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Thank you f or purchasing the A rturia BeatSte p P ro!

This manual co vers the features and operation of ArturiaÕs BeatSte p Pro , a full-featured pad/
knob controller , dual analog-style ste p sequencer , drum programmer and liv e per formance
de vice .

I n th is pack ag e you w ill find:

¥ One BeatSte p Pro controller , w ith a serial number and unlock code on the bottom.
You w ill need th is inf ormation in order to register your BeatSte p P ro .

¥ One USB cab le

¥ Tw o MID I adapter cab les (1/8Ó TRS jack to 5-pin D IN, gray)

¥ One D IN adapter cab le (1/8Ó TRS jack to 5-pin D IN, b lack)

¥ The tw o Q uick Start G uides f or BeatSte p P ro .

Be sure to register your BeatSte p Pro as soon as possib le! There is a stick er on the bottom
panel that contains the serial number of your unit and an unlock code . These are required
during the online registration process. You may w ant to record these else where or tak e a
photo of the stick er in case it becomes damag ed.

Registering your BeatSte p Pro allo ws you to receiv e special offers restricted to BeatSte p Pro
owners, among other benefits. To register your BeatSte p Pro , visit the Arturia w ebsite and
either log in to your existing account or create a ne w one .

https://www.arturia.com


Special Messag e Section

Specifications Subject to Chang e:

The inf ormation contained in th is manual is beli eved to be correct at the time of printing.
How ever, Arturia reserv es the right to chang e or modify any of the specifications w ithout
notice or ob ligation to u pdate the hard w are that has been purchased.

IMPO RTANT:

The product and its softw are , when used in combination w ith an amplifi er , headphones or
speak ers, may be ab le to produce sound levels that could cause permanent hearing loss.
DO NO T operate f or long periods of time at a h igh le vel or at a le vel that is uncomf ortab le.

I f you encounter any hearing loss or ringing in the ears, you should consult an audiologist.

NOTI CE:

Service charg es incurred due to a lack of kno wledg e relating to ho w a function or feature
w orks (when the product is operating as designed) are not co vered by the manuf acturerÕs
w arranty, and are theref ore the owner's responsibility. Please study th is manual carefully
and consult your dealer bef ore requesting service .

Precautions include , but are not lim ited to , the f ollo w ing:

1. Read and understand all the instructions.

2. Alw ays f ollo w the instructions on the instrument.

3. Bef ore cleaning the instrument, alw ays remo ve the USB cab le. When cleaning,
use a soft and dry cloth. Do not use gasoline , alcohol, acetone , turpentine or any
other organic solutions; do not use a liquid cleaner , spray or cloth that's too w et.

4. Do not use the instrument near w ater or moisture , such as a bathtub , sink,
sw imm ing pool or sim ilar place .

5. Do not place the instrument in an unstab le position where it m ight accidentally
fall o ver.

6. Do not place heavy objects on the instrument. Do not block openings or vents
of the instrument; these locations are used for air circulation to pre vent the
instrument from overheating. Do not place the instrument near a heat vent at any
location w ith poor air circulation.

7. Do not open or insert anyth ing into the instrument that may cause a fire or
electrical shock.

8. Do not spill any kind of liquid onto the instrument.

9. Alw ays tak e the instrument to a qualifi ed service center. You w ill in validate your
w arranty if you open and remo ve the co ver, and impro per assemb ly may cause
electrical shock or other malfunctions.

10. Do not use the instrument w ith th under and lightning present; otherw ise it may
cause long distance electrical shock.

11. Do not expose the instrument to hot sunlight.

12. Do not use the instrument when there is a gas leak nearby.

13. Arturia is not responsib le for any damag e or data loss caused by impro per
operation of the instrument.



I ntroduction

Congratulations on your purchase of the A rturia BeatSte p P ro!

This unique de vice is a combination of many m usical technologi es: an assignab le MID I
controller , tw o analog-style ste p sequencers, a drum programmer and a liv e per formance
tool, all in a single compact pack ag e. I t has an unlim ited number of potential uses and setu p
options, thanks to its sim ultaneous USB , MID I, CV/G ate and synchronization capabiliti es.

W eÕll giv e some useful examples in th is manual and then you should be ab le to start
experimenting w ith BeatSte p Pro . The unit has a relativ ely simple appearance , but you w ill
find there are many w ays to integrate it w ith your system. This in turn w ill open up many
ne w av enues f or m usical inspiration and creativity.

Be sure to visit the Arturia w ebsite and check for the latest firmw are , do wnload the MID I
Control C enter and check out the tutorials and F AQs.

W e are very proud of the BeatSte p Pro , and are confident that as you use it you w ill find
yourself immersed in many extended periods of creativity.

Musically yours,

The A rturia team

https://www.arturia.com
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1. BEATSTEP PRO OVERVI EW

1.1.Making the connections

BeatSte p Pro offers an un precedented number of w ays to connect w ith other ty pes of
equi pment, from vintag e to modern. Belo w are ex amples of potential setu ps:

1.1.1....w ith a C omputer

BeatSte p Pro is a USB class-compliant controller , so at its most basic level it can be
connected to any computer w ith a USB port and used as an in put de vice for various
applications. The do wnloadab le MID I Control Center [p.84] softw are allo ws you to define a
w ide vari ety of MID I commands to be transm itted by specific encoders, buttons and pads
of the BeatSte p P ro .

How ever, BeatSte p Pro is so po w er ful on its own that there may be times when you w ant to
use it w ithout a computer attached! I n th is case , simply use a standard USB mobile phone
charg er to po w er the unit and connect e veryth ing else as sho wn in the f ollo w ing diagrams.

	 �,./,$�����- ,���(/�&�� �.�. *��,)���� �.�. *��,)��0 ,0$ 1



1.1.2. ...w ith external de vices

As you can see , the BeatSte p P ro can be at the center of some amazing systems.

1.1.2.1.CV/V elo/G ate/Drum G ate

The front panel of the BeatSte p Pro allo ws you to tak e command of all sorts of external
de vices through its Pitch, Velo and Gate connectors. I t also can send data to those de vices
from the USB port of your computer.

1.1.2.2. MID I de vices

There are lots of great de vices that only hav e MID I ports (no CV/ Gate connectors, no USB).
BeatSte p Pro can control them from its front panel as w ell. And of course it can send and
receiv e MID I data using the USB port of your computer.

� Use the included adapters (1/8" TRS jack to 5-pin DIN, gray) to connect your external MID I de vices

to the BeatSte p P ro .

1.1.2.3. Clock sources/destinations

The Clock in put and output can synchronize w ith older clock ty pes such as 24 pulses per
quarter note (ppqn), 48 ppqn, 2 ppqn, or e ven a single pulse per ste p.

The included adapter (1/8" TRS jack to 5-pin DIN, black) can be used to connect DIN sync
capab le de vices to the BeatSte p Pro . See the chapter on Synchronization [p.74] for specific
inf ormation about what cab les to use w ith other sync connections and f ormats.

�,./,$�����- ,���(/�&�� �.�. *��,)���� �.�. *��,)��0 ,0$ 1 




1.1.3. Someth ing to consider: G round loo ps

A ground loo p is an un w anted current in a conductor connecting tw o points. The result is
noise in your audio signal, usually in the form of a low-frequency hum. I n setu ps including
computers, inter faces and audio de vices, it's possib le to end up w ith an annoying ground
loo p. We hav e pro vided you w ith a solution, ho w ever: the anti ground loo p adapter .

1.1.3.1.When should I use the anti ground loo p adapter?

I n most cases you w ill not need the anti ground loo p adapter.

I f you don't hav e a ground loo p prob lem in your setu p, simply connect the BeatSte p Pro w ith
the su ppli ed USB cab le to a computer or a USB po w er su pply.

You should use the included anti ground loo p adapter if you experi ence background noise
in your speak ers that disappears when you disconnect the audio inter face from your
computer or the CV/ Gate connections to your analog gear. A ground loo p can also cause
prob lems w ith pitch tracking when using the BeatSte p Pro CV connections w ith analog
synthesizers.

Connect the anti ground loo p adapter as f ollo ws:

� �,./,$�����- ,���(/�&�� �.�. *��,)���� �.�. *��,)��0 ,0$ 1



1.2. Front panel o vervi ew

1. Transport/Sh ift buttons [p.8]

2. Preset/P roject utility [p.9]

3. Roller /Loo per [p.10]

4. Sw ing/R andomness/P robability [p.10]

5. Tempo and synchronization [p.11]

6. Sequencer control [p.11]

7. Project/C ontrol modes [p.12]

8. Encoders [p.12]

9. Step buttons [p.13]

10. Pads [p.14]

1.2.1. Transport/Sh ift buttons

The Transport buttons control the internal sequencers and external MID I de vices using MID I
Mach ine Control. But they also can send other MID I messag es to your DAW , wh ich is handy
if your DAW does not respond to MMC commands. Use our MID I Control Center softw are to
mak e any necessary chang es.

The function of the Record and Sto p buttons is ob vious. But the Play button also serv es as a
Pause/ Continue button. So you can pause a sequence in m id-stream, mak e an adjustment,
and then press P lay again to resume the sequence .

The SHIFT button allo ws you to access the secondary functions of the current mode , such
as the playback direction f or one of the sequencers.

�,./,$�����- ,���(/�&�� �.�. *��,)���� �.�. *��,)��0 ,0$ 1 �



1.2.2. Preset/P roject utility

1. Transpose Link [p.55]

2. Preset Link [p.56]

3. Preset Length section [p.9]

4. MID I Channel [p.57]

1.2.2.1. TRNS LNK button

TRNS LNK enab les Sequencer 1and Sequencer 2 to be transposed sim ultaneously; when the
pitch of one is chang ed, the other w ill follo w . There's more inf ormation about th is feature in
the Transpose Link [p.55] section of the Projects [p.49] chapter.

1.2.2.2. PRST LNK button

PRST LNK allo ws the three sequencers to hav e their preset patterns link ed so they can be
chang ed w ith a single action.

The operation of these features is described in the Preset Link [p.56] section of the Projects
[p.49] chapter.

1.2.2.3. Preset Length section

BeatSte p Pro sequences can be up to 64 ste ps long, consisting of up to four 16-step
subdivisions that play one after the other. Those are called the Ste p Grou ps.

The four LEDs abo ve the doub le arro w buttons (<< and >>) are used to indicate the pattern
length and wh ich Ste p Grou p is currently playing.

The LST STEP button is used w ith the Step buttons and the <<>>buttons to chang e the length
of the current sequence .

For a complete descri ption of these features, see the Sequence Length [p.31] section of the
Step Sequencers [p.24] chapter or the Pattern Length [p.43] section of the Drum Sequencer
[p.38] chapter.

1.2.2.4. MID I channel button

Each of the sequencers can be set to its own MID I channel using th is button. For inf ormation
on ho w to do th is, see the section Selecting MID I Channels [p.57] in the Projects [p.49]
chapter.

 �,./,$�����- ,���(/�&�� �.�. *��,)���� �.�. *��,)��0 ,0$ 1



1.2.3. Roller /Loo per

The touch stri p has tw o modes: "Roller" and "Loo per". You can toggle quickly betw een the tw o
modes by holding the Sh ift button and pressing Ste p button 9 wh ile in C ontrol mode .

¥ The Loo per re peats a section of the combined output of the sequencers (i.e., the
Project). The loo p starts when you press the touch stri p, and the loo p size is
based on the location of your fing er on the stri p.

¥ The R oller w orks differently de pending on wh ich mode you are in:
6 DRUM/ Control mode: Repeats the note of the pads you press, at the

rate you select w ith the stri p. This w ill override the drum track for the
pads that are being rolled, but the others w ill continue to play.

6 SEQ1/SEQ2: Overrides the sequence and becomes an arpeggiator
that follo ws wh ich pads you press and the order in wh ich you press
them. The arpeggiator rate is determ ined by where your fing er is on
the touch stri p.

For more inf ormation, see the Roller / Loo per modes [p.54] section of the Projects [p.49]
chapter and Using the T ouch Stri p w ith a D AW [p.117]in the MCC [p.84] chapter.

1.2.4. Sw ing/R and omness/P robability

Sw ing introduces a "shuffle" feel to the sequences. I t can affect the entire Project (all three
sequencers at once) or only the selected sequencer , leaving the others untouched.

Randomness and Probability introduce increasing amounts of un predictability to the
sequences. As w ith the Sw ing setting, these controls can affect the entire Project (all three
sequencers at once) or only the current sequencer , leaving the others untouched.

For more details on all three features, see Sw ing [p.51] and Randomness/ Probability [p.52] in
the Projects [p.49] chapter.
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1.2.5. Tempo and synchronization

Set the Project tempo here , either w ith a tw ist of the RATE/FINE encoder or by tapping the
TAP/MET RO button.

The display w ill normally display the tempo , but it chang es temporarily to sho w encoder
values when editing.

The metronome sends user-definab le note data over MID I, and can be toggled on/ off using
the SHIFT and T AP/MET RO buttons tog ether.

There are four Sync options wh ich are accessed by pressing the Sync button re peatedly
wh ile the unit is sto pped.

For descri ptions of the tempo features see the Tempo [p.50] section of the Projects [p.49]
chapter. F or the sync features see the Synchronization [p.74] chapter.

1.2.6. Sequencer control

BeatSte p Pro pro vides three inde pendent sequencers: tw o ste p sequencers and a drum
sequencer. Each sequencer has 16 patterns av ailab le per Project, and the patterns can be up
to 64 ste ps long. The Mute buttons can be used to bring the sequences in and out of the m ix
instantly. And of course the various controls can be used to modify the sequences during
per formance .

� 4: The BeatSte p Pro w ill behav e as a MDI-to-CV con verter wh ile the unit is in Play mode if Sequencer

1 or Sequencer 2 are m uted. I f Seq1 or Seq2 are not m uted wh ile playing, it does not act as a MID I to

CV con verter , but as a sequencer.

