch-in point

2. Select the trackis) you wish to punch infout on with
SAFE/RDY and the numerc keys
The SAFE/RDY indicators of these tracks will flash red and

reer.

3 I%ress the PLAY button to start playback.

4, When you reach the punch in point, press PLAY and REC
at the same time.
If you are using a foot switch connected to the PUNCH
INICUT jack, you can step on the foot swilch instead.
You can now record your new part over the previous mis-
take, thereby comrecting it.

5 To punch-out, hold down the PLAY button and simultane-
ously tap STOP
If you are using a foot swilch, step on it instead.
Either procedure ends the punch-out recording without
slopping playback of the tape on all tracks, so that you
immediately know whether your punch-cut was smaoaoth,
Of course, you can also end the punch-out by simply
pressing the STOP button to stop the tape.

® |f you press the STOP button for more than hall a second
while holding down PLAY, the lape will also stop.

Ping-Pong Recording

Also referred to as “bouncing tracks” ping-ponging is
another importarnt mulli-track technigue. Duwiing the ping-
pong procedure, several existing tracks are played back,
mixed into one track and at the same time re-recorded on
an open track, which makes the original frackes available for
subsequent overdubs. The ping-pong procedure may be
repeated indelinitely in theory; but in practice, more than
twice is usually not sonically pleasing.

Another version of the ping-pong technique lels you mix one
or more live sources with several existing tracks, at the same
time recording the mix on an available track.

To combire the playback (and Ive) sounds for the ping-
pong, a mixer is necessary, See the manual of your console
for details on mixing for ping-pong recording.

NOTE: Not all tracks are equally suitabie for bouncing. If you
record on a frack adjacent to the one you are mixing from
(for example, frack 2 + 3 — 4), leakage in the recordiplay
head couwld cause feedback. Therefore, try to avoid ping-
pong recordings between neighboring tracks whenaver
possible,

If ping-pong to an adjacent track is absolutely necessary,
you may have to lower the lavels.

1, Make sure the tracks you want to transler with the ping-
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pong are set o Safe condtion [(SAFERDY indcators
ciresn).
The track you want to bounce (the destination track) must
be Ready for ecording (SAFE/RDY LED flashes red and
green).

2. To adpust the mixed level of the ping-pong tracks on your
mixer, make a preliminary recording while watching the
peak meter for the destination track.

3. Rawind to the baginning witn LOCATE 0 and racord with
the appropnate level saftings.

Bear in mind that once you complete a ping-pong proce-
dure, that sub-mix will be treated as a single elemeant in the
final misdown.

Cuing

This practical feature lets you search for the end or beginning
of a recording at high speed, in either fast forward or rewind
made.

The R8 has a lifter mechanism which normally lifts the tape
away from the head in these modes in order to pravent ex
cassive head wear This mechanism can be defeated with
the cue function, thus allowing you to listen to the tape at
h|gh speed to detect a cue paoint.

1. Halding down the fast forward button F FWD (3 or the
REWIND (8 button and tap the PLAY button (2) once.
Az soon as you release F FWD or REWIND, the cuing
mode is entered and the sound can be monitored from
the outputs and on the peak level meter
Once in the cuing mode, you can switch the direction of
the tape (while still monitoring i) by pressing F FWD or
REWIND.

You can also lower the tape speed by noding these but-
tons, making it easier to detect the desired location.

2. To exit from this mode, press STOP or PLAY.
It iz alzo possible to stop cuing by simultanecusly pressing
F PWD or REWIND and the PLAY bution,

Mixdown

This is the process whereby the signals from the tracks of
yaur B8 are remixed on your mixer to make a stereo master
tape You will need a mixing conscle and a two-track master
recorder to make a mixdown recording.
As far as the R8 is concerned, mixdown is basically just
normal playback—all important operations will be carried out
N YOUr Imixer.
1. Make sure that all tracks cf the R8 are in safe condition—
all SAFE/RDY indicators (4 must be green.
The master record should be ready o record.
2. Start recording with the master recorder, and press the Rg
PLAY button to reproduce all tracks.

Using a Synchronizer
& synchranizer such as the Fostex Model 4030 can be con-

nected to the SYNCHRONIZER terminal @) for control of the
AAa.

EMPTE time code is normally recorded on an edge track,
usually track 1 or B. Keep the recording level to about -7
to —3 on the R8 peak meter SMPTE time code must always
be recorded in one continuous pass.

Creative Use of the Pitch Control

The PITCH control can be used during recording or play-
back. Mormally, these operations should be done with PITCH

centered for two reasons. (3) lapes are made at calibrated
speeds, and (b) the record/play equalization and the Dotby
circuitry are properly aligned only at the normal running
speed. There are instances when different speeds are useful.

Retiming

If a recording has been made, say for a 60-second advertise-
ment, and the overall program is a few seconds too short or
too long, the PITCH contral can be used during remixing 1o
adjust the overall play time. The shift up or down in the fre-
guency of the program should not be disturbing so long as
a relatively small correction is used, say less than 5% (less
than half the maximum speed devialion). A 5% speed
change on a 60 sacond tape will add or subtract 3 seconds.
In a longar program, say a 20 minute segment, a 3%
change in length will amount to a full minute.

Retuning

Suppose the initial track i recorded with the performer out-
of-tune. During subsequent overdubs, it may be impractcal
or impossible to re-tune the instruments 1o match the de
tured original track. In this case, adjust the PITCH control up
or down so that the playback pitch equals the pitch of the in-
strument which cannot be retuned. Then make the cverdub
at that speed. Subseguent overdubs andior the mixdown
can be done either at standard speed or the modified
speed, as desired.

