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Xa—/2AyR— [Cue/Stutter] 11 CUE(Fa1—)E—FDH
BiE/—EELE [Play/Pause] 15 PLAY(B4£)E—FD/H
BERRSYS gi(;:?] el T Pl Cez 11/15 Stutter(X 2y 2 —)E —FDfE
[Flip] 9 ----AEA ----
Cue(Fa1—)/Play(BAH)E—K
. ou vk, [PMI£EL. RLVEWIIL—TEEBLET . 82UV T1E.
MEAE R et (A1l 13 A1) r2 DM MERLET
" [B] g4 16 ir;:/;y%ﬁuﬁwéb%/J\Eﬁ;’fl:iﬂﬁ?éi'& T2 1D FE
TZaTFILIL—ELS [AZ] LT [B] 13[A2] / 16 PLAY(B4£)E—FD/H
wriyL—7 [Exit/Reloop] 18 PLAY(BA)E—FOm
%18 /5% L) BFfE [Time] 8 Cue(Fa1—)/Play(B4)E—FDHHE
BPM/ BwF&kR [Time] + [+] 8/24 [+]
[Time] + [-] 8/24 [] #F "M Pitch Range(Ey FEEB)E—FIZEBELE T,
FiLLWF 21— RAobDEYE [MEMO] 10 Cue( 21— )/Play( B4 )E—FDE
T7AIBDRR/AUB—)L [Title] 12 Cue(F¥1—)/Play(BE)E—FDMH
oo aykIL—EVY /LTS5 — [Cont/Single] 14 Single(> 25 JL)E—F DR
O —LLRIIL—EVY [Cont/Single] 14 Cont(#1T)E—FDE
PC/CD £—F [Source] 17 PC/*CD £ —FRimYI&x "Denon  cDTL—v—htEHREShiz (R
Mo IGEDH
[F1] 33 ----bEyrSATOWRWESIR. FER ----
[F2] 33 ----EYRESATVWEWEAIF. RER ----
[F3] 33 ----bBYrESATOWRWEEIF. AER ----
[F4] 33 - -tByrEATOWAEWNWESIX, REAR ----
[F9] 33 - -bEYREATVWREWSAIF. AER ----
JL—*%E—F [Effect 1] 3 PLAY(B4)E—FDR (1E)
RS E—FK [Effect 1] 3 CUE(¥ 21—)/PAUSE(—FFZ1E)E—F O (1[E)
JY—TEF—K F2/47 [Effect 2] 30 PLAY(B4)E—FDR
—BEMiEJ —TE—F [Eflect 2] - R<iRT 30 PLAY(B4E)E—FD/M
#> > [PM] #EL T&EJR > Low Shelf ( m—< 1)L 7 ) > High Shelf
T4NEB— F/FD [Effect 3] 29 (n142x)L7) > Low Pass ( O—,x ) > High Pass ( /\4/%x )> EQ
Band (EQ /\>K)
"t PM] #RLCET 27 sEn Gain ((FI1§) > Width( 4g) > Freg (Bi&%k ) (U5 1£F)
"t [Jogl EEIT 21 A Dry (FS54)/ Wet (O h)
""" " [Flip] + [Jog] 9/21 AT RREMNE/EICRA—T
BREDOSEE XY [>>] 32 [>>] PLAY(BH)E—FDHE
N IR—F—FDEHXY [Flip] + [>>] 932 [>>] PLAY(B4£)E—FD/H
BREOSERSERL [<<] 32 [<<] PLAY(B4)E—FDR
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s E—K [Jog Mode] 19 IR CUE(¥F1—)/PAUSE(—BF{Z1E) £ —FK (B#IH) DRScratch (X 55
B2k [Jog] 21 PLAY(F 2E) &Jog Bend (D 3 NoF )£ —F R ZUD T Uow DR
REVINVID R IF9F [Jog] 21 PLAY(B4) DR, 30 TR D MEERE))—R
INGA—B—DRISYF [Jog Mode] Hong push & hold 19 PLAY (B 4) /CUE(F 1—) &Jog Bend (a3 RUR) E—FDREZUMNFA L
N 3 BINT DI<1% > Scratch Balance (A7 7Y7D/\ooX) > Scratch
neenpM] AT 27 Stroke (ROUZYFMDRAMA—Y)  >ScratchKey Lock (ROZvFD
F—av7)
Scratch Balance (R 75U 7D/ NooRA)  (x1 #BH )> Scratch S troke
neepM) EES 27 (ROSYFDRANI—Y)  (-5~+2.5)> Scratch Key Lock (ROS9F
DXx—BYD) F/AD
NOFRDINTA—H— [Jog Mode] - R (T 5 19 PLAY(F ) /C LE(F 1—) &dJog Bend (© 37 NoF) £ — R O Zoh x|
" iPM) ZEEY 27 #ERT BIZIE >Bend Strength (N2 F1) (1~10)
Sl A AT TAP/Sync] 6 g;i:;&&:? JyRIZEIHE T B OIEH, /\—TJE—NI[TERB/HZRE
— T s
BPM &> [Playlist LED] i Eﬁﬁﬁﬁ@@T#j\:#@iﬂfcgfg\oﬂ CBE. UTADILA R MDLEDAN IR
T7AILDFEIR [PM] Z[Elg 27 CUE(Fa1—)DFE FrEtEY A REFETEIYIZEIT,
[Fip] + [PM] 9/27 CEG I DM —EILIAITIDRATE (050D I7AILE CEID S
[Jog] ZE1Y 21 CUECFra—)DM EEtEYAREBFEYIZET,
T7AILDEFRFAFH [PM] Z4# 5 27 CUEFa1—)E—FDE PLAY (B4X)PIEAATEE
[Back] 28 N N
JIR)T—K [B] + [Effect 3] 16/29 BWADT V¥ D22 DECKRAEADERT .
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