There are unique features av ailab le for each ty pe of sequencer , so be sure to read the Step
Sequencer [p.24] and Drum Sequencer [p.38] chapters to learn more .
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1.2.7. Project/C ontrol modes

There are 16 Projects av ailab le in the BeatSte p Pro , and each Project contains 16 patterns per
sequencer. This allo ws for tens of thousands of possib le combinations, all av ailab le instantly.
The P roject button is used to select the desired P roject.

Each Project also contains 16 Scenes [p.82]. Each Scene contains a pattern or a chain [p.66]
of patterns f or SEQ1, SEQ2, and DRUM.

The Control Mode button transf orms the BeatSte p Pro front panel into a monster MID I
controller , w ith every encoder , pad, and button on the right side of the instrument ab le
to send data to external MID I de vices and/ or your computer. The MID I messag es can be
precisely defined by the MID I Control Center softw are , wh ich is av ailab le for free on the
Arturia w ebsite .

For a full explanation of these features, see the Project [p.49] and Control Mode [p.79]
chapters.

1.2.8. Control Encoders

The 16 "endless" encoders are h igh ly v ersatile:

¥ I n Control Mode they become fully assignab le encoders for sending MID I data
(CC, program chang e, NRPN, etc.).

¥ They w ill edit the P itch, V elocity or G ate time f or each ste p in a sequence .

¥ They can sh ift the tim ing of individual drums forw ard or backw ard (Drum
sequencer only)

¥ They are touch-sensitiv e, so when you w ant to kno w the current value of a
parameter bef ore you edit it, simply touch the corresponding encoder.

And w eÕve only scratched the sur face of what the encoders can do . To learn more about
them, see Encoders [p.26], Selecting the Encoder Editing Options [p.41], and the Control Mode
[p.79] chapter.
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1.2.9. Ste p buttons

A fam iliar use for the Step buttons is to enab le/ disab le events in a pattern. But they do many
other th ings also , often in combination w ith another button. For example , they are used w ith
the LST STEP button to set the pattern length.

I n the sections of th is manual you w ill learn ho w the Ste p buttons are used to:

¥ Sav e and recall a Project [p.50] , Scene [p.82], or Sequencer pattern [p.36]

¥ Mak e a pattern chain [p.66]

¥ Enter notes in a Sequencer pattern [p.30]

¥ Clear note data from a pattern (or clear all data) [p.20]

¥ Toggle the function of the Roller /Loo per stri p [p.80]

¥ Toggle the pattern load mode ( I nstant or W ait U ntil End [p.122])

¥ Toggle the Global/P er P attern tempo setting [p.83]

¥ Toggle the Polyrhythm [p.63] setting

¥ Select the MID I channel [p.57] for a Sequencer

And w ith the MID I Control Center you can configure the Step buttons to do anyth ing a pad
can do in C ontrol M ode .

But one of their most distinctiv e features is that they are color-coded to match the sequencer
that is currently selected. So when Sequencer 1 is activ e the Step buttons are green; for
Sequencer 2 they are yello w; and for the Drum sequencer they are purple . (Hint: This color
scheme is f ollo w ed on the rear panel, too .)
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1.2.10. Velocity/P ressure P ads

The mode also determ ines the function of the 16 v elocity- and pressure-sensitiv e pads:

¥ I n C ontrol M ode they are assignab le to almost any MID I-related function.

¥ I n Sequencer mode most of the pads trigg er notes, and pads 15 and 16 are used
to sh ift the octav e rang e. When used w ith the SEQUENCER 1 or SEQUENCER 2
button, the pads are used to transpose the sequence chromatically.

¥ I f Drum mode is selected the pads trigg er notes.
6 Used w ith the DRUM button, the pads let you select the corresponding

drum w ithout hearing it play.

6 I ndividual drums may be m uted during recording and playback
(DRUM + MUTE + the desired pad).

¥ Used w ith the SHIFT button the pads set the playback mode , tim ing value , and
the in put scale (SEQ1 and SEQ2 only).

See the Control Mode [p.79], Step Sequencer [p.24], and Drum Sequencer [p.38] chapters for
specific inf ormation and procedures.

� 4: Pads 1-8 are the bottom ro w of pads, and P ads 9-16 are the u pper ro w of pads.
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1.3. Rear panel o vervi ew , part 1

1.3.1. Pitch/V elo/G ate outputs

These are normally used tog ether to send electrical signals to an external de vice such
as ArturiaÕs po w erhouse mono phonic analog synthesizers (MatrixBrute , Mini Brute/ SE, and
MicroBrute/ SE) or to a modular analog synthesizer. The Pitch output is often referred to as
Control V oltag e or CV .

1.3.2. Drum G ate outputs

These outputs correspond to pads 1-8 (the bottom ro w of pads) when the Drum sequencer is
selected. When these pads are played manually or as part of a pattern they w ill send trigg er
pulses to the Drum gate outputs, wh ich in turn can be used to trigg er a sound on an external
de vice .

� 4: Only the Gate on/ off signals are transm itted for pads 1-8 from these connectors. I n contrast, the

MID I connector sends Velocity and Gate Time inf ormation for all 16 pads. Read more about the Drum

Gates here [p.78].
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1.4. Rear panel o vervi ew , part 2

1.4.1. Clock in put/output

The included DIN adapter (1/8" TRS jack to 5-pin DIN, black) allo ws BeatSte p Pro to inter face
w ith pre-MID I technology that used these connectors for synchronization, such as early
drum mach ines by Korg and Roland. See the Synchronization [p.74] chapter for more details.

� 4: The use of a TRS jack w ill pro vide both clock and start signals. A TS jack w ill pro vide only clock

signals.

1.4.2. MID I in put/output

Use the included MID I adapters (1/8" TRS jack to 5-pin DIN, gray) to send control signals
of all sorts to external MID I-compatib le de vices. Each of BeatSte p ProÕsencoders, the pads,
and the Ste p buttons can be configured inde pendently to send specific MID I data.

1.4.3. USB/DC IN

This connector pro vides the po w er and data connections to a computer. I t can also be used
w ith a standard USB mobile phone charg er (5V and m inim um 500mA), allo w ing you to use
your controller presets and sequences e ven w ithout a computer present.

1.4.4. Pow er sw itch

I f you w ant to turn the unit off w ithout disconnecting the USB cab le, use th is recessed
sw itch.

1.4.5. Kensington lock port

BeatSte p Pro is high ly portab le, and it should be carri ed only where you w ant it to go . So
w eÕve included a Kensington lock slot on the far right edg e of the rear panel so you can
secure it to the sur face of your choice .
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2. BASI C OPERATI ONS

2.1. What is a P roject?

BeatSte p Pro contains 16 Projects [p.49]. Each Project holds 16 patterns for each of the three
sequencers (SEQ1, SEQ2 and DRUM), including all of the settings f or each pattern.

A Project [p.49] also includes 16 Scenes [p.82] and a Control Mode [p.79] preset, w ith
inde pendent settings defined by the MID I Control Center [p.84] for each BeatSte p Pro control.

A Scene [p.82] contains a pattern or a pattern chain [p.66] for SEQ1, SEQ2 and DRUM.
BeatSte p Pro can store 16 Scenes per project. The Scene feature is enab led and disab led
using the MID I C ontrol C enter [p.84] and accessed from w ith in Control M ode [p.79].
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2.2. The Blank P roject

Each of the P rojects and patterns starts out w ith def ault, Òblank slateÓ settings.

For C ontrol M ode th is means:

¥ The encoders are assigned to a useful v ari ety of MID I CC numbers

¥ The pads are assigned to play notes based on a chromatic scale

¥ Every control is set to transm it data on the User MID I Channel to both USB and
the MID I output

� 4: The def ault User MID I Channel is 1.This can be chang ed from the front panel in Control mode by

holding the CHAN button and pressing the Step button that corresponds to the desired MID I Channel

number. I t can also be chang ed using the MID I C ontrol C enter [p.84].

For all three sequencers th is means:

¥ Playback mode is set to F orw ard

¥ Time division is set to 1/16 w ith T ri plet set to Off

¥ Gate time f or each ste p is 50%

¥ Sw ing is set to 50%

¥ Randomness and P robability are set to 0.

For SEQ1 and SEQ2 th is means:

¥ All ste ps in each sequence are disab led, w ith a pattern length of 16 ste ps

¥ The sequence ste ps are set to the same MID I note (C3, or MID I Note #60)

¥ The pads are not transposed chromatically nor by octav e

¥ The Chromatic scale w ill be used f or encoder pitch edits

For DRUM th is means:

¥ Each ste p is set to def ault values for Shift (0), Velocity (100), and Gate Time
(50%)

¥ Polyrhythm is set to Off

The Step Sequencers [p.24] chapter has details about editing a sequence and describes each
of the SEQ mode parameters.

The Drum Sequencer [p.38] chapter describes all of the Drum mode features.

See the MID I Control Center [p.84] chapter to learn ho w to use th is softw are to configure
BeatSte p Pro so its controls are per fectly matched to your system. I t also sho ws you ho w to
access parameters that are not av ailab le from the front panel.

The Parameter Charts [p.125] chapter has a complete list of the def ault settings for each
control.
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2.3. Making a P roject

BeatSte p Pro is such a spontaneous compositional tool that as soon as you chang e almost
anyth ing, you hav e started a ne w Project. At the heart of each Project are the patterns it
contains, so letÕs tak e a quick loo k at ho w to record a pattern.

2.3.1. Select a Sequencer

First decide wh ich of the three sequencers you w ant to use as the basis for your Project. I f
you hav e a melody in your head or w ant to impro vise a bass line , select either SEQ1or SEQ2
by pressing its button.

I f you prefer to start building a drum pattern first, press the DRUM button instead.

2.3.2. Select a pattern

You can record to any one of the 16 patterns. There are tw o w ays to select a pattern:

¥ Use the < > buttons until you reach the desired pattern number

¥ Hold the sequencer select button and press one of the 16 Ste p buttons

� 4: I t isnÕtnecessary to hav e the pattern numbers be the same for all three sequencers: you can hav e

SEQ1 set to pattern 01, SEQ2 set to pattern 02, and DRUM set to pattern 03.
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2.3.3. Clear a pattern

I f you w ant to start recording on the selected sequencer w ith a pattern thatÕs completely
empty, hold the SHIFT button and press Step button 1. This w ill clear all of the data in the
current pattern, so be careful!

I f you w ant to co py the current data to a different location first, follo w the instructions in the
Saving a Sequence [p.36] section. You can also use the MID I Control Center [p.84] to back up
the pattern to your computer.

There's a less destructiv e option that w ill clear only the ste p data from the pattern: SHIFT +
Step button 2. Th is w ill leav e the f ollo w ing sequence-le vel parameters as they w ere:

¥ Sequence Length

¥ Playback Direction

¥ Time Division

¥ Transposition

¥ Scale

2.3.4. Set the tempo

When Sync is set to I nternal, the tempo rang e of BeatSte p Pro is 30-300 beats per m inute
(bpm).

There are tw o w ays to set the tempo f or your project:

¥ Turn the RA TE/FINE encoder.

¥ Use the T AP/MET RO button.

There are some more v ery useful features in th is section:

¥ For fine tempo adjustment, hold SHIFT and then turn the RA TE/FINE encoder.

¥ To enab le the metronome , hold SHIFT and press T AP/MET RO.

The MID I Control Center offers even more features related to tempo and the metronome .
See the Sync [p.121]section of the MID I C ontrol C enter [p.84] chapter f or details.

� !: When Sync is set to External the BeatSte p Pro may respond less reliab ly if the external source is

set outside the rang e of 30-300 bpm.

2.3.5. Enab le the metronome

The metronome sends note data on MID I channel 10 to an external de vice or your DAW . The
MID I channel and note can be chang ed using the MID I C ontrol C enter [p.84].

To enab le the metronome , hold SHIFT and press the TAP/ METRO button. The same action
w ill disab le it.

� 4: I f the metronome has been enab led the TAP/ METRO button w ill be lit when you press the SHIFT

button.
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2.3.6. Record a pattern (or three)

I f youÕve follo w ed all of the ste ps in Making a Project [p.19] up to th is point, then letÕs
mak e a quick pattern on each sequencer. For a more detailed explanation of the follo w ing
procedures, see Sequence Creation [p.25] (SEQ1, SEQ2) and Pattern Creation [p.39] (DRUM).

¥ Select SEQ1, press the RECORD button and press the PLAY button. The TAP/
METRO button w ill begin flash ing, and the Step buttons w ill turn wh ite one at a
time to indicate the current position in the pattern.

¥ Use the pads as a keyboard to enter notes in real time . The notes w ill be recorded
on your pattern, quantized to the current grid.

¥ Toggle the Step buttons on or off and tw eak the 16 encoders to chang e the pitches
of the notes. You should hear a crazy little melody taking shape . Press STOP to
exit R ecord mode .

¥ Select SEQ2 and re peat the process described abo ve.

¥ Select DRUM. I f you w ant to figure out a beat bef ore you begin recording, you
can press PLAY and practice on the pads wh ile SEQ1 and SEQ2 play their parts.
When youÕre ready, enter Record mode as bef ore (RECORD + PLAY) and record
a drum beat.

¥ Add or remo ve some drum events using the ste p buttons. The 16 encoders can
be used to chang e the velocity, gate length or tim ing sh ift of the events. W e w ill
co ver that process in the Selecting the Encoder Editing Options [p.41] section of
the Drum Sequencer [p.38] chapter.

� !: I f you w ant to kee p what youÕve created, be sure to sav e the Project or you could lose everyth ing.

Refer to the Project Sav e [p.22] section belo w to learn ho w . !: Alw ays sav e a sequencer pattern bef ore

selecting a ne w one , even w ith in the same Project. This process is co vered in the Saving a sequence

[p.36] and Saving a Drum pattern [p.48] sections of the manual.