Speeding up a Performance without
Changing the Pitch

Whan a performer wishes to play a complex passage at a
tempo that would nommally be difficult, if rot beyond his abili-
Iy, the PITCH control can be put fo good use

The technigue is best usad during an overdulo, where at least
one recorded track is available for a frequency reference
When making the overdub, set the PITCH control so it slows
down the tape (rotate CCW). The perormer then plays in
tampo with the slowed down tape. During this operalion, be
sure the instrument is tuned to the lower pitch heard in the
monitors.

For playback, return the PITCH cortral to the normal setting
{centered). The overdub will now be heard intune, at normal
pitch, and at a faster tempo than it was actually performed.



section 4. EDITING

Once a tape has been recorded, it may be necessary to

rearange the order of some takes, splice two differant reels

af tape together, o, 1o add leader tape between takes on &
given tape. All these operations are considered to be aditing.

To edit a tape one should have the following materials

available;

1. A spiicing block. Such as Fostex Model 9930 This is
usually made of aluminum, with a groove to held the tape,
and one or more grooves cut across the length of the
block to guide the cutter

2. A sharp, non-magnatic single-edged razor blade To be
sure the blade has no residual magnetism, it can be
demagnetized in much the same way that the head as-
sembly is demagretized. Be sure to hold the blade ze-
curely, however, since a demagnetizer may pull strongly
on the blade,

NOTE: A magnetized razor blade will cause an audible
‘tfick”™ or ‘oop” al the pot of the splice Do not use
SCISSOS.

3. A sharp white or yellow grease pencil to mark the intend-
ad splice point on the back of the tapa

4. A roll of 1/2" wide (13 cm) splicing tape. Splicing tape is
gpecially manutacturad for joining magnetic tape; it is thin,
and has an adhesive that will adhere o the tape backing,
yet not seep out of the splice under the typical pressures
and temperatures encountered.

CAUTION: Mever use cornventional cellophane fape or
packaging tapas for splicing. Some of the adhesive on such
tapes may ulimately comaminate the recording tape and
may leave deposifs on the fape heads and guides.

5 A supply of plastic or paper leader tape; plastic is
sironger, but paper is easier to write upon with & pen or
pencil, and is thus handy for making notes.
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section s. ADVANCED FEATURES

Pleass note that all locate, auto return and zone limit memory
paints efc. are automatically canceled when power to the R8
is turned off.

Preroll

When you use the [locate zero] or the [locate] function, the
tape will stop precisely at 0 or the selected memory point.
For rehearsal or recording, though, it is often desirable to
hear a few seconds of music prior to an actual entry, making
it easier to keap time and come in correctly. These few sec-
onds of tape before the entry are called the “preroll’, and the:
R& allows you o set an automatic prerall that will work with
the locate zero and locate functions. Whenever these func-
tions are used, the tape will then stop several seconds belore
O or the normal memory point.,

The preroll time i adjustable between 0 and 9 seconds. |f
vou attempt to set a preroll time of 10 seconds or longer, an
error message "Err 4" will appear on the MEMORY display.
The following ilusiration shows how the prerall function
works:

Stop — Rewind
r | )
& é
~s Play direction  Preroll paint Memary paint

You can always t2ll whether or not a preroll has been set by
Izcking at the TAPE TIME display while the tape is being re-
woundiast forwarded with locatefiocate 0. If a prenoll has
been programmed, the left-most digit of the display will blink,
alternately showing “P” (for “preroll”) and “0"

Preroll Setting
1. First, press the clear buiton CLR @1 to clear the MEMORY
display @i
2. Input the desired length of the prerall with the correspond-
ing numeric key (5.
For sxample, f you want a prerdll of five seconds,
press| 5 . This number will appear on the MEMORY:

5]

® |f you make a mistake during data entry, press CLR, then
enter the correct number,

3. Press the store button STO &5,
The red ETO LED @8} lights up, and the MEMORY display
will change as follows:

oIo1a10T0[5

L o

4. Finally, press the minus key| — .
The STC LED will go out, indicating that the prercll time
has been memorized.

Checking the Preroll Time

If you have forgotien the length of your preroll time, you can
call it up on the MEMORY display by simply pressing the
recall button RCL 39 and then the minus key|[ — 1.

The Locate Function
The HE8 can store up to 10 different memaory pointg, each with
its own number, which can be automatically located with the
locate function, This Tunction allows you to find certain posik
fions on the tape easily by specifying the number of the
memory point and using the LOCATE button 23 as explained
below.
Setting Memory Points
There are two basic ways to sat memory points:
a) You can enter the time location of a memory point directly
with the numeric keys.
b) You can input the position currently shown on the TAPE
TIME display as a memory point by using the HOLD
button.

a} Using the Numeric Keys
. Firgt, press the clear button CLR &0 to clear the MEMORY
display @)

2. Input the location of the desirad memory point with the
nurneric keys (),
For example, if you want to memorize the location "15
minutes 30 seconds”, input the numbers by pressing the
numeric keys intheorder (( 1 115131700

These numbers will appear on the MEMORY display:
= m
@ |t iz alzo possible to input negative time values
{= memory points located before the zero point) by
number(s).
® |f you make a mistake during data entry, press CLR and
3. Nest, press the store button STO 351
The red STO LED @ lights up, and the MEMORY display
n ﬂ“ ' - 5
Ll
4, You can now enter the desired number for the displayed
memory point by pressing the correspanding numeric
For example, if you want to store the location "5 minutes
30 seconds"as memory point 0, press[ 0 |. The STO LED
memorized,

5. You can repeat the procedure from step 1. to 4. to input
@ Entering a different time location undsr an existing
memory point number will erase the previous data.

To input the presant tape position shown on the TAPE TIME

display @9,
The present TAPE TIME is now also shown on the
MEMORY cisplay
The red STO LED @ lights up.

3 Enter the number of the memory paint with the cor

52
pressing the minus key [ — | BEFORE entering the
start again.
will change as follows;
0 /5320
key (8. Numbers available are from 0 to &.
goes out to indicate that the desired position has been
up to 10 memery points,
b) Using the HOLD button
1. Press the HOLD button @,
2. Press the store button STO @61
responding numenc key.



Checking Memory Points

fou can easily check any currently stored memory paint lo-
cation. To do so. simply press the recall button RCL G, then
input the number of the paint you want to check with the car-
responding numeric key.

The location time of the desired memaory point will appear on
the MEMORY display, and the LOCATE LED & starte to
blirk. {If you do not want to use the locate function, press
CLR @D to turn off this LED)

Clearing Memory Points

Individual memory points are automatically cleared when

wou input @ new location tima.

You can also erase memary points by pressing CLR @), then

STO @), and finally entering the number of the point to be

clearad.

To clear all currertly stored memory points at once, hold

down the numeric keys 0 and 8 and simultaneously press the

CLR button Gi).

® All memory points are also automatically cleared when
the power to the A8 is turned off,

Using LOCATE

Once a memory point has been set, you can have the RS
automnatically locate it by calling it up on the MEMORY dis-
play and using the LOCATE button:

1. Press the recall bution RCL @G,
lts LED @& will light.

2. Inpul the number of the desired memory point with the
coresponding numeric key.

The red RCL LED goes out, and the green LOCATE LED
@4 begins to flash instead. The time paosition of the selact-
ed memory point is shown on the MEMORY display.

3. To autermatically fast forwardirewind the tape to the selact
ed memary point, press the LOCATE button @) as long as
its LED is flashing.

This can be done in any transpon mode—ston. play, re-
wind, sto.

The LOCATE LED remains lit during the search proce-
dure. As soon as the selected memaory paint is reached,
the tape will stop automatically. The LOCATE LED goes
out.

Instead of having the tape stop at the memory point, you can

also cause the RE to automatically start playback when the

selecled point is reached by using the AUTO PLAY function

(see below) or by pressing the PLAY button while the tape

is being rewound or fast forwarded., (The PLAY LED will start

to Blink).

NOTE: The locate function will not afways stop the tape

precisefy at the memory point-occasionally there may be

a difference up to one second. This dewviation is not a

matfunciion,
AUTO PLAY

If you always want playback to start automatically when using
the locate function, press the AUTO PLAY button (33 to light
its green LED (8. As long as this LED is [it, the RB will enter
PLAY mode whenever a memory point is located.

To cancel AUTO PLAY, simply press this button again, nating
that its LED goes out.

AUTD PLAY can also be used in combination with LOCATE
0 and AUTO RETURN,

The Auto Return Function

This function allows you o let the R8 automatically rewind to
any desired point—the "start point"—as soon as it reaches
a certain other definable location on the tape called the “end
point”

The start point and end point of the auto return zone can be
chaosen from among any of the currently stored memory
points. Thus, at least two memory locations, namely a start
point and an end peint, must be stored in ordar to be able
to use the auto return function. (See “Setting Memory Points”
above on how to enter such memary paints.)

The auto return function can also be used in combination
with auto play The RS wil then automatically start to play
after rewinding to the start point, repeating this aperation
confinuously until you stop it.

Setting the Auto Return Points

1. Press CLR @) to clear the MEMORY display.

2. Enter the number of the start point, followed by a hyphen
(the minus key) and then the number of the end paint. (it
is also possible to input these points in the reverse order,
entering the end point first.)

For example, say you have programmed five memary
points and want the R8 to automatically rewind to point
number 1 (your start point, eg. at the 10 second location)
as soon as it reaches your end point number 5 at 1 minute
30 saconds:

Press the numeric keys' | |[— | §
display will show

. The MEMORY

TI1-[5

3. Next, press the store button STO @&

The STO LED will light, and the MEMORY display wil
change to show the memory point with the larger time
value first (in our case point 5),

4. To store these auto return points in the memory, press the

AUTO RTN button (9.
The STO LED will go out, indicating completion of the
auto return peint sefting.

NOTE: If you made a mistake and specified the same
memaory point number as both the start and the end point
{or if the specified memory point numbers contain the
same lime data), the AUTO RTN LED @ will start to blink,
indicaling an error. Avlo returm mode cannot then be
entered.

When this happens, correct the startend point setfings.

Using AUTO RTN

Once the two auto return points have been set, vou can enter
auto refurn maode by pressing the AUTO RTH button (8, thus
lighting the green AUTO RTN LED .

As long as this LED is lit, the R8 will automatically rewind
lo the start point of the auto return zone whenever the end
point is reached during playback. While the tape is being
rewound, the LOCATE LED @4 will light.

You can combine auto return with the auto play function to
automatically start playback at the start point. Simply press
AIJTO PLAY (17 so that both the AUTO RTN LED @) and the
AUTC PLAY LED (8 are lit. The R8 will now continuously
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repeat playback of the auto return zone (“shutlle play™), re-
winding to the start point whenever the end point is reached,
until you press ALTO PLAY again to exinguish its LED,

Auto return zons
- l-|

Jl( Hﬂr'_-‘ - = _)N

The LOCATE @ button can also be used any time in auto
return mode to rewindfast forward to the start point,

Checking the Auto Return Points

To call up the start and end point numbers on the MEMORY
display, simply press RCL @2, then the AUTO RTN button,

The Zone Limit Function

The R8 lets you specify a certain zone on the tape to which
all transport movements will be limited. In other words, play-
back, recording, fast forward, rewind and locate will only be
possible within this zone—the tape will automatically stop
when the beginning or the end of the zone is reached. This
function is very useful when you are working on a specific
section of the tape.