2.3.7. Sequencer M ute

Each sequencer has a dedicated MUTE button, wh ich is great for liv e per formances and
creativ e sessions. They can help you focus on the interactions of any tw o sequencers at a
time , or you can use them to w ork on one of the patterns w ithout hearing the others.

For the drum sequencer , you can choose to m ute only specific pads by holding the DRUM
button and MUTE button sim ultaneously, and pressing the pads you w ant to m ute . The Drum
sequencerÕs MUTE button w ill b link to sho w that some of the drum tracks are m uted.

The status of the MUTE buttons is not stored w ith the P roject.
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2.4. Project Sav e

Your patterns can be lost unless you sav e the Project that contains them. Saving a Project is
simple! I t only tak es three ste ps.

� !: When you follo w these instructions you w ill overwrite the selected Project and all of its patterns.

Be sure th is is what you w ant to do! I f not, be sure to find out wh ich memory location is av ailab le and

store the P roject there instead.

Once youÕre sure where you w ant to store the P roject,

¥ Hold the S AVE button

¥ Press the P ROJECT button and hold it

¥ Press the Ste p button number you chose earli er.

The next time you w ant th is P roject, thatÕs where it w ill be .

I tÕsalso a good idea to back up the Project and patterns using the MID I Control Center [p.84].
The Store T o/R ecall F rom [p.92] section w ill tell you what you need to kno w about that.

� 4: I ndividual sequences and Drum patterns should be sav ed often during creativ e sessions. See

Saving a sequence [p.36] and Saving a Drum pattern [p.48] for these procedures.
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2.5. Project Load

� !: I f you need to, be sure you hav e sav ed the current Project bef ore you load in a ne w one , because

doing so w ill re place all of the patterns of all three sequencers and w ill also load a ne w set of Control

Mode assignments. Be sure th is is what you w ant to do!

When you press the PROJECT button one of the Step buttons w ill be lit red. This helps you
kno w wh ich Project is currently loaded into memory. To select a ne w one , simply hold the
PROJECT button and then press the Step button that corresponds to the Project number you
w ant to load.

� 4: ThereÕs a preference in the MID I Control Center [p.84] where you can specify whether the ne w

Project should be loaded instantly or w ait until after the Drum sequencer reaches the end of its current

pattern. See the W ait to Load P roject [p.121]section to learn about th is feature .

2.6. All Notes Off

I tÕspossib le for a MID I messag e to be interru pted for some reason. This can result in a stuck
or ÔhangingÕ note on the targ et de vice .

I f th is happens, just press the BeatSte p Pro STOP button quickly three times in a ro w . I t w ill
then send an A ll Notes Off command o ver MID I.

You can also send an All Notes Off command from a computer or another de vice and the
BeatSte p P ro w ill sh ut off all of the notes on its three sequencers.

Selecting P roject 03
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3. THE STEP SEQ UENCERS

The main focus of th is chapter w ill be the sequencing features that are accessib le from
the front panel of the BeatSte p Pro . There are more parameters av ailab le through the MID I
Control Center [p.84], though; see the Sequence w indo w [p.97] section of that chapter for
more inf ormation.

3.1. WhatÕs a ste p sequencer?

A ste p sequencer is a very basic ty pe of m usic sequencer. Originally po pular in the 1960Õs
and 70Õs, they hav e been redisco vered as interest in modular synthesizers has gro wn.
W eÕve included virtual ste p sequencers in some of our analog synthesizer em ulations.

A ste p sequencer is usually mono phonic ; i.e., it w ill output only one note at a time . I tÕs
different from an arpeggiator in that a ste p sequencer does not determ ine what to do based
on k eys you hold on a k eyboard: the pitch of each note is set w ith a knob or a slider.

Once a sequence is running the per formerÕs hands are free to adjust other parameters such
as filters, en velo pe settings or pitch wh ile the sequencer k ee ps loo ping.

TodayÕs m usic often uses loo ps, so it mak es per fect sense that ste p sequencers w ould
experi ence a re viv al. W ith the purchase of BeatSte p Pro you no w hav e access to not one ,
but tw o of these unique creativ e tools (plus a drum sequencer!). And as you hav e come to
expect, A rturia has tak en them many ste ps beyond what the original de vices could do .

3.2. SEQ1 and SEQ2 characteristics

Sequencer 1 and Sequencer 2 hav e identical features. They use the pads, Step buttons and
encoders as in put and control de vices to help shape the sequences in the f ollo w ing w ays:

¥ The pads can transpose the sequence wh ile it is running, and are used w ith the
SHIFT button to define v arious sequence parameters such as playback mode .

¥ The Step buttons sho w wh ich sequence ste ps are activ e, allo w you to enab le and
disab le them, and indicate the current position of the sequence .

¥ The encoders can alter the pitch, velocity and gate time of each ste p in the
sequence .

See the Sequence w indo w [p.97] section for inf ormation about sequencer features that are
only av ailab le in the MID I C ontrol C enter [p.84] softw are .
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3.3. Sequence Creation

The BeatSte p Pro pro vides an astounding array of options for m usic creation. Each of the
follo w ing features plays a maj or role in shaping a sequence:

3.3.1. Quantize R ecording

The process of recording a sequence has been described in the Basic Operations chapter.
But thereÕs an important conce pt to kno w about recording in real time using the pads or
incom ing MID I: the notes w ill be quantized according to the time division you hav e selected.

So for example , if 1/4 is the time division setting then the recorded notes w ill quantize
forw ard or back to the nearest quarter note . And as the sequence loo ps you can re place
certain notes by playing a ne w one w ith in the tim ing rang e of those notes.
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3.3.2. Encoders

The 16 encoders in put the v alues of three different parameters f or each sequence ste p:

¥ The note each ste p w ill play

¥ The v elocity of the note

¥ The duration (gate time) of the note .

The parameter being affected by the encoders is determ ined by the KNOBS button:

Press th is button re peatedly to cycle betw een the three options (Pitch, Velo , and Gate), then
edit that v alue w ith the encoder that corresponds to the sequence ste p.

� 4: The encoders are touch-sensitiv e, so you can touch an encoder to view the existing value for a

parameter bef ore selecting a ne w value . I n other w ords, if you'd lik e to kno w the pitch of ste p 8 in the

sequence , simply touch encoder 8 w ithout turning it. To check the velocity of ste p 8, select VELO w ith

the KNOBS button and then touch encoder 8.

Now letÕs focus on each editing o ption bri efly.

3.3.2.1. Pitch

The encoders can edit the pitch of a ste p +/- 36 sem itones from the def ault pitch of m iddle
C (MID I note 60).

You can edit the notes whether the sequencer is playing or not. When it is sto pped you w ill
hear the edit as it is made; when it is playing you w onÕt hear the altered note until that
sequence ste p comes around again.

The Scale Ty pe parameter determ ines wh ich notes are av ailab le when the encoders are
turned. T o learn more about th is see the Scales [p.28] section belo w .

3.3.2.2. Velocity

I f a note in a sequence is too loud or soft you can edit its velocity using the encoders. Just
select the encoder that corresponds to that ste p in the sequence and then choose a ne w
value from 1-127.

The def ault v elocity f or each ste p is 100.
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3.3.2.3. Gate T ime

The Gate Time parameter is used to adjust the length of a note . Potential values are from
1%(short) to 99% (long), w ith additional settings of TI E and SLIDE. These values can be set
inde pendently f or each ste p in a sequence .

A setting of TI E does different th ings f or the CV/G ate output and o ver MID I:

¥ CV/ Gate output: the note that follo ws a TI E w ill chang e the control voltag e but
w ill not send a ne w gate signal to the attached de vice .

¥ MID I output: the Note Off command for the first note happens after the Note On
command for the second note . This allo ws for ÒlegatoÓplaying on a mono phonic
synthesizer.

A setting of SLIDE (SLd) is sim ilar to TI E over MID I, but has a different behavior in CV :

¥ The note that follo ws a SLIDE w ill chang e the control voltag e in a continuous
w ay, w ith a slide time of appro ximately 60ms regardless of the tempo . This
allo ws for the usual Slide effect that w as found on vintag e bass sequencers, for
instance .

By def ault the G ate T ime is set to 50% f or each e vent.

There is a technique called Fast Ties [p.69] that allo ws you to tie m ulti ple notes tog ether very
quickly. W e'll co ver that in the Adv anced [p.59] chapter.
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3.3.3. Scales

3.3.3.1. What the Scales d o

The BeatSte p Pro front panel giv es you the ability to assign one of eight in put scales to a
ste p sequencer: seven preset scales and one you can custom ize yourself (the User scale).
A scale is a sort of ÔfilterÕthat w ill help you to hear only the notes you w ant to hear in your
sequence .

Here's what the Scale feature does:

¥ I t affects the notes you hear being played back. I t's quantizing the pitch of the
events instead of their tim ing, forcing them to be played back w ith in a certain
frame w ork of notes.

¥ You can sw itch from one scale to the next to hear ho w the different scales affect
the m usic w ithout altering the original notes that w ere played on the pads. I n
other w ords, changing the scale setting is an act that is re versib le; you can
alw ays reselect the original scale .

¥ A scale also giv es the encoders a specific outline of notes to follo w as they
are turned. So rather than alw ays altering the pitch chromatically, you hav e
the option to specify a different m usical scale . This is useful when you w ant
to chang e the pitch of one or more sequence ste ps during playback: select the
Scale that matches the song and no matter what, youÕll ne ver select a wrong
note .

¥ There's a definab le User scale that can be constructed using the MID I Control
Center [p.84]. I t can hav e anywhere from 1 to 12 notes per octav e.

Here's what the Scale feature does not do:

¥ I t doesn't chang e the notes that are av ailab le on the pads. Those w ill alw ays be
the notes in the chromatic scale , from C to C, as printed belo w the low er left
corners of each button.

¥ I t doesn't chang e the original notes that w ere in put to the sequence ste ps using
the pads. I f you entered C D E F G into the sequence , the BeatSte p Pro w ill
remember those notes. I f you select the Minor Scale afterw ard, you'll hear C D
Eb F G during playback instead of C D E F G. But you can alw ays sw itch back to
the original notes.

� 4: When the original pitch of the ste p is not av ailab le w ith in the selected scale , the closest note in the

scale . I f the played note is at the same distance betw een tw o notes of the scale , the next low est pitch

w ill be played. For example: I f the scale contains C, D, and E, but the sequencer needs to play a D#, it

w ill play a D at that ste p instead. The result w ill be C , D, and D .
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3.3.3.2. Scale T y pes

HereÕs what each of the Scales loo ks lik e. Kee p in m ind that the last note pictured in each
scale ty pe is actually the first note of the next octav e:

There are tw elv e notes in the chromatic scale: thatÕs the larg est number a Scale can hav e.
I tÕslik e a m usical ÔbypassÕsetting: all of the notes entered by the pads w ill play back at their
original pitches, and all notes are av ailab le when the encoder is turned.

Now the ÔfiltersÕ w ill start to kick in. There are only eight notes in most of these Scales:

Notice that the Blues Scale only contains se ven notes.

And last but certainly not least, theÉ

Only you kno w what the User Scale w ill be: choose any note in the chromatic scale and any
number of notes betw een 1 and 12. To learn ho w to create one , see the User Scale [p.124]
section of the MID I C ontrol C enter [p.84] chapter.

Chromatic

Maj or Minor

Dorian Mixolydian

Harmonic M inor
Blues

User Scale
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3.3.3.3. How the root note of a sequence is determ ined

The actual note sent by a BeatSte p Pro sequence at any giv en moment is the sum of tw o
parts:

1. The note being played by the current sequence ste p, as determ ined by the
current scale

2. The transposition amount set by a pad or by a note receiv ed over MID I. (See the
Transposition [p.34] section f or more inf ormation.)

3.3.4. Ste p buttons: note on/off/edit

One maj or use for the Step buttons is to enab le or disab le each ste p in the sequence . When a
Step button is lit, a note w ill play at the Pitch and Velocity you entered and w ill kee p playing
for as long as you w ant it to (Gate time). To silence that note event, simply press that Step
button. When its LED is dark, that e vent w ill not play the next time .

The Step buttons can also be used to chang e the pitch of a note wh ile the sequence is
playing back. There are tw o w ays to do th is:

1. Hold a pad and press the desired Ste p button

2. Hold a Step button and press the desired pad. The adv antag e of th is method is
that the pads are velocity-sensitiv e, so the velocity of the entered note w ill be
remembered.

3.3.4.1. View ing different Ste p button grou ps

A sequence can be long er than 16 ste ps (see the next section). When th is is true you may
see the enab led Step buttons chang e as the sequence crosses over from ste ps 1-16to ste ps
17-32, etc.

You can view a particular set of 16 ste ps (or Step Grou p) by selecting that rang e of the
sequence w ith one of the <<or >>buttons, and you can sw itch to follo w mode by pressing
those buttons at the same time . You can disab le th is feature the same w ay.

� 4: A red LED abo ve the Çand Èbuttons indicates the current view rang e, wh ile a wh ite LED indicates

the Step grou p that contains the last ste p of the sequence . When the LED is pink, both th ings are true:

you are vi ew ing the Ste p grou p that contains the last ste p of the sequence .
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3.3.5. Def ault Sequence Length

The def ault length is 16 ste ps, but a sequence can be u p to 64 ste ps long.

I f youÕd lik e your sequence to be less than 16 ste ps long, simply hold the LST STEP button
and then press the Step button that corresponds to the desired setting. I f you'd lik e it to be
long er than 16 ste ps, see Lengths > 16 ste ps [p.32] belo w .

3.3.5.1. Sequence F ollo w mode

When w orking w ith sequences long er than 16 ste ps there is an important feature to kno w .
When the doub le arro w buttons (<< >>) are pressed at the same time , their LEDs w ill toggle
off and on. Th is tak es BeatSte p P ro into and out of Sequence F ollo w mode .

When th is mode is activ e during playback, the Step Grou p LEDs and the Step buttons w ill
sho w ste ps 1-16, then ste ps 17-32, then return to ste ps 1-16, and so on.

When Ç È LEDs are Sequence F ollo w mode is

Dark OFF

Lit ON

� 4: The playback of the sequence itself is not affected when Sequence Follo w mode is disab led.

This only affects what you are seeing, wh ich should mak e it easi er to edit particular portions of the

sequence .
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3.3.5.2. Lengths > 16 ste ps

To mak e your sequence long er than 16 ste ps w ill in volv e the LST STEP button, the ÇÈbuttons
and the Ste p Grou p LEDs.

For ex ample , letÕs lengthen a 16-ste p sequence to 32 ste ps. W eÕll use SEQ1 this time .

First, press the Sequencer 1 button to select SEQ1.

Next, exit Sequence Follo w mode by pressing the << and >> buttons at the same time . The
buttons should be dark.

HereÕs what to do next:

¥ Hold the LST STEP button.

¥ Press the >> button once . A wh ite LED w ill appear abo ve the number 32.

¥ Press Ste p button 16 (technically itÕs button 32 no w). I t w ill turn green.

¥ Release the LST STEP button. Step 32 has no w been defined as the last ste p in
the sequence .

Now press << and >> at the same time to enter Sequence Follo w mode (the buttons should
be lit).

Next, press Play. You should see the Step buttons cycling through tw o sets of 16 ste ps, one
w ith data and one w ithout.

You should also see the Ste p Grou p LEDs changing e very 16 ste ps:

¥ Steps 1-16: Red LED o ver #16, Wh ite LED o ver #32

¥ Steps 17-32: unlit LED o ver #16, P ink LED o ver #32 (Wh ite + R ed)

The Red LED indicates the current position of the sequence . The Wh ite LED means that the
last ste p in the sequence is during ste ps 17-32.

I f you decide you w ant more than 32 ste ps for th is sequence , hold the LST STEP button and
press >>until the Wh ite LED is over the right number. Then press the appro priate Step button
and youÕre ready to create .

� 4: I t is possib le to extend a sequencer pattern by co pying the existing data to the end. To learn ho w

to do th is, see the Extending a sequence [p.59] section in the Adv anced F eatures [p.59] chapter.

3.3.5.3. Editing ste ps 17-32

I f you w ant to f ocus on ste ps 17-32 wh ile editing, hereÕs what to do:

¥ Disab le Sequence F ollo w mode (turn off the << >> buttons).

¥ Press >> once to mo ve the R ed LED o ver #32.

The Step buttons no w sho w the status of ste ps 17-32. You can play the sequence wh ile
editing, if you w ant; it w ill play all 32 ste ps, but the Step buttons w ill stay focused on ste ps
17-32.

Simply edit the ste ps as desired w ith the Step buttons and encoders. When youÕre finished
you can re-enter Sequence F ollo w mode w ith the << >> buttons if you lik e.
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3.3.6. Pads

For SEQ1 and SEQ2 the pads act lik e a piano keyboard, starting w ith pad 1on the left side of
the low er ro w . YouÕllnotice th is pad is labeled w ith the note name ÒCÓ.From there the note
names proceed u pw ard chromatically through an entire octav e.

The pads w ith note names w ill transpose a sequence wh ile it is playing. To do th is for SEQ1,
for example , hold the SEQUENCER 1 button and press one of the pads w ith a note name (C,
C#, D , etc).

� 4: Sequences w ill not transpose wh ile they are in R ecord mode .

The pads also hav e secondary functions, wh ich are accessed by holding SHIFT and
pressing one of the pads. See the Shift button chart [p.72] in the Adv anced Features [p.59]
chapter f or a list of these functions.

3.3.6.1. I nput Scale

There are w ords lik e ÔChromaticÕand ÔMinorÕprinted beneath the pads on the to p ro w . These
are the names of the I nput Scales, wh ich are described in the Scales [p.28] section abo ve. To
select one , hold the SHIFT button and press one of those pads.

Remember: Selecting a ne w I nput Scale doesnÕt chang e the notes that w ere originally
entered into the sequence . But it does chang e what you w ill hear during sequence playback.
I t also chooses a certain set of notes that an encoder can select if you edit the Pitch of a
ste p.

The def ault selection for th is parameter is the Chromatic Scale . The User Scale can be
defined using the MID I C ontrol C enter [p.84] (see the User Scale [p.124] section there).

3.3.6.2. Octav e rang e

There are tw o pads labeled ÒOCT-Óand ÒOCT+Óon the to p ro w (pads 15 and 16). They hav e
tw o functions:

1. To transpose the pads up or do wn an octav e at a time so you can access notes
w ith in +/- 3 octav es wh ile playing the pads. Th is does not edit the sequence .

2. To transpose the sequence up or do wn an octav e at a time so your sequence
can be played back in whate ver octav e you w ant. This is done w ith in Transpose
mode (hold the Sequencer 1or Sequencer 2 button and press a pad). I t is an edit
to the sequence that m ust be sav ed in order to be preserv ed.

� 4: There is one octav e rang e for the pads when they act as a keyboard, and one octav e rang e when

the pads act in Transpose mode . Changing the octav e in Transpose mode w ill also affect the octav e

rang e of the pads in Keyboard mode . Changing the octav e of the pads in Keyboard mode w ill not affect

the octav e set in T ranspose mode .

To reset the Octav e rang e, press ÒOCT-Óand ÒOCT+Óat the same time . I f the octav e is
reset wh ile in Keyboard mode it w ill not transpose the sequence , but if it is done wh ile in
Transpose mode it w ill transpose both the sequence and the pads.

�� �,./,$�����- ,���(/�&�� �.�. *��,)����# ��. *�� +/ (� ,-



3.3.6.3. Chromatic transposition

I n addition to transposing the octav e rang e of a sequence , there are tw o w ays to transpose
a melodic sequence chromatically:

1. Hold the SEQUENCER 1or SEQUENCER 2 button and press one of the pads w ith a
note name (C , C#, D , etc.)

2. Send a note to the BeatSte p Pro on the I nput Channel [p.58] as specifi ed in the
MID I C ontrol C enter [p.84].

You can transpose a sequence whether the sequencer is running or not.

3.3.6.4. Playback mode

The first three buttons on the bottom ro w of pads are used w ith the SHIFT button to select
the Playback mode (i.e., the playback direction). HereÕswhat each option does, using a four-
ste p sequence as an ex ample:

¥ Forw ard: plays sequence ste ps 1, 2, 3, 4 | 1, 2, 3, 4, etc.

¥ Reverse: plays sequence ste ps 4, 3, 2, 1 | 4, 3, 2, 1, etc.

¥ Alternate: plays through the sequence ste ps first in one direction, then the other.
The result: 1, 2, 3, 4 | 4, 3, 2, 1 | 1, 2, 3, 4, etc.

The def ault setting is F orw ard.

3.3.6.5. Time division

Depending on the current setting, th is parameter can be a quick w ay to doub le the playback
rate of your sequence or cut it in half . Tri plet o ptions are av ailab le, too .

To set the time division, press and hold the SHIFT button and then press the pad that
corresponds to the tim ing you w ant:

¥ Quarter notes (1/4)

¥ Eighth notes (1/8)

¥ Sixteenth notes (1/16)

¥ Thirty-second notes (1/32)

To sw itch any of those time divisions into their tri plet values, hold SHIFT and then press the
Tri plet pad.

The def ault setting is 1/16.
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3.3.7. Sw ing: P roject vs. Current T rack

The Sw ing feature is described in greater detail in the Sw ing [p.51] section of the Projects
[p.49] chapter , but it is important to kno w that each sequencer can hav e its own Sw ing %
setting.

To try th is, press the CURRENT TRACK button. After th is, any chang es to the sw ing
percentag e w ill affect only the current sequence on the selected sequencer. Then you can
select the other sequencers and edit their S w ing settings also .

� !: Be sure to sav e the sequence after making an edit to its Current T rack setting.

To mak e a sequence use the project-le vel Sw ing % again, sw itch off the CURRENT TRACK
button w ith in that sequence . The project-le vel sw ing percentag e is not sav ed w ith the
Scenes, sequences, or patterns, but it is sav ed w ith each P roject.

The def ault S w ing setting is 50%.

3.3.7.1. How P roject and Current T rack S w ing v alues interact

The actual S w ing v alue f or a sequence is calculated in th is w ay:

Project v alue + Current T rack v alue = S w ing v alue

I n other w ords, it's a combination of the project-le vel value and the Current Track value ,
assum ing that the Current T rack parameter is on.

For example , if Current Track sw ing value is set to 60 (def ault + 10) and the project-le vel
sw ing value is mo ved from 50 to 60 (def ault +10), then the sw ing value you hear w ill be 70
(def ault + 20).

I n th is scenario it is not possib le to hav e a sw ing value low er than 60 for that sequencer , so
the low est value you w ill be ab le to select w ith the Current Track parameter is 60. I n fact,
the Current Track parameter w ill be only ab le to select values betw een 60 and 75 until the
project-le vel v alue is chang ed.

� 4: The o verall sw ing v alue can ne ver exceed 7 5.
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3.3.8. Rand omness/P robability F eatures

The Randomness and Probability features are described in greater detail in the
Randomness/ Probability [p.52] section of the Projects [p.49] chapter , but it is important to
kno w that each sequencer can hav e its o wn settings f or these parameters.

To try th is, press the CURRENT TRACK button. After th is, any chang es to the Randomness and
Probability settings w ill affect only the current sequence on the selected sequencer. Then
you can select the other sequencers and edit their settings f or these parameters as w ell.

� !: Be sure to sav e the sequence after making an edit to its Current T rack setting.

To mak e a sequence use the project-le vel Randomness and Probability settings again,
sw itch off the CURRENT TRACK button w ith in that sequence . The project-le vel values are not
sav ed w ith the Scenes, sequences, or patterns, but they are sav ed w ith each P roject.

The def ault setting is 0 f or each parameter.

3.3.8.1. How the P roject and Current T rack v alues interact

The Randomness and Probability parameter values for a sequence behav e differently than
the Sw ing values. I n th is case the project-le vel values and the Current Track values are
m utually exclusiv e: the sequence w ill pay attention to the project-le vel values or the Current
Track v alues, not both.

So if the Current Track parameter is on, those are the values that w ill be used for the
Randomness and Probability parameters. I f the Current Track parameter is off , the project-
level v alues f or those parameters w ill be used instead.

3.4. Saving a sequencer pattern

I tÕsimportant to kno w that if you sw itch to another pattern w ith in a sequencer , you w ill lose
any edits you made to the first pattern unless you sav e it first. You w ill kno w that a pattern
has been modifi ed if a dot is visib le next to the pattern number in the display.

You can sav e individual patterns from w ith in a sequencer w ithout having to sav e the whole
Project. H ereÕs how:

¥ I f it has not already been selected, press the appro priate SEQUENCER button (-1
or -2).

¥ Hold the SAVE button. The Step button corresponding to the number of the current
pattern w ill light up w ith the current sequencer's color (SEQ1 = green, SEQ2 =
yello w). I f you hav e sav ed other patterns their corresponding Step buttons w ill
light u p in wh ite to sho w that they are not empty.

¥ Select the Step button that corresponds to the location where you w ant your ne w
pattern to be sav ed.

¥ Release the buttons. Y our pattern has been sav ed to the location you selected.

3.5. Copying a pattern

You can also co py a pattern from one location w ith in the sequencer to another , even if
no edits hav e been made . To do th is, simply follo w the ste ps described abo ve in Saving a
sequencer pattern [p.36] and select a ne w location number instead of the original number.
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3.6. Copying a pattern betw een SEQ1 and SEQ2

The BeatSte p Pro allo ws you to co py patterns from one melodic sequencer to the other. For
example , if you'd lik e to co py pattern 01 from SEQ1 into pattern 0 4 of SEQ2:

¥ Press the SEQ UENCER 1 button.

¥ Select pattern 01.

¥ Press and hold the S AVE button until the final ste p.

¥ Press and hold the SEQ UENCER 2 button until the final ste p.

¥ Press Step button 4 to select the destination pattern. Sequencer 2 w ill display a
blinking Ò0 4Ó to indicate that the pattern is being written to the ne w location.

¥ Release all buttons.

3.7. Clearing a pattern

The process of clearing a pattern [p.20] is described in the Basics chapter.
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4. THE DRUM SEQ UENCER

4.1. DRUM vs. SEQ: a comparison

SEQ1/SEQ2 and DRUM loo k sim ilar , but the Drum sequencer is different in many w ays:

¥ Drum mode w ill record parts f or u p to 16 different instruments, not one .

¥ Each of the 16 drums has its own ÔtrackÕ,and when one is selected the Step
buttons display the pattern events for that drum. This is sim ilar to the ÔclassicÕ
w orkflo w of early drum mach ines.

¥ Pads 1-8 (the bottom ro w) w ill send Gate on/ off signals to Drum Gates 1-8, as w ill
any drum sequencer events entered by those pads. Output from all 16 pads is
also sent o ver MID I.

¥ The first option selected by the KNOBS button is Shift, not Pitch. The encoders
can be used to ÔshiftÕthe tim ing of Drum events forw ard or backw ard in relation
to the beat.

¥ The Drum Sequencer has a feature called Polyrhythm [p.63] that allo ws each
drum track to hav e its own length w ith in a drum pattern. This is co vered in the
Adv anced F eatures [p.59] chapter.

See the Drum W indo w [p.103] section of the MID I Control Center [p.84] chapter for
inf ormation about Drum mode features that can only be accessed using that softw are .
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4.2. Pattern Creation

For th is section w eÕllassume you hav e your BeatSte p Pro in Drum mode . I f you arenÕt sure ,
press the DRUM button.

4.2.1. Recording a P attern

To record a pattern, press the Record button and then press the Play button to start the
pattern. I f the pattern is already playing, just press the Record button. When both are lit and
the unit is running, it is in Record mode . I f it isnÕtrunning, check the Sync settings (see the
Synchronization [p.74] chapter).