Setting the Zone Limit Points
1. Press recall RCL @, then the ZONE LIMIT button @)
Both the MEMORY and the TAPE TIME display will show
only zeroes, with the left-most digits blinking and alternate-
ly displaying “L" and “0"

——

Play
direction

S Jite
ol B X
I T

2. Next, press the clear button CLR &1 to clear the two dis-
plays, which will now show only the flashing "L symbal
and a period after the last digit. The period on the
MEMORY display will blink.

® |f a zone has already been set before, its start point wil
appear on the TAPE TIME display.

3. Use the numeric keys (5 to input the zone limit end point.
The time value of this point is shown on the MEMORY
digplay.

If you make a mistake during data entry, press CLR and
input the corect data.

4. To finalize input of the zone limit end point, press the
period key[ = .

The period on the TAPE TIME display will start to blink in-
stead of the MEMORY display period, showing that you
can now enter the zone limit start point.

5 Input the zone limit start point with the numeric keys,
which display the time value on the TAPE TIME countar

® |f the previous start point is displayed, you must first clear
this value by pressing CLR.

Again, mistakes can be corected with CLR.

8. Press the store button STO 35, then the ZONE LIMIT bul-

ton @) to memorize the zone

Using ZONE LIMIT

To activate the zone limit function, press ZONE LIMIT,

Depending on the current tape position, the ZONE LIMIT

indicator will either blink or stay lit.

The blinking LED shows the current position is oulside the

zone. As long as the current tape time value is within the

zone, the indicator will remain [it,

® |f the ZONE LIMIT button is pressed while the tape is be-
ing transported outside of the limit zone, tape motion will
stop immediately. The ZOME LIMIT LED will blink.

To cancel the zone limit function, press ZONE LIMIT again,

noting that its LED goes out,

Checking the Zone Limit Points

To call up the zone limit start and end points on the displays,
simply prass RCL @, then the ZONE LIMIT button 3.
Both displays will have a flashing "0"-"L" symbal as their left-
most digit, indicating zone kmit mode. The MEMORY display
shows the zone limit end point (the higher time valug), while
the TAPE TIME display indicates the start point.

Displaying the Zone Limit Time

To find out how long your zone is (ie. the time difference be-
tween the start point and end paint), press the recall button
RCL &3, then HOLD @

The length of the zone is now indicated on the MEMORY
display.

The Tape Reel Zone Function

When rewinding or fast forwarding a lape, you could forget
Io stop it on time so that the tape runs off the reel and has
o be threaded again. To avoid this sort of accident, the RS
fealures the ability to automatically calculate and set a tape
reel zone. Once this zone is sat, the tape will automatically
slop when the tape reaches the border of the zone (With a
standard 22 minute tape, the tape reel zone function stops
the tape at a distance of about two minutes from the end or
beginning).

® When a lape regl zone has been sel, the regular zone

limit function cannot be used.

Calculating the Tape Reel Zone

The length of the tape reel zone differs depending on the
size of the reels and whether or not the tape is back-coated
(thickness). It is therefore necessary to input the reel sizes
and the type of tape so that the R8 can automatically calou-
late the zone length.

Whan power is turned on, the R8 is adjusted for AMPEX 457
or equivalent tape on the supply reel and the supplied 7 inch
empty reel on fhe take-up side If you are using this standard
set-up, you do not have 1o input the reel sizes as explained
in step 1., but can start right away with step 2.

1. There are eight reel size and tape type combinations to
choosa from. To call them up on the MEMORY display,
press the recall button RCL (G2, then the'period key[ « |
The first combination displayed is (r b7-7). “r" is short for
“reel’, and the two numbers on the right indicate the size
of the reels—the left number showing the supply reel, the
right number the take-up reel. The latfter "b" means that
the tape used is back-coated. In other words, "r B7-7" in-
dicates thal two 7 inch reels with back-coated tape wil be



used as the basis for the calculation,

To call up the next possible combination, press the period
key « again,and so on untl the desired combination
Jis displayed.

Gl S o (S g

‘.- 5 _5] r=regl b=back-coated tape 7 or S=resl sze |- 7§
‘. |

S v

5 Te—lro57

The left number indicates the supply resl, the right num-
ber the take-up reel,

2. Next, start playback of the tape, then press the PLAY but
ton and the ZONE LIMIT button at the same time,
The leftmost digit of the TAPE TIME display alternately
shows 0" and "0" indicating that the RE is currently cal-
culating the tape reel zone,

3. When the RE has completed calculation, the 'o0" display
will stop flashing and the ZONE LIMIT LED @8 lights up
fo show that the tape reel zone has been set,

Displaying the Remaining Tape Time
Once the tape reel zone has been sel, you can check the
ramaining time within the zone by pressing the recall button
{RCL} @2 and then the AUTO PLAY button 09. The time until
the end of the zone will be shown on the MEMORY disnlay.

NOTES:

1) Since the regusar zone dmit funclion cannot be used
simultaneously with the tape reel zone, entering a tape
reel zone cancels any zone fimit settings and vice versa.

2) Calculation of the tape real zone is hasad on & lapa thick-
ness of 35em. iF 50pm tapes or tapes that have been eait-
ed with splicing fape are used, it may not be possible o
corrsctly calcuwlate a fape zone.

Memory Sort

The memory sort function is a practical means lor checking
various data concerning the memory points—how many
points have been set, their order according to time wvalug,
location, ete.

To enter memory sort mode, press the recall button RCL G,
then the clear button CLR @5

Memory Sort Data and Functions

a) The display shows the numbers of the memory points in
the order of their time values: the one with the largest
value is displayed furthest on the left (on the MEMORY
display), while the memary point with the smallest time
valug is shown furthest on the right (on the TAPE TIME
counter).

MEMORY TAPE TIME

918117161514] [3l21/a1L]C

In the abowi illustration, the time valuas of the memaory points

increase with larger memory point numbers. Thus memory

point number 9 has the highest time value and memory

poirt 0 has the smallest.

& (On the display, "C" indicates the current counter pesition
in relation o the memary points,
If you play the tape or use fast forwardfrewind during
memory sort, you can see how this "C" moves between
the numbers on the display.
On the above display, all memory points have larger time
values than the present counter position.

® " indicates the praviously located or currently selected
locate point.

® A period between two numbers shows that these mermaory
points have the same time values. In the above example,
memory points 8 and 7 are identical, as are points 4 and
a

A period betwean the "L symbal and a number indicates

that this memeory point is currently selected for locate
b) You can now call up the tme value of each memory point

on the displays by pressing the corresponding numeric

kay.

As an example, if you press "1" the following display will

appear:

MEMDREY

G

TAFE TIME

MEEE o[ 111
Indicates |:|uanrter-eaer:mr'nds—1l ?

O0=00 Sec.
2=05 Sec.

00

1=0.25 Sac.
3=0.75 Sec.

Shows memary number —

Thus memory point 1 has a time value of 12,00 seconds.
Cluarter second values cther than 0 are possible only cur-
ing display of the current courter value (see next item),
Faor example, if a number 3 was displayed on the TAPE
TIME counter instead of the 0 in the above example, 2
time value of 12.75 (12 and three quarter) seconds would
be indicated.

® Pressing the period key[ « |displays the current counter
value, indicated by a "C" on the TAPE TIME display.

® Prezsing the minus key| — [shows the time value of the
currently selacted locate point (i.e. the memory point the
LOCATE button @3 will rewind/fast forward tg). An "L
appears on the TAPE TIME display.

@ fou can “freeze’ the data on the displays by pressing the
HOLD button 32 while holding down the desired numeric
key. (The numeric key must be pressad first for this func-
tion to work.)

Te cancel this function, press HOLD again.

c) i you press the store key 3TO @8 to make its LED blink,
you can then directly rewincifast forward to any desired
memeory point by simply pressing its numeric key.

To rewindffast forward to the previous locate point
imemory point or other counter position), press| — |
Pressing  « locates the last point where playback or
recording was startecl.

To cancel this direct locate mode, prezs the store button
STO again.

16
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Data Value Entry

In the preceding chapters, you have already learned how o
input various kinds of data such as locate memory points.
The following explains a slightly different methad of value
entry which is particulary useful when you want to correct or
alter exiefing data.

To be able to use this method, a period must be blinking on
the MEMORY display @8. The perod key| « lis then used to

a) Altering a Memory Point Setting

input Display
2101534
[T {12|5]i 3|4
En NERCIEID]
= ACIEIC]
= NERACEIR
B AEACEC
3 HEALEIL
= A ERCIEIE
K| FERCEIE

b) Altering an Aute Return Point

Input Display
Y=3]
[] 123
=] Al 3
(2] L=F
| |=id
Ed {=|¢
=] IEE

move the flashing pericd on the display. The two digits to the
left of the blinking period are "ready to be edied or
changed” for input—you can enter any desired numbers
with the numeric keys.

In the four setting examples below, “." indicates that the
pericd is lit, "0” shows a blinking period, and no periad indi-
cation means that the period is not Iit.

In this example, a memory point has been called up on

the display with tha RCL button @ and the corresponding

rumber key, then the blinking period was moved to the

left with| = |.

® The minus kay | — | enters and clears the minus sign
regardiess of the posiion of the blinking period.

® Pressing the store button STO @8 causes the period at
the seconds column to disappear and the cther two peri-
ods at the Hour and Minutes to light continuously. The
STO indicator is lit, and you can row input the cue
MEMGnY numites

® [f you want to make further alterations after storing, simply
press [+ | again.

In the next example, the data value was called up by press-
ing RCL and AUTO RETURN (8, then the blinking period
was moved to the left. Pressing AUTO RETURN at the end
of the procedure stores the displayed value,



¢) Entering a New Memory or Auto Return Point

Input Display

[ ] i
[o] =Y
[ 2] -\
Cs] |=|¢|8]2]5
=158 18|25
0|8 |82 5
CFGG 82|

Error Messages

The HB is programmed o display certain “error messages”
on the TAPE TIME counter to show you when the transport
is not aperative (“shut-ofl errer’) and 10 warn you of mistaken
operation during data memaorization (“store mode errors”),
A) Shut-Off Error

When the tension arm guides have dropped to their lowest
position, thus shutting off the tape transport, the following er-
for message (“error ") appears on the TAPE TIME display.

Flrlr W =

To be able fo use the tape transport again, remove lape slack
by rotating either or both reels by hand.

B) Store Mode Errors

All of these error messages show that you cannot store the
current input dala. Check the data and repeat entry to cor-
rect it

® |k rFT E

Indicates thal the inpul data is not suitable as an auto returm
point and therefore cannot be stored.