Now play one or more pads. Whate ver you play w ill be captured as a part of the pattern.
You can toggle individual e vents on and off w ith the Ste p buttons.

You can also record using an external MID I/ USB source , but the only ste ps that w ill be
recorded are ones that correspond to the current drum note mapping. For more inf ormation
see the Drum Map [p.124] section of the MID I C ontrol C enter [p.84] chapter.

4.2.1.1. About quantize recording

ThereÕs an important conce pt to kno w about recording in real time using the pads or
incom ing MID I: the notes w ill be quantized according to the time division you hav e selected.

So for example , if 1/16 is the time division setting then the recorded notes w ill quantize
forw ard or backw ard to the nearest sixteenth note . And as the pattern loo ps you can re place
certain notes by playing ne w ones w ith in the tim ing rang e of those notes.

4.2.2. Selecting a Drum

To select a Drum instrument for individual track editing, simply tap a pad. When the pad is
lit solid that means the Drum has been selected.

To select a Drum instrument w ithout hearing it, hold the DRUM button and press a pad.

At th is point the Step buttons w ill display the events that exist in the pattern for th is Drum.
You can use the KNOBS button and the encoders to edit particular events if you lik e. Use the
Step buttons to toggle e vents on and off as needed.
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4.2.3. Muting a Drum

I f youÕd lik e to m ute one or more drums wh ile creating your pattern or during per formance ,
th is is easy:

¥ Start in DRUM mode

¥ Hold the DRUM button

¥ Hold the MUTE button

¥ Press the pad that corresponds to the drum or drums you w ould lik e to m ute . The
m uted pads w ill light solid so you can see wh ich ones are m uted.

� 4: When individual Drum tracks are m uted the Mute button w ill flash. When the entire Drum

sequencer is m uted the M ute button w ill be lit solid.

The same process is used to unm ute the drums: hold DRUM + MUTE and press the desired
pads to unm ute them one by one . I f you'd lik e to unm ute them all at once , just press the
MUTE button.
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4.2.4. Selecting the Encoder Editing O ptions

Use the KNOBS button to cycle through the f ollo w ing editing o ptions f or the encoders.

4.2.4.1. Shift

The encoders can be used to ÔshiftÕ the tim ing of Drum events forw ard or backw ard in
relation to the beat. This can help add a ÔhumanÕ feel to your drum patterns. The rang e is
-50 to +50, or half of the T ime Division v alue .

4.2.4.2. Velocity

I f a drum event in the pattern is too loud or soft you can edit its velocity using the encoders.
Just select the drum in question w ith the pads and then use the encoder that corresponds
to that ste p in the sequence . Turning the encoder w ill choose a ne w v alue from 1-127.

The def ault v elocity is 100.

� 4: Velocity v alues are not transm itted to the Drum G ate outputs.

4.2.4.3. Gate T ime

The Gate Time parameter is used to adjust the length of a note . Potential values are from 1%
(short) to 99% (long), w ith an additional setting of TI E. These values can be set inde pendently
for each ste p in a pattern.

A setting of TI E w ill kee p the Drum Gate open through the duration of the ste p that follo ws
the ti ed ste p. Multi ple adj acent ste ps can be ti ed tog ether in th is w ay.

By def ault the G ate T ime is set to 50% f or each e vent.

There is a technique called Fast Ties [p.69] that allo ws you to tie m ulti ple drum events
tog ether v ery quickly. W e'll co ver that in the Adv anced [p.59] chapter.
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4.2.5. Ste p-editing a pattern

One maj or use for the Step buttons is to enab le or disab le each ste p in the pattern. When a
Step button is lit, a note w ill play at the Velocity you played on the pad and w ill kee p playing
for as long as you w ant it to (Gate time). To silence that note event, simply press that Step
button. When its LED is dark, that e vent w ill not play the next time .

The Step buttons can also be used to chang e the velocity of an existing note wh ile the
sequence is playing back. H ere's ho w:

1. Select a Drum track by pressing a pad

2. Hold the Step button of an existing event and press the pad. The velocity value
w ill be remembered.

4.2.5.1. View ing a different Ste p button grou p

A pattern can be long er than 16 ste ps (see the next section). When th is is true you may
see the enab led Step buttons chang e as the sequence crosses over from ste ps 1-16to ste ps
17-32, etc.

You can view a particular set of 16 ste ps by selecting that rang e of the pattern w ith one of
the Çor È buttons, and then lock the view by pressing those buttons at the same time . You
can disab le th is feature the same w ay.

� 4: A red LED abo ve the Çand Èbuttons indicates the current view rang e, wh ile a wh ite LED indicates

the Step grou p that contains the last ste p of the pattern. When the LED is pink, both th ings are true: you

are vi ew ing the Ste p grou p that contains the last ste p of the pattern.
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4.2.6. Pattern Length

The def ault length is 16 ste ps, but a pattern can be u p to 64 ste ps long.

I f youÕd lik e your pattern to be less than 16 ste ps long, simply hold the LST STEP button and
then press the Step button that corresponds to the desired setting. I f you'd lik e it to be long er
than 16 ste ps, see Pattern Lengths > 16 ste ps [p.44] belo w .

4.2.6.1. Pattern F ollo w mode

When w orking w ith patterns long er than 16 ste ps there is an important feature to kno w .
When the doub le arro w buttons (ÇÈ)are pressed at the same time , their LEDs w ill toggle off
and on. Th is tak es BeatSte p P ro into and out of P attern F ollo w mode .

When th is mode is activ e during playback, the Step Grou p LEDs and the Step buttons w ill
sho w ste ps 1-16, then ste ps 17-32, then return to ste ps 1-16, and so on.

When Ç È LEDs are Pattern F ollo w mode is

Dark OFF

Lit ON

� 4: The playback of the pattern itself is not affected when Pattern Follo w mode is disab led. This only

affects what you are seeing, wh ich should mak e it easi er to edit particular sections of the pattern.
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4.2.6.2. Pattern Lengths > 16 ste ps

To mak e your pattern long er than 16 ste ps w ill in volv e the LST STEP button, the ÇÈ buttons
and the Ste p Grou p LEDs.

For ex ample , letÕs lengthen a 16-ste p pattern to 32 ste ps.

First, press the DRUM button to select the Drum sequencer.

Next, exit Pattern Follo w mode by pressing the << and >> buttons at the same time . The
buttons should be dark.

HereÕs what to do next:

¥ Hold the LST STEP button.

¥ Press the >> button once . A wh ite LED w ill appear abo ve the number 32.

¥ Press Ste p button 16 (technically itÕs button 32 no w). I t w ill turn purple .

¥ Release the LST STEP button. Step 32 has no w been defined as the last ste p in
the pattern.

Now press <<and >>at the same time to enter Pattern Follo w mode (the buttons should be
lit).

Next, press Play. You should see the Step buttons cycling through tw o sets of 16 ste ps, one
w ith data and one w ithout.

You should also see the Ste p Grou p LEDs changing e very 16 ste ps:

¥ Steps 1-16: Red LED o ver #16, Wh ite LED o ver #32

¥ Steps 17-32: unlit LED o ver #16, P ink LED o ver #32 (Wh ite + R ed)

The Red LED indicates the current position of the pattern. The Wh ite LED means that the last
ste p in the pattern is during ste ps 17-32.

I f you decide you w ant more than 32 ste ps for th is pattern, hold the LST STEP button and
press >>until the Wh ite LED is over the right number. Then press the appro priate Step button
and youÕre ready to create .

� 4: I t is possib le to extend a pattern by co pying the existing data to the end. To learn ho w to do th is,

see the Extending a Drum pattern [p.61] sections in the Adv anced F eatures [p.59] chapter.

4.2.6.3. Editing ste ps 17-32

I f you w ant to f ocus on ste ps 17-32 wh ile editing, hereÕs what to do:

¥ Disab le P attern F ollo w mode (turn off the << >> buttons).

¥ Press >> once to mo ve the R ed LED o ver #32.

The Step buttons no w sho w the status of ste ps 17-32. You can play the pattern wh ile editing,
if you w ant; it w ill play all 32 ste ps, but the Ste p buttons w ill stay f ocused on ste ps 17-32.

Simply edit the ste ps as desired w ith the Step buttons and encoders. When youÕre finished
you can re-enter P attern F ollo w mode w ith the << >> buttons if you lik e.
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4.2.6.4. Polyrhythm

The Drum Sequencer has a feature called Polyrhythm [p.63] that allo ws each drum track to
hav e its own length w ith in a drum pattern. This is co vered in the Adv anced Features [p.59]
chapter.

You can toggle the Polyrhythm feature on and off from w ith in Drum mode using SHIFT and
Step button 16. I f Step button is lit, Polyrhythm mode is on; if the button is not lit, Polyrhythm
mode is Off . This parameter can also be set from w ith in the MID I Control Center [p.84]
softw are .

4.2.7. Pad F unctions

When the Drum sequencer is selected the 16 pads send note data over MID I, including
velocity. The bottom ro w of pads (#1-8) send gate on/ off signals only to the Drum Gates on
the rear panel (not v elocity).

The pads also hav e secondary functions wh ich are accessed by holding SHIFT and pressing
one of the pads. These combinations allo w you to specify the f ollo w ing pattern parameters:

4.2.7.1. Playback mode

The first three buttons on the bottom ro w of pads are used w ith the SHIFT button to select
the Playback mode (i.e., the playback direction). HereÕswhat each option does, using a one-
bar 4/4 pattern as an ex ample:

¥ Forw ard : plays pattern beats 1, 2, 3, 4 | 1, 2, 3, 4, etc.

¥ Reverse : plays pattern beats 4, 3, 2, 1 | 4, 3, 2, 1, etc.

¥ Alternate : plays through the pattern beats first in one direction, then the other.
The result: 1, 2, 3, 4 | 4, 3, 2, 1 | 1, 2, 3, 4, etc.

The def ault setting is F orw ard.

4.2.7.2. Time division

Depending on the current setting, th is parameter can be a quick w ay to doub le the playback
rate of your drum pattern or cut it in half . Tri plet o ptions are av ailab le, too .

� Note : When BSP Clock is set to 1pulse per ste p, changing Drum Time Division is only av ailab le when

BSP is sto pped.

To set the time division, press and hold the SHIFT button and then press the pad that
corresponds to the tim ing you w ant:

¥ Quarter notes (1/4)

¥ Eighth notes (1/8)

¥ Sixteenth notes (1/16)

¥ Thirty-second notes (1/32)

To sw itch any of those time divisions into their tri plet values, hold SHIFT and then press the
Tri plet pad.

The def ault setting is 1/16.
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4.2.8. The S w ing feature

The Sw ing feature is described in greater detail in the Sw ing [p.51] section of the Projects
[p.49] chapter , but it is important to kno w that the drum sequencer can hav e a different
Sw ing % setting than the other sequencers.

To experiment w ith th is, press the CURRENT TRACK button: any chang es to the sw ing
percentag e after th is w ill affect only the drum pattern. Then you can select the other
sequencers and edit their S w ing settings also .

� !: Be sure to sav e the pattern after making an edit to its Current T rack setting.

To mak e a pattern use the project-le vel Sw ing % again, sw itch off the CURRENT TRACK
button.

� 4: The Current Track setting affects the entire Drum pattern (i.e., the individual drum tracks w ill be

affected as a grou p.) 4: The project-le vel sw ing percentag e is not sav ed w ith the Scenes, sequences, or

patterns, but it is sav ed w ith each P roject.

4.2.8.1. I nteraction betw een P roject and Current T rack S w ing v alues

The actual S w ing v alue f or a pattern is calculated in th is w ay:

Project v alue + Current T rack v alue = S w ing v alue

I n other w ords, it's a combination of the project-le vel value and the Current Track value ,
assum ing that the Current T rack parameter is on.

For example , if Current Track sw ing value is set to 60 (def ault + 10) and the project-le vel
sw ing value is mo ved from 50 to 60 (def ault +10), then the sw ing value you hear w ill be 70
(def ault + 20).

I n th is scenario it is not possib le to hav e a sw ing value low er than 60 for that pattern, so
the low est value you w ill be ab le to select w ith the Current Track parameter is 60. I n fact,
the Current Track parameter w ill be only ab le to select values betw een 60 and 75 until the
project-le vel v alue is chang ed.

� 4: The o verall sw ing v alue can ne ver exceed 7 5.
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4.2.9. Rand omness and P robability

The Randomness and Probability features are described in greater detail in the
Randomness/ Probability [p.52] section of the Projects [p.49] chapter , but it is important to
kno w that the drum sequencer can hav e its o wn settings f or these parameters.

To experiment w ith th is, press the CURRENT TRACK button: any chang es to the Randomness
and Probability settings after th is w ill affect only the current drum pattern. Then you can
select the other sequencers and edit their settings f or these parameters as w ell.

� !: Be sure to sav e the sequence after making an edit to its Current T rack setting.

To mak e a pattern use the project-le vel Randomness and Probability settings again, sw itch
off the CURRENT TRACK button. The project-le vel values are not sav ed w ith the Scenes,
sequences, or patterns, but they are sav ed w ith each P roject.

The def ault setting is 0 f or each parameter.

� 4: The Current Track setting affects the entire Drum pattern (i.e., the individual drum tracks w ill be

affected as a grou p.)

4.2.9.1. I nteraction betw een the P roject and Current T rack v alues

The Randomness and Probability parameter values for a pattern behav e differently than
the Sw ing values. I n th is case the project-le vel values and the Current Track values are
m utually exclusiv e: the pattern w ill pay attention to the project-le vel values or the Current
Track v alues, not both.

So if the Current Track parameter is on, those are the values that w ill be used for the
Randomness and Probability parameters. I f the Current Track parameter is off , the project-
level v alues f or those parameters w ill be used instead.