5

f (Error 1}

Input Display

BI
‘-‘

L -

!
[=] ([~
_._ETG l‘.- L‘J
ES 0= c

For your reference, these llustrations show the regular input
method already explained under "Setting Memory Points”
further above,

© Elr|r e

Appears when the data on the MEMORY display you have
gitempted to memaorize contains symbols other than
numbers.,

(Error 2)

o |El-lr| | |3

Appears when the dala on the TAPE TIME counter you have
attempled o store contains symbeols other than numbers.

(Error 3)

@ [Er”r 1Yy

Indicates that the input data is not suitable as a prercil value
and therefore cannot be stored more than 10 seconds

{Error 4)

18
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section 6. LIST OF FEATURES

FRONT PANEL

(T) Reel Holders
These =acure the reels on the reel turnfable (See page 6).

(Z) POWER switch
Turns power to the RS on (press) and off (release).

(3) PLAY button

If the capstan is furning (both Tension Arms are up), pressing
this button enters play mode.

You can also use PLAY to automatically start playback after
2 locate procedure (see "PLAY LED"™ below).

Besides, pressing this button together with STOP punches
out during a recording (see page10). Pressing this butlon
togethar £ FWD or REWIND will initial Fast Search mode

(3) PLAY LED

This indicator lights up when play mode is entered and goes
out when you exit this mode

If you press play button during Locate mode, the LED blinks
lill it reschs 1o the locate point, and enters into play mode
automatically.

(8) STOP button

Press this buticn momentarily to stop the transport in the
sStandby Mode Hold it down for longer than 0.5 seconds
o stop transport in the Release Mode (See page 7 for
explanations of Standby and Release Modes.)

STOP is also used in combination with the PLAY button @)
to punch out during a recording. (3ee page 10)

(&) STOP LED
Lights constantly in the Standby Mode and blinks in the
Release Moda

(7) F FWD (FAST FORWARD) button

Winds the tape at high speed from left to right onto the take-
up reel,

Pressing this button with PLAY button will iniiate Fast Search
made.

Pressing this button while the tape is being fast forwarded
lowers tape speed.

F FWD LED
Lights up when the F FWD button is pressed,

{3) REWIND button

Winds the tape at high speed from right to left onto the sup-
reel,

E’Iriming this button with PLAY button will initiate Rewind

Search mode.

Pressing this button while the lape is baing rewound lowers

the tape speed.

{0 REWIND LED
Lights up when the REWIMD button is pressed.

{ilt REC (RECORD) button

This button serves two purposes First, it is used to monitor
the input signal of the selected channels) al the B8 outpul
and on the peak level meter (The INPUT MOM LED 3
blinks when this condition exists).

The other function of the REC button is to start recording on
the selected tracks (see page 9) by pressing it together with

the PLAY button (). This operation can be done from stop
mode or while tape is raling during playback {("punch in”).

(il REC LEDs

The RSB has two record LEDs—an orange one and a red one,
The crange REC LED lights up to indicate the “record
ready” condition. This condition is entered when no track
has been selected for recording, and the PLAY button (3)
and the REC button (1) are prassed simultansously.

The red REC LED indicates the actual recording mode,
which is entered when track(s) has (have) been selected, and
the PLAY bution (3) and the REC button (i) are pressed at
the same time.

The crange REC LED will blink when an optional feot switch
(Model 8051) has been used to enter rehearsal mode (see
page 10}.

{11 PEAK METER mode switch
This switch allows you to select between thrae types of peak
mater dislay modes—PERM (permanent), NORM/RST (nor-
malfreset) and TEMP (temporary).

PERM: In this permanent PEAK HOLD mode, the indicalor
segment showing the highest peak of each channe
is held confinuously on the display unbl an even
higher peak level is encountered, or unti you set the
mode swilch to MORM/RST to resst the display

NORM/RST: When set to this position, the display functions
as a normal peak leve! meter
This position also resets the PERM mode peak
hoid funciion.

TEMP: In this 7 second PEAK HOLD mode the fevels of
the highest peaks are held for about one sscond on
the display,

o sefect the desired display mode, simple move
this switch to the corresponding position.

() SAFE/RDY (READY) LEDs

When these record track indicators are green, the cor-
responding tracks are “safe”—ie no recording is possible
When these LEDs alternately blink red and green, they indi-
cate which fracks are “ready” for recording.

While tracks are actually being recorded, the correspond-
ing SAFE/RDY indicators are constantly lit red.

(i5) Numeric key pad

This key pad includes ten number keys from 0 to 8, a period
key and & minus key (hyphen)., They are used for data ingut
and various command contrals.

{i&) PITCH control

The pitch contral knob adjusts the tape speed over a
+f=10% range. Rotating it clockwise (in the direction of the
"+" symbol) increases the speed, while rotating it in the
other direction decreases it. The center position, where the
knob clicks into place, corresponds to the standard speed
of 38 cmis (15 ips).

(i) AUTO PLAY button



Prassing this button to light its LED (8 enters AUTO PLAY
mode, ie the R8 will start playback whenever a memary
point is located. (See papge 14.)

{iH AUTO PLAY LED
When the AUTO PLAY LED islit, auo play moede is currently
sel.

(i AUTO RTN (RETURN) button

When this button has been pressed to light its LED indicator,
the tape will automatically retumn to a preset “start point”
once the specified “end point” is reached (see page 14).
Mormally, the tape will stop there, but if used in combination
with ALITD PLAY, playback will autornatically begin from the
start point, thus creating an endless play loop (“shuttle play”).
To cancel aulo return mede, simply press this button again,

20 AUTO TRN LED

This LED lights up to indicate auto return mode.