� 4: The Randomness and Probability parameters w ill act only upon drum tracks that already contain

activ e ste ps. They w ill not g enerate ne w ste ps w ith in an empty drum track.
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4.3. Saving a Drum pattern

I tÕsimportant to kno w that if you sw itch to another pattern, you w ill lose any edits you
hav e made to the first pattern unless you sav e it first. You w ill kno w that a pattern has been
modifi ed if a dot is visib le next to the pattern number in the display.

You can sav e individual patterns from w ith in DRUM mode w ithout having to sav e the whole
Project. H ereÕs how:

¥ Start in DRUM mode .

¥ Hold the SAVE button. The Step button corresponding to the number of the current
pattern w ill light up w ith the DRUM mode color (purple). I f you hav e sav ed other
patterns their corresponding Step buttons w ill light up in wh ite to sho w you that
they are not empty.

¥ Select the Step button that corresponds to the location where you w ant your ne w
pattern to be sav ed.

¥ Release the buttons. Y our pattern has been sav ed to the location you selected.

4.4. Copying a Drum pattern

You can also co py a pattern from one location w ith in the Drum sequencer to another , even
if no edits hav e been made . To do th is, simply follo w the ste ps described abo ve in Saving a
Drum pattern [p.48] and select a ne w location number instead of the original number.

4.5. Clearing a Drum pattern

The process of clearing a pattern [p.20] is described in the Basics chapter.

�,./,$�����- ,���(/�&�� �.�. *��,)����# ��,/'�� +/ (� , ��



5. PROJECTS

There are many inde pendent features for each sequencer. But a Project is where you w ill
find parameters that affect all three sequencers at the same time .

The internal memory of the BeatSte p Pro holds a total of 16 Projects. You could th ink of a
Project as a single song (although it could be an entire per formance). Each one contains:

¥ 16 patterns for each of the three sequencers (SEQ1, SEQ2 and DRUM), including
all of the S w ing, R andomness and P robability settings f or each pattern

¥ A Control Mode preset (i.e., a controller map), w ith inde pendent settings for each
assignab le control

¥ 16 Scenes [p.82] (these are only activ e when Scene Mode has been enab led using
the MID I C ontrol C enter [p.84]

¥ Project-le vel settings f or Tempo , Sw ing, R andomness and P robability.

See the Sync [p.121]section of the MID I Control Center [p.84] chapter for inf ormation about
other parameters that affect the w ay Projects respond when you sw itch from one Project to
the next.

5.1. Loading a P roject

To load a Project, hold the PROJECT button and press the Step button that corresponds to
the number of the Project you w ant to load. Be sure you hav e sav ed your current Project
some where bef ore you do th is!

Projects can also be loading during per formance wh ile the sequences are running.

� 4: The MID I Control Center [p.84] has a parameter that allo ws you to specify whether the ne w Project

should be loaded instantly or w ait until after the Drum sequencer reaches the end of its current pattern.

See the W ait to Load P roject [p.121]section to learn about th is feature .
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5.2. Project manag ement

5.2.1. Saving a P roject

� !: When you follo w these instructions you w ill overwrite the selected Project and all of its patterns.

Be sure th is is what you w ant to do! I f not, be sure to find out wh ich memory location is av ailab le and

store the P roject there instead.

Once you hav e chosen a P roject location,

¥ Hold the S AVE button

¥ Press the P ROJECT button and hold it

¥ Press the desired Ste p button number.

To recall th is Project later follo w the ste ps described in the Loading a Project [p.49] section
abo ve.

5.2.2. Copying a P roject

You can also co py a Project from one location to another , even if no edits hav e been made .
To do th is, simply follo w the same ste ps described abo ve in the Saving a Project [p.50]
section abo ve, and select a ne w location number instead of the original number.

5.3. Tempo

The RATE/FINE encoder controls the Tempo value , wh ich is stored per Project. I tÕsalso
possib le to override the per-P roject settings w ith a Global tempo using the MID I Control
Center [p.84] (see the Tempo [p.50] ) section there .

5.3.1. Fine-tuning of the T empo

I f you w ant to chang e the tempo in increments smaller than 1 bpm (to 100.33 bpm, for
example), hold the SHIFT button and turn the RATE/FINE encoder clockw ise . Once youÕve
reached the desired v alue betw een .00 and .99, release the SHIFT button.

To reset the fine-tune value to zeroes, turn the RATE/FINE encoder w ithout holding the SHIFT
button.

5.3.2. Tap tempo

You can set the tempo of your Project using the TAP/ METRO button. All you hav e to do is tap
the button at the desired rate and the tempo w ill chang e to match your rhythm.

� 4: Tap tempo w ill not function when the BeatSte p P ro is set to one of the external sync sources.

You can set the number of taps [p.50] it tak es to set the Tempo using the MID I Control Center
[p.84].
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5.4. Sw ing

The Sw ing setting can sh ift the tim ing of the notes in a sequence to lengthen the first note of
a pair and shorten the second note . To affect all three sequencers at the same time , simply
turn the S WING encoder to a v alue betw een 50 and 7 5.

Assum ing the time division is set to 1/8, hereÕs what w ill happen:

¥ W ith Sw ing set to 50% each note gets Ôequal timeÕ, resulting in a Ôstraight 1/8^th^
noteÕ feel.

¥ As the Sw ing value exceeds 50% the first 1/8^th^ note is held long er and the
second is played later and shorter. YouÕllnotice the sequence starts to ÔshuffleÕ a
bit and perhaps sounds less mechanical to your ear.

¥ The maxim um Sw ing setting is 75%, at wh ich point the 1/8^th^ notes sound more
lik e a 1/16^th^ note figure than Ôsh uffledÕ 1/8^th^ notes.

HereÕs a graph ic sho w ing the m inim um and maxim um S w ing v alues in m usical notation:

The P roject sw ing v alue w ill be stored when you sav e the P roject [p.50] .

5.4.1. Current T rack button (S w ing)

The CURRENT TRACK button enab les each sequencer to hav e its own Sw ing setting. After
you press that button, chang es to the sw ing percentag e w ill affect only the current pattern
on the selected sequencer. Then you can select the other sequencers and edit their Sw ing
settings also .

To return all three sequencers to the Project's Sw ing %, toggle the CURRENT TRACK button
off w ith in each sequencer.

� 4: The CURRENT TRACK button is disab led in Control M ode [p.79].
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5.5. Rand omness/P robability

The Randomness and Probability encoders enab le you to add an element of un predictability
to your sequences and drum patterns.

To summarize ho w the R andomness and P robability parameters interact:

¥ The R andomness v alue determ ines ho w m uch Randomness w ill occur;

¥ The P robability v alue determ ines ho w often the R andomness w ill occur.

You can specify ho w m uch these features w ill affect the sequencers. As their levels are
increased, the f ollo w ing aspects of the sequenced notes can be affected:

¥ The playback order

¥ The rhythm ic pattern (Ste ps on/off)

¥ The v elocity (dynam ics)

¥ The gate time

The pitches of the melodic sequencer notes w ill not chang e (though their octav e rang es
can be random ized [p.116]), so the sequence w ill stay w ith in the chord structure you hav e
defined. But the rhythms, playback order , dynam ics and length of the notes w ill become
increasingly disturbed as you increase these parameter v alues.

I n a Drum pattern, only the rhythm, dynam ics and length of the e vents w ill be affected.

� 4: The Randomness and Probability parameters w ill act only upon drum tracks that already contain

activ e ste ps. They w ill not generate ne w ste ps w ith in an empty drum track. For example , if there are

no events on the snare track there w ill continue to be no snare events regardless of the Randomness/

Probability v alues.

5.5.1. Rand omness

The R andomness encoder has a rang e of 0-100%, w ith 0% having no effect on the m usic.

But at 100% the rhythm, velocity and gate times of all three sequencers w ill be entirely
random, w ith in the constraints of the Probability setting. The pitches of SEQ1 and SEQ2 w ill
be selected at random also w ith in the pitches of their current sequences.

� 4: The MID I Control Center has a Global parameter for SEQ1 and SEQ2 that w ill restrict the effect of

the Randomness parameter to the octav e rang es of the notes. See the Seq1 Random ize Octav e [p.116]

section of the MCC [p.84] chapter f or more inf ormation.

The Randomness encoder is touch-sensitiv e, so you can check its setting w ithout editing the
value by touch ing the encoder.
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5.5.2. Probability

The Probability value w ill determ ine ho w often the Randomness w ill occur. I ts encoder has
a rang e of 0-100%, w ith 0% having no effect on the m usic.

At 100% probability, the pattern w ill be constantly random w ith the amount based on the
value set by the R andomness encoder.

At low probability settings the randomness m ight only chang e the rhythm or velocity
infrequently, maybe once every fe w bars. Low er probabiliti es w ill mean that m uch of the
pattern is not affected and w ill play as normal.

For example , if the Probability value is at 10%, then only 10% of the time someth ing random
m ight happen. And if the value is increased to 50%, then random variations m ight happen
half of the time .

5.5.3. Current T rack button (R and omness/P robability)

Each sequencer can hav e an inde pendent setting for both the Randomness and Probability
parameters. To experiment w ith th is, press the CURRENT TRACK button: any chang es to the
Randomness or Probability settings after th is w ill affect only the current sequencer. Then
you can select the other sequencers and edit their settings f or these parameters as w ell.

To return all three sequencers to the Project's Randomness and Probability settings, toggle
the CURREN T TRACK button off w ith in each sequencer.

� 4: The CURRENT TRACK button is disab led in C ontrol M ode .
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5.6. Roller /Loo per modes

The touch stri p has tw o modes: "Roller" and "Loo per". You can toggle quickly betw een the tw o
modes by holding the Sh ift button and pressing Ste p button 9 wh ile in C ontrol mode .

� 4: There is a setting in the MID I Control Center [p.84] that enab les touch stri p activity to be transm itted

over MID I. I t can then be recorded and played back by a DAW . For details on th is feature , see Using the

Touch Stri p w ith a D AW [p.117]in the MCC [p.84] chapter.

5.6.1. Roller mode

The R oller w orks differently de pending on wh ich mode you are in:

¥ DRUM/ Control mode: Repeats the note of the pad you press, at the rate you select
w ith the stri p. This w ill override the drum track for the pads that are being rolled,
but the others w ill continue to play.

¥ SEQ1/SEQ2: Overrides the sequence and becomes an arpeggiator that follo ws
wh ich pads you press and the order in wh ich you press them. The arpeggiator
rate is determ ined by where your fing er is on the touch stri p.

Here are some other th ings to kno w about the R oller:

5.6.1.1. General o peration

The Roller w ill re peat a pad based on a combination of the clock source , the position of your
fing er on the R oller stri p.

The output is also based on 4/ 4 time . So if your song has a bar of 7/ 8 and you hav e your
fing er on the stri p at 1/4, the R oller output w ill be off by an eighth note after that bar.

Roller activity can be captured wh ile The BeatSte p P ro is recording, too:

¥ I n DRUM mode it w ill record rolls on the pads

¥ I n SEQ1/SEQ2 modes it w ill either roll a single pad or arpeggiate a chord when
you hold do wn m ulti ple pads at once .

� 4: The recording resolution is determ ined by the Time Division of the pattern. I n other w ords, if the

Time Division is 1/16 the BeatSte p Pro w ill not record 1/32 notes played w ith the Roller. To capture 1/32nd

notes, chang e the T ime Division to 1/32.
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5.6.1.2. Sync settings

The Roller w ill w ork even when an external sync source is used. The results may vary
de pending on the source , though.

I f playback is sto pped and no external clock is being receiv ed, the Roller w ill output notes at
a rate based on the internal clock setting.

I f the Time Division is set to TRIPLET, then the roller w ill playback in tri plet beats (exce pt in
Control M ode , wh ich does not hav e a T ri plet setting).

5.6.2. Loo per mode

The Loo per function allo ws you to alter the playback of the Project in real time . I t w ill
generate smaller loo ps based on where you touch the Loo per stri p and when you do it.

I t controls all three sequencers at the same time , so it doesnÕt matter wh ich one is selected.
I t also w orks when the unit is in C ontrol M ode .

5.6.2.1. Loo p length

The length of the loo p is determ ined by the placement of your fing er on the Loo per stri p,
w ith 1/4 being the larg est loo p and 1/32 being the smallest. Changing the location of your
fing er chang es the size of the loo p.

� 4: Wh ile recording in SEQ1/SEQ2 or DRUM modes, the touch stri p alw ays acts as a Roller. BeatSte p

Pro w ill not record Loo per activity.

5.6.2.2. Loo p start point

The start point of the loo p is based on when you touch the stri p during playback. You can
jump to a different loo p position by pressing one of the Step buttons wh ile holding your
fing er on the stri p.

5.7. Transpose Link

The TRNS LNK button allo ws SEQ1and SEQ2 to transpose tog ether by the same amount. The
Drum sequencer w ill not be affected.

There are three potential sources f or transposition commands:

¥ Note data from the MID I I n connector

¥ Note data from the USB connection

¥ The pads (SEQ1 or SEQ2 m ust be selected).

The MID I Control Center allo ws you to set transposition preferences [p.119]such as Latch on/
off , the in put port, the in put channel and the center pitch. See the that section of the MCC
[p.84] chapter f or a full descri ption.

To toggle the T ransposition Link feature on and off , press the T RNS LNK button.
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5.8. Preset Link

When the PRST LNK button is lit the sequencer presets are link ed, wh ich mak es it possib le
to chang e the patterns on all three sequencers w ith a single action. You can use any one of
the sequencers to mak e the chang e:

¥ Press one of the single arro w buttons in the Sequencer control [p.11]section, or

¥ Hold the SEQ1, SEQ2 or DRUM button and press a Ste p button.

ThereÕs a MID I Control Center [p.84] preference related to the PRST LNK button that
determ ines whether the patterns w ill chang e to the same pattern number (the Absolute
setting) or be allo w ed to chang e to non-identical pattern numbers (the Relativ e setting).
Examples of each response are giv en in the Pattern Link [p.114]section of the MCC [p.84]
chapter.