If a2 mistake has been made when specifving the auto return
zone (see page 14), this LED will blink instead, showing that
auto refurn mode cannot be enterad.

21 LOCATE 0 button

Press this button to automatically rewind/fast forward the tape
to the "00HOOMODS" position on the TAPE TIME display (3.
{If you have set a pre-rall, the tape will stop at the pre-roll
position instead. See page 13).

) LOCATE 0 LED
This LED lights up when the LOCATE 0 button is pressed,
As goon as the "DOHDOMODS" position is located, this LED

goes oul.

%) LOCATE button
Used to rewindfast forward the tape to the currently selectad
memory position. (Ses page 13).

(1) LOCATE LED

Lights up when LOCATE (3 iz pressed and the A3 is saarch-
ing for the selected locate point. It goes out as soon as tape
leaches 1o the destination.

When the RCL bulton @ is used in combination with a
numeric kay fo recall a cerain memory point, this LED stars
io blink,

75 ZONE LIMIT button

Pressing this button limils tape travel within the specilied
Zona (see page 15). The tape will automatically stop as soon
as it goes out of the pre-programmed zone

To cancel the zone limit {or tape reel zone) function, press this
bution again,

25 ZONE LIMIT LED

Pressing the ZONE LIMIT button @ causes this LED to
cither light up or blink,

I ZONE LIMIT is pressad outside of the specified zone, this
LED will blink. It also starts to flash when the end or the be-
ginning of the zone i reached in zona limit mode.

The ZONE LIMIT LED lights up continuously when ZONE
LIMIT is pressed within the limited zone, or as soon as the
rore is entered in any of the transport modes,

{17} RESET button

Thig button resets the TAPE TIME counter to O; all currently
displayed numbers are canceled and a 0 appears for al
digits. The present tape location now becomes the cue point
for the locate zero function.

When the RESET button is used, all locale Tunclion memory
points are automnatically readusted (recalculated) to cor-
respond to the new zero location. Thus memory points will
still have the same position on the tape even after pressing
RESET.

Memaory Memory
point 1 point 2
(4] 30 seconds 1 minuta 1 min 30 sae
+ + + ¥
Currant tape posibon
Press RESET.
AT R, '
=30 se;mnﬁa 0 30 seEm 1 ﬁ'li;'lul&
Memory Memary
poind 1 paint 2

@ INPUT MON (MONITOR) button

Pressing this button allows you to monitor the input signals
of all channels. These signals are also displayed on the peak
level meler (See page 9).

(@ INPUT MON LED

This indicator lights up when the INPUT MOM buttion is
pressed, shawing that you can monitor all input signals.
When the record button REC (1) is pressed alone, the INPUT
MON LED starts to blink. Then, only the input signals of
those tracks selected for recording (whose SAFE/RDY LEDs
{14 are flashing red and green) will be present at the cor-
responding OUTPUT jacks and visible on the peak level
meter,

i1 SAFE/RDY (READY) button

Pressing SAFE/RDY allows you to select tracks for recording
with the corresponding numeric keys (8. (For details, see
page 8.)

1) CLR (CLEAR) button

This button has two main functions. One is o completely
clear the MEMORY display 3 in order to input various data
such as memory points.

It is also used to set all tracks selected for recording (whoss
SAFE/RDY LEDs (14) are blinking red and green) back io safe,
cauging their LEDs to light green.

(7 RCL (RECALL) button

This button is used in combination with other keys to recall
various memory setlings on the displays. (See the section on
"Advanced Features’)

@ RCL LED

Lights up when the recall button RCL is pressed and goes
out when the desired data is shown on the display or RCL
is pressed again.

3% HOLD button

Fress this button to copy the dala appeanng on the TAPE
TIME counter 39 to the MEMORY display 8, for instance
when you want o use it as a memory point. Other functions
ol this button are -explained in the “Advanced Features”
saction.

(3% STORE button
This button is used to store various kinds of data in the inter
nal mermary.
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3 STORE LED

This LED lights up when the STORE button is pressed. It au-
tomatically goes out when the respective data, such as a
memory point number, is entered. It also goes out when
store mode is canceled by pressing STORE again.

@ NR (NOISE REDUCTION) OFF LED

When thiz LED is lit, this shows that the built-in Dolby C noise
reduction is currently turned off,

This indicator is also lit during the initial “FOSTEX" display
whean the power is turned on.

{38 MEMORY display
Various kinds of data, such as memory points or tracks for
recording, appear on this LED display

3 TAPE TIME display
This is & counter that usually shows the current tape position
in hours, seconds and minutes,

iy PUNCH IN/OUT jack

This jack is for connection of an optional foot switch (Model
8031} used for punch in and punch out (see page 10) and
to set punch infout rehearsal maode (page 10).

PLAY/LOCATE jack

By connecting an optional foot switch to this jack, you can
control the locate and playback functions by foot. The first
time you press the foct switch, the RB will automatically locate
the selected memary point. Pressing it again starts tape play-
back, and so on.

UPPER PANEL

@@ INPUT jacks

Used for connection of signal sources—usually a mixer's
buss outputs,

The jacks of channels & 19 8 are normaled to channels 1 thu
4 respectively. Thus signals present at INPUT jacks 1o 4 are
automatically rouled to channels 5 to 8 as well, but il you
connect input 5—38, it will break the connection to 1—4.

% OUTPUT jacks
Output jacks for each track are normally connected to the
mixer's tape input jacks

# DOLBY NR (NOISE REDUCT ION) switch

This switch allows you to tum the internal Dolby C noise
reduction on or off,

The NR OFF LED @) lights up when this switch is set to OFF
{rormally for calibration and alignment).