� 4: When the PRST LNK button is activ e the pattern w ill w ait to chang e until the Drum pattern reaches

its end. I f Polyrhythm Mode [p.63] is also activ e, the long est Drum track w ill determ ine when the chang e

w ill occur.
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5.9. Selecting MID I Channels

Each sequencer can hav e a different value for its send channel and its receiv e channel.
This can be accomplished from the front panel (see Output Channels and I nput Channels
belo w) or w ith the MID I Control Center [p.84]. For details about that see the MID I Channel
parameters [p.118]section of the MCC [p.84] chapter.

� 4: The MID I Channel settings are Global; i.e., the I nput/ Output channel settings are not stored w ith

the P roject.

5.9.1. Output Channels

Each sequencer in the BeatSte p Pro can send inf ormation to its own MID I channel by
follo w ing these ste ps:

¥ Select the sequencer you w ant to chang e.

¥ Press and hold the CH AN button.

¥ Press one of the Ste p buttons.

But you probab ly noticed that when the CHAN button is pressed the Step buttons sho w four
different colors, not three . This is because thereÕs an inde pendent MID I output channel for
Control M ode as w ell.

The color scheme f ollo ws the colors of the mode buttons on the front panel:

Output channel color

Control M ode (also selects the U ser channel) Red

Sequencer 1 Green

Sequencer 2 Yello w

Drum Purple

� 4: The Control Mode channel is also the User channel. When you chang e the Control Mode channel,

any control that is set to transm it on the User channel w ill begin to transm it on that ne w MID I channel

as w ell. But any control that is set to a particular MID I channel w ill continue to transm it on that MID I

channel e ven after the U ser channel has chang ed.
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5.9.2. I nput Channels

Each sequencer (SEQ1, SEQ2 and DRUM) can receiv e MID I on its own channel by follo w ing
these ste ps:

¥ Select the sequencer you w ant to chang e by pressing the [SEQUENCER X] or
[DRUM] button

¥ Press and hold the SHIFT button

¥ Press and hold the CH AN button

¥ Press one of the Ste p buttons.

Note that when the SHIFT + CHAN buttons are pressed the Step buttons sho w three different
colors, not f our. Th is is because C ontrol M ode does not hav e an in put channel.

The color scheme f ollo ws the front panel design:

I nput channel color

Sequencer 1 Green

Sequencer 2 Yello w

Drum Purple
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6. ADVANCED FEATURES

6.1. SEQ1, SEQ2, and DRUM

6.1.1.Extend a sequence , pattern, or drum track

I tÕspossib le to extend a sequence , pattern, or drum track using the SHIFT and >> buttons.
This process w ill co py up to 16 ste ps of note data and attach it to the end of the current
pattern.

The process w ill be slightly different de pending on the selected Sequencer: SEQ1 and SEQ2
[p.59] are relativ ely simple to extend, but DRUM [p.61] is both more flexib le and complex
when its Polyrhythm feature is On [p.62]. So w e'll co ver the different ty pes of sequencers in
separate sections.

� 4: Wh iche ver Sequencer mode you select, its patterns can be extended up to the maxim um pattern

length of 64 ste ps.

6.1.1.1.Extending a sequencer pattern (SEQ1 and SEQ2)

¥ Start in SEQ1 or SEQ2 modes. Only the pattern in the selected mode w ill be
affected.

¥ Hold SHIFT and then press the >> button. This w ill co py the first 16 ste ps of the
pattern into the next Ste p Grou p, making the pattern 32 ste ps long.

Some rules to k eep in m ind:

¥ I f the pattern has 16 or more ste ps, only the first 16 ste ps are co pied and
appended to the end.

¥ I f the pattern is shorter than 16 ste ps, then that number of ste ps is co pied and
the sequence is doub led in length.

Here are some ex amples of th is process in action:

Example 1

Original size Action New size Reason

16 steps SHIFT+>> 32 ste ps Steps 1-16 w ere co pied / appended to ste p 17

SHIFT+>> 48 ste ps Steps 1-16 w ere co pied / appended to ste p 33

Example 2

Original size Action New size Reason

32 ste ps SHIFT+>> 48 ste ps Steps 1-16 w ere co pied / appended to ste p 33
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Example 3

Original size Action New size Reason

7 ste ps SHIFT+>> 14 steps Steps 1-7 w ere co pied / appended to ste p 8

SHIFT+>> 28 ste ps Steps 1-14 w ere co pied / appended to ste p 15

SHIFT+>> 44 ste ps Steps 1-16 w ere co pied / appended to ste p 29

To mak e the pattern a particular length, use the LST STEP button and the Step buttons as
described in the Def ault Sequence Length [p.31] section.
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6.1.1.2. Extending a Drum pattern (P olyrhythm Off)

When Polyrhythm [p.63] is Off the pattern extension process is fairly straightf orw ard: the
co py/append process is done to all 16 drum tracks at once .

To extend a Drum pattern:

¥ Start in DRUM mode . Only the Drum pattern w ill be affected; the patterns in SEQ1/
SEQ2 w ill not be chang ed.

¥ Hold SHIFT and then press the >>button. This w ill co py the first 16 ste ps of each
drum track in the pattern into the next Step Grou p, each on its own track, making
the o verall Drum pattern 32 ste ps long.

Some rules to k eep in m ind:

¥ I f the Drum pattern has 16 or more ste ps, only the first 16 ste ps are co pied and
appended to the end.

¥ I f the Drum pattern is shorter than 16 ste ps, then that number of ste ps is co pied
and the sequence is doub led in length.

Here are some ex amples of th is process in action:

Example 1

Original size Action New size Reason

16 steps SHIFT+>> 32 ste ps Steps 1-16 w ere co pied / appended to ste p 17

SHIFT+>> 48 ste ps Steps 1-16 w ere co pied / appended to ste p 33

Example 2

Original size Action New size Reason

32 ste ps SHIFT+>> 48 ste ps Steps 1-16 w ere co pied / appended to ste p 33

Example 3

Original size Action New size Reason

7 ste ps SHIFT+>> 14 steps Steps 1-7 w ere co pied / appended to ste p 8

SHIFT+>> 28 ste ps Steps 1-14 w ere co pied / appended to ste p 15

SHIFT+>> 44 ste ps Steps 1-16 w ere co pied / appended to ste p 29

To mak e the pattern a particular length, use the LST STEP button and the Step buttons as
described in the Pattern Length [p.43] section.
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6.1.1.3. Extending a Drum track (P olyrhythm On)

When Polyrhythm [p.63] is On the co py/ append function is per formed only on the currently
selected Drum track , not on the Drum pattern as a whole . You can choose to extend one or
more Drum tracks and leav e the others untouched.

I n Polyrhythm mode each Drum track can hav e its own length, and so the examples belo w
apply only to the selected Drum track. The rest of the Drum tracks w ill remain their original
lengths.

¥ Start in DRUM mode .

¥ Hold SHIFT and verify that Polyrhythm is set to On. I f Step button 16 is blue ,
Polyrhythm is On. I f it is not, press Ste p button 16 to enab le P olyrhythm mode .

¥ Select the Drum track to extend (hold DRUM, tap the pad). Only the selected Drum
track w ill be affected; the other Drum tracks w ill not be affected, nor w ill the
patterns in SEQ1/SEQ2.

¥ Hold SHIFT and then press the >> button. This w ill co py the first 16 ste ps of the
selected Drum track into the next Step Grou p, making that Drum track 32 ste ps
long.

Some rules to k eep in m ind:

¥ I f the Drum track has 16 or more ste ps, only the first 16 ste ps are co pied and
appended to the end.

¥ I f the Drum track is shorter than 16 ste ps, then that number of ste ps is co pied
and the Drum track is doub led in length.

Example 1

Original size Action New size Reason

16 steps SHIFT+>> 32 ste ps Steps 1-16 w ere co pied / appended to ste p 17

SHIFT+>> 48 ste ps Steps 1-16 w ere co pied / appended to ste p 33

Example 2

Original size Action New size Reason

32 ste ps SHIFT+>> 48 ste ps Steps 1-16 w ere co pied / appended to ste p 33

Example 3

Original size Action New size Reason

7 ste ps SHIFT+>> 14 steps Steps 1-7 w ere co pied / appended to ste p 8

SHIFT+>> 28 ste ps Steps 1-14 w ere co pied / appended to ste p 15

SHIFT+>> 44 ste ps Steps 1-16 w ere co pied / appended to ste p 29

To mak e the Drum track a particular length, use the LST STEP button and the Step buttons
as described in the Pattern Length [p.43] section.
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6.1.2. Polyrhythm mode

This feature is as interesting as it is unusual. And it has the potential to unleash creativ e
explorations you m ight ne ver hav e considered otherw ise .

6.1.2.1. What is P olyrhythm mode?

Usually a drum mach ine pattern w ill operate w ith in a single time signature , such as 4/ 4 or
12/8. For example , w ith a single measure of 4/ 4 there are sixteen 16th notes, and if a drum
only plays on the do wnbeat it m ust w ait another 15 ste ps bef ore it plays again.

But w ith the Polyrhythm feature you can specify a different time signature for each Drum
track! This could mean youÕd hav e 16 loo ps of different lengths all happening at the same
time .

� 4: To toggle Polyrhythm on and off: enter DRUM mode , hold the Shift button and press Step button 16.
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6.1.2.2. What it d oes

HereÕs an ex ample: What if you w anted a pattern w ith th is m ixture of time signatures:

I nstrument Pad 1 Pad 2 Pad 3 Pad 4 Pad 5

Time signature 3/16 1/4 5/16 3/8 4/4

The Pad 5 track is long est, so w eÕlluse that as the tim ing reference for our discussion. HereÕs
ho w those tracks w ould loo k in the MID I C ontrol C enter:

But hereÕs a visual re presentation of ho w they w ould sound during the first bar:

And during the second bar:

The second loo p, Pad 2, is high lighted as a rhythm ic reference . I t plays on quarter notes 1,
2, 3, and 4, and P ad 5 w ill play on beat 1 e very time .

But the other instruments w ill continue their shorter loo ps: Pad 1 w ill play its cycle of 3, Pad
3 w ill play a cycle of 5, and Pad 4 w ill play a cycle of 6. They w ill play at different times in
relationsh ip to each other f or quite a wh ile .

I n th is ex ample it w ill be 360 bars of 4/4 time bef ore the first bar is heard again!
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6.1.2.3. Mak e a polyrhythm

HereÕs how to start building the ex ample from the pre vious section.

1. Press the DRUM button.

2. Select an empty pattern.

3. Hold Shift and press Step button 16. I t w ill turn blue to sho w that the pattern is in
Polyrhythm mode .

4. Hold the DRUM button and tap P ad 1 to select it.

5. Hold the Last Ste p button and press Ste p button 3. P ad 1 no w has a 3-ste p loo p.

6. Press Ste p button 1 to add an e vent to the first ste p of the P ad 1 loo p.

7. Press Play to confirm. I f the pattern w as blank bef ore , it should no w be only 3
ste ps long. I f so , sto p the pattern.

8. Hold the DRUM button and tap P ad 2 to select it.

9. Hold the Last Ste p button and press Ste p button 4. P ad 2 no w has a 4-ste p loo p.

10. Press Ste p button 1 to add an e vent to the first ste p of the P ad 2 loo p.

11. Hold the DRUM button and tap P ad 3 to select it.

12. Hold the Last Ste p button and press Ste p button 5. P ad 3 no w has a 5-ste p loo p.

13. Press Ste p button 1 to add an e vent to the first ste p of the P ad 3 loo p.

14. Press Play to confirm. You should hear the intersecting rhythms of all three
instruments, and the pattern you hear during the first 3 beats w ill not re peat until
the 61st beat (3 x 4 x 5 = 60).

Try your o wn experiments! Just be sure to sav e the pattern if you lik e what youÕre hearing.
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6.1.3. Pattern Chains

� 4: W e recommend enab ling Scene Mode [p.82] so you w ill be ab le to sav e the Pattern Chains you

create . This can only be done using the MID I C ontrol C enter [p.84].

I t is possib le to automate the selection of patterns in each sequencer by constructing a
pattern chain.

� 4: A pattern chain is lim ited to 16 patterns.

6.1.3.1. Example 1: SEQ1 only

For example , let's say you w ould lik e SEQ1 to play patterns 1, 2, and 3 w ithout having to
select those patterns manually.

1. Hold SHIFT + SEQ UENCER 1 to activ ate pattern chain mode f or SEQ1.

2. SHIFT can be released but the SEQ UENCER 1 button m ust remain pressed.

3. Press the Step buttons in the order you w ant the patterns to play: Step button 1,
then 2, then 3.

4. Release the SEQ UENCER 1 button.

5. Press the Play button. SEQ1 w ill play patterns 1, 2, and 3 in that order wh ile the
other sequencers play the patterns that w ere already selected f or them.

6. A faster w ay to confirm the contents of a pattern chain is to hold do wn the
SEQUENCER 1 button. The Step buttons w ill flash one after the other in the order
you entered them into the chain.

� !: I f you chang e SEQ1 to a ne w pattern at th is point its current chain w ill be lost. I f you w ould lik e to

sav e the pattern chain you hav e made , it m ust be sav ed as part of a Scene [p.82].
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6.1.3.2. Example 2: SEQ1 and SEQ2

Let's say you w ould lik e SEQ1 to play patterns 1,2, and 3 wh ile SEQ2 plays patterns 3, 2, and
1.

1. Follo w ste ps 1-4 in Ex ample 1 abo ve.

2. Hold SHIFT + SEQ UENCER 2 to activ ate pattern chain mode f or SEQ2.

3. SHIFT can be released but the SEQ UENCER 2 button m ust remain pressed.

4. Press the Step buttons in the order you w ant the patterns to play: Step button 3,
then 2, then 1.

5. Release the SEQ UENCER 2 button.

6. Press the Play button. SEQ2 w ill play patterns 3, 2, and 1 in that order wh ile SEQ1
plays patterns 1, 2, and 3 and the Drum sequencer plays the drum pattern that
had already been selected.