{#) SYNCHRONIZER connector

For connection of an optional synchronizer (Madel 4030,
which allows SMFTE synchronization with other audio or
video tape recorders,

(i) SERIAL PORT/MODEL MTC-1 connector

In the near future, a MIDI time code controller (Madel MTC-1)
will be available for MIDI control of the RB. The SERIAL
PORT is for connection of this unit,

MAIN UNIT CONTROLS

The following controls are located behind the detachable
control panel and become visible when the panel is
removed.

) METER NORM/FINE switch

When adusting the amplifier section of the RS, the meter fine
mode allows you to “magnify” the vicinity of 0 dB, thus mak-
ing more precise settings possible.

FINE NORM
] ¢ 8 [ 1]
L] ) g
= 0 ]
L 1=1 =3[
[ ]-28 =1[1
[ 1—-3 -]
[ | -5dB-20[_]

In FINE mode, the — 5 dB segment lights up even when out-
put level is less than =5 dB from a reference leval,
Set the switch to FINE by pressing it in when making calibra-
tion, Press again to reset the meter (o normal mode

(28) REMOTE control panel connector
This is used to connect the contral panel cable or an optional
extensicn cable Model 8544, (See page 6)

(3 Tape transport buttons

The four basic tape transport functions stop m, play &= re-
wind - and fast forward = can be controlled with these
buttons, whose funclions correspond to thosa of the equiva-
lent control panal keys.

(&) POWER-RECORD-READY LEDs

POWER: Indicates that power is on.

RECORD/READY: These LEDs have the same funclion as
the REC LEDs (2. The red RECORD
indicator lights up when a recording is
aciually being made, while the orange
READY LED indicates “record ready”
condtion—ie no track has baen salect
ed for recording, and the PLAY bution
(3} and the REC button (3 have been
pressed at the same time
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secrion 7. ROUTINE MAINTENANCE

Cleaning and demagnetizing the tape path should be done
regularly to keap your RB in top operating condition. Though
it is possible to adjust bias, level and equalization yourself, we
definitaly recommend leaving such elactrenic alignments to
gualified service personnel,

A) Cleaning

In the course of recording and playback, all magnetic tape
leaves a residue of oxide particles from its coaling on the
head assembly, capstan shaft and tape guides. A buid-up
of such residue in combination with dust elc. will gradually
degrade the performance, especially at high frequencies. [t
is therefore necessary to clean the ertire tape path as often
as possible—ideally before each work session.

Use a common cotton swab moistened with head cleaning
fluid or pure slcchol to clean the heads, tension arm guides,
tape guides, capstan shaft and pinch roller Never use organ-
ic solverts. Repeat this process until the cotton swab comas
off perfectly clean.

Allow all parts to dry completely before loading tape.

To clean the exterior of the R8, wipe it with a soft moistenad
cloth.

B) Demagnetizing

Residual magnetsm, which degrades performance and can
partialy erase valuable tapes, gradually builds up in the
metal parts of the head assembly, etc. This phenomena
is due to the strong magretic field generated by the
recordiplayback head and is an unavoidable fact of tape
recording.

To get rid of this residual magnelism, demagnetize the head
area, capstan and guides after about every 8 hours of use
with a demagnetizer such as the Fostex Maodel HD-10, care-
fully following its operation instructions. (If not camied out
property, demagnetization can do more harm than good!)
Make ABSOLUTELY sure that the A8 is turned OFF when
demagnetizing, and that no tapes are within 2 fast (06
rmeters). Do not turn on or even plug in a demagnstizer un-
less it is at least three feet (1 meter) away from the tape
recorder. Approzch the head area slowly with the demag-
retizer turned on, and also remove it again slowly before
turning t off at a distance of at least 3 feet,

secrion 8. SPECIFICATIONS

TAFE 144 inch tape width, 1 mil base
FORMAT 8 track, 8 channe!

(B ch. racard, 8 ch reproduce)
REEL SIZE 7 inch
TAFE SPEED 15 ips, +0.5%
PITCH CONTROL +100%
LINE INPUT ~10 dBV (03 V).

impadance: 30k, unbalanced
LINE OUTPUT —10 BV {03 V),

lad impedance: 10kG,
or higher, untalanced

RECORD LEVEL CALIBRATION 0 dB relersnced to 320 riWh'm
of tape flux

EQUALIZATION IEC

WOowW & FLUTTER + 00E% peak (ECHANSI, weightad
for 15 ips, measurad with fiufler
test tape

Less than 05 sec

120 seconds for 1600 R of tape
40 Hz ~18 kHz, for 15 Ips 23 dB
T8 dB weighted, 60 dB unweighted
for 15 ips.referanced o 3% TH.O
[evel (10 B above O dE) at 1 kHz
Less than 194 &t 1 kHz, 0 dB
Better than 70 c8 at 1 kHz

120 W AC, 60 Hz, 55 W

(LS.A Canada modals)

220 V AL, 50 Hz, 55 W

(Europesan modeals)

240 WV AC, 50 Hz, 55 W

(UK (Bustralian models)

12-1/2" (W) % 13-106" (H)x 6-5/6" (D}
22 fos. (10 ko)

STARTING TIME

FAST WIND TIME
FREQUENCY RESPONSE
SIGNAL TO NOISE RATIO

T.H.D.
ERASURE;
POWER REQUIREMENTS

DIMENSIONS, overall
WEIGHT

*Dolby nolse reduction manuiaciured under license
fram Dolby Laboratories Licensing Corporalion,
“Dolby* and the double-D symbal are trademarks
of Doloy Laboratories Licensing Corporation.
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