7. A faster w ay to confirm the contents of the pattern chains is to hold do wn one
of the SEQUENCER buttons. The Step buttons w ill flash one after the other in the
order you entered them into the chain.

� !: I f you chang e SEQ1 or SEQ2 to a ne w pattern manually the current chain w ill be lost for that

sequencer. I f you w ould lik e to sav e the pattern chains you hav e made , they m ust be sav ed as part of

a Scene [p.82].

6.1.3.3. Example 3: SEQ1, SEQ2, and DRUM

Let's say you w ould lik e DRUM to play pattern 4 tw ice and then play pattern 5, wh ile SEQ1
and SEQ2 play the pattern chains constructed in Ex amples 1 and 2.

1. Follo w ste ps 1-4 in Ex amples 1 and 2 abo ve.

2. Hold SHIFT + DRUM to activ ate pattern chain mode f or the Drum sequencer.

3. SHIFT can be released but the DRUM button m ust remain pressed.

4. Press the Step buttons in the order you w ant the patterns to play, only th is time
press Ste p button 4 tw ice and then press Ste p button 5.

5. Release the DRUM button.

6. Press the Play button. The Drum sequencer w ill play pattern 4, re peat pattern
4, and then play pattern 5. SEQ1 and SEQ2 w ill play the pattern chains from
Examples 1 and 2.

7. A faster w ay to confirm the contents of the pattern chains is to hold do wn one
of the SEQUENCER buttons. The Step buttons w ill flash one after the other in the
order you entered them into the chain.

� !: I f you chang e any of the sequencers to a ne w pattern manually, the current chain for that

sequencer w ill be lost. I f you w ould lik e to sav e the pattern chains you hav e made , they m ust be sav ed

as part of a Scene [p.82]. 4: You can press any combination of the SEQUENCER , SEQUENCER 2 and

DRUM buttons wh ile holding SHIFT to create identical chains on the selected sequencers. 4: The Preset

Link [p.56] function has no effect on pattern chains.
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6.1.4. Enter /edit notes w ith Ste p button + P ad

When BeatSte p Pro is in Record mode the pads are used to enter notes into Sequencer1
or Sequencer2 and drum events in the Drum sequencer. But there are other w ays to enter
notes and e vents that are v ery quick and easy:

6.1.4.1. SEQ1/SEQ2

You can enter and alter the Pitch and Velocity of a ste p when the sequencer is not recording
or even running, To do th is, hold the desired Step button and hit the Pad of the note you
w ant to be a part of the sequencer pattern. The velocity at wh ich you hit the pad w ill be
memorized f or th is ste p as w ell.

This w ill also w ork by using an external MID I k eyboard instead of the pad.

6.1.4.2. DRUM

You can alter the Velocity of a drum track event when the Drum sequencer is not recording
or e ven running, H ere's ho w:

¥ Enter Drum mode by pressing the DRUM button.

¥ Select the desired Drum track by holding DRUM and pressing that drum pad.

¥ Hold the desired Step button and hit the pad. The velocity at wh ich you hit the
pad w ill be memorized f or th is ste p.

� 4: An external MID I k eyboard can not be used to alter the v elocity of a drum track e vent.
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6.1.5. Fast T ies

There's an easy w ay to create tied notes: the Fast Tie function. I t w orks for all three
sequencers (SEQ1, SEQ2, and DRUM). H ere's ho w to do that:

6.1.5.1. Éf or patterns 16 ste ps or shorter

¥ Press and hold one of the Ste p buttons.

¥ Press the second Ste p button to ti e all ste ps betw een the tw o Ste p buttons.

¥ Release the buttons.

See More about T ied e vents [p.69] for more inf ormation.

6.1.5.2. Éf or patterns >16 ste ps

I f you hav e a pattern that's long er than 16 ste ps [p.44], it's also possib le to tie notes from
different Ste p Grou ps tog ether using th is method. One w ay to do th is is:

¥ Select the first Step Grou p. For th is example , w e'll start w ith Step Grou p 1 (ste ps
1-16).

¥ Press and hold the first ste p of the tied event. W e'll use Step button 15 for th is
example .

¥ Wh ile still holding Step button 15, press the >>button to cross over into the second
Step Grou p (ste ps 17-32).

¥ Press a Step button in the second Step Grou p to tie all ste ps betw een the tw o
Step Grou ps.

See More about T ied e vents [p.69] belo w f or more inf ormation.

6.1.5.3. More about T ied e vents:

1. There w ill be a delay of u p to 7 00 m illiseconds bef ore the ti e w ill be appli ed.

2. The gate time of all intermediate ste ps w ill be set to TI E, exce pt for the last ste p;
its gate time w ill remain unchang ed.

3. SEQ1 or SEQ2 only: The pitch of all intermediate ste ps w ill be set to the pitch of
the first ste p.

� Note : Tied ste p w ill be displayed in Cyan wh ile holding Shift. I t is a great w ay to see wh ich ste ps are

tied.
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6.1.6. Editing all ste ps in a pattern at once

I t is possib le to edit certain parameters for all of the activ e ste ps in a pattern sim ultaneously.
This is done using the SHIFT button and one of the first tw o encoders.

6.1.6.1. SEQ1/SEQ2

You can set the Velocity or the Gate length of all activ e ste ps in a pattern at the same time
by holding [SHIFT] and turning Knob 1 or Knob 2.

¥ SHIFT+ Knob 1 w ill apply an offset to the values contained in the pattern. This
offset w ill be sho wn in the display w ith a rang e betw een -99 and +99. See
example 1 [p.71]belo w .

¥ SHIFT+ Knob 2 w ill force all activ e ste ps to the same value as soon as you turn
the knob . The ne w value w ill be sho wn in the display. See example 2 [p.71]belo w .

These edits w ill affect only those events located betw een ste p 1 and the last ste p of the
pattern (i.e ., the activ e ste ps). A ny ste ps outside of that rang e w ill not be affected.

� 4: The Pitch of all ste ps in SEQ1 or SEQ2 cannot be edited using these methods. To accomplish th is,

use the Transposition features [p.34] as described in the Step Sequencers [p.24] chapter.

6.1.6.2. DRUM

You can set the Velocity, the Gate length, or the Shift of all activ e ste ps in a Drum pattern at
the same time by holding [SHIFT] and turning Knob 1 or Knob 2.

¥ SHIFT+ Knob 1 w ill apply an offset to the values contained in the pattern. This
offset w ill be sho wn in the display w ith a rang e betw een -99 and +99. See
example 1 [p.71]belo w .

¥ SHIFT+ Knob 2 w ill force all activ e ste ps to the same value as soon as you turn
the knob . The ne w value w ill be sho wn in the display. See example 2 [p.71]belo w .

These edits w ill affect only those events located betw een ste p 1 and the last ste p of the
pattern (i.e ., the activ e ste ps). A ny ste ps outside of that rang e w ill not be affected.

Note that the time sh ift w ill be appli ed after the SHIFT button is released.

� 4: For the DRUM sequencer the chang es w ill be appli ed to the currently selected drum track only, not

the entire drum pattern.
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6.1.6.3. Example 1: Velocity offset

1. Select a pattern and set its length to 4 ste ps.

2. Select the V elocity setting w ith the KNOBS button.

3. Use encoders 1-4 to chang e the velociti es of the four ste ps to the values 127, 100,
4, and 50, respectiv ely.

4. Hold [SHIFT] and turn encoder 1until you see a v alue of 10 in the display.

5. The Velocity values for the four ste ps should no w be 127, 110, 14, and 60,
respectiv ely. Th is can be confirmed by touch ing encoders 1-4 bri efly.

� 4: The offset feature w ill not allo w you to reach v elocity v alues outside of the rang e 0-127.

6.1.6.4. Example 2: Unif orm v elocity

1. Select a pattern and set its length to 4 ste ps.

2. Select the V elocity setting w ith the KNOBS button.

3. Use encoders 1-4 to chang e the velociti es of the four ste ps to the values 127, 100,
4, and 50, respectiv ely.

4. Hold [SHIFT] and turn encoder 2 until you see a v alue of 10 in the display.

5. The Velocity values for the four ste ps should no w all be set to 10. This can be
confirmed by touch ing encoders 1-4 bri efly.
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6.2. SHIFT button chart

The SHIFT button allo ws you to access important features in each mode . Some are shared
betw een the tw o ste p sequencers, some are shared betw een all three sequencers, and
some are also shared w ith C ontrol M ode .

HereÕs a chart indicating wh ich SHIFT functions are av ailab le in wh ich mode:

MODE SHIFT+ Function

Control

mode
Step #9 Sw itch touch stri p betw een R oller and Loo per

Control

mode
Step #14 W ait to Load P attern on/off

Control

mode
Step #15 Global T empo on/off

DRUM Pad 16 Polyrhythm mode on/off

SEQ1 or 2 Pad 9-16
Sets the output scale for the ste p sequencer pattern and filters the in put

scale f or the encoders

SEQ1, 2

or DRUM
Pad 1-3 Sets the playback direction of the current SEQ or DRUM pattern

SEQ1, 2

or DRUM
Pad 4 Chang es the time division of the selected sequence to T ri plet

SEQ1, 2

or DRUM
Pad 5-8 Chang es the time division of the selected sequence

SEQ1, 2

or DRUM
Step # 1

Clears the data in the current SEQ or DRUM pattern. Sets everyth ing to

def ault v alues (see Clear a P attern [p.20] )

SEQ1, 2

or DRUM
Step # 2 Clears only the notes in the current SEQ or DRUM pattern.

SEQ1, 2

or DRUM
Encoder 1 Offset v alue f or all activ e ste ps

SEQ1, 2

or DRUM
Encoder 2 Set v alue f or all activ e ste ps

SEQ1, 2

or DRUM
>> Extends the length of the sequence

SEQ1, 2

or DRUM

Seq1/ Seq2/ Drum +

Step buttons
Create pattern chain

All Tap/Metro Toggles the sending of metronome data ON or OFF

All Rate/F ine I ncrements or decrements the tempo to the 100th decimal place .

All Play
Restart the 3 sequencers to the beginning of their sequences, quantized

to the next DRUM ste p

All Chan + Ste p button I nput MID I Channel f or current sequencer

� Note : A cheat sheet that summarize all the button combinations is av ailab le on Arturia w ebsite . You'll

find it in the resources of the Beatste pPro pag e.
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6.3. MID I to CV con version

I t is possib le to use BeatSte p P ro as a MID I to CV con verter. P otential applications include:

¥ Using an external MID I k eyboard to play a vintag e synth

¥ Using a drum sequence from your DAW to send trigg ers to an analog modular
system.

6.3.1. Sequencer mode Ð MID I to CV

When the sequencer is sto pped, or when you hav e m uted SEQUENCER 1or SEQUENCER 2,
then:

¥ The MID I in put defined for SEQ1 and SEQ2 is sent to the MID I output defined for
that sequencer.

¥ The G ate output is trigg ered.

¥ The P itch CV output sends the incom ing MID I note plus pitch bend.

¥ The V elocity CV output sends the incom ing MID I v elocity.

When the sequencer is playing and record mode is on, the same th ing happens w ith tw o
differences:

¥ The notes are recorded into the BeatSte p P ro sequencer

¥ The P itch CV output does not send pitch bend data
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7. SYNCHRONIZA TI ON

BeatSte p Pro can be the master clock for an entire MID I rig, or it can just as happily serv e
as a slav e to any one of several sources. See Making The Connections [p.5] for connection
diagrams.

You can cycle through the various Sync options using the SYNC button. A wh ite LED w ill let
you kno w wh ich mode youÕv e selected.

For ex ample , in the illustration belo w the USB sync o ption has been selected:

� 4: When the unit is playing a sequence , the Sync setting cannot be chang ed.

7.1. As Master

BeatSte p P ro is the master clock when the IN T button is lit. When th is is the case:

¥ The transport section w ill control the internal sequencers

¥ MID I clock messag es are sent to MID I out, USB MID I, and the Clock output

¥ The sequence tempo can be set using the TEMPO encoder and the TAP/ METRO
button.
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7.2. As Slav e

BeatSte p Pro functions as a slav e to an external clock when one of the other three SYNC
LEDS are lit (USB , MID I or CLK). When BeatSte p P ro is in Slav e mode:

¥ The Tempo controls w ill not control the internal sequencer wh ile the external
source is running.

¥ The BeatSte p Pro transport section w ill still per form as usual; you can still sto p,
start and pause the internal sequences, and you can still record patterns.

¥ When the external source is not running, BeatSte p Pro w ill function according to
its internal clock at the last kno wn tempo .

¥ BeatSte p Pro w ill pass the synchronization messag es it receiv es from the
external source to its USB , MID I and Clock outputs.

7.2.1. Clock I n/O ut rates

The MID I Control Center can be used to configure the BeatSte p Pro to send and receiv e one
of the f ollo w ing clock signals at the Clock in put and output connectors:

¥ 1 pulse per ste p

¥ 2 pulses per quarter note (ppqn)

¥ 24 ppqn - standard D IN sync

¥ 48 ppqn

7.2.2. Clock connectors

There are several ty pes of connectors that hav e been used for m usical synchronization
purposes over the years. HereÕsa chart that indicates the best kinds to use when connecting
older de vices to BeatSte p P ro:

Connector ty pe Signal(s) sent

1/8ÕÕ mono (TS) [1] Clock pulse only [1]

1/8ÕÕ stereo (TRS) [2] Clock pulse and start/sto p [2]

1/8ÕÕ stereo (TRS) plus D IN sync adapter [2] Clock pulse and start/sto p [2]

You can use the su ppli ed DIN sync adapters to connect to de vices wh ich utilize DIN sync
messag es. Check the ownerÕs manual for your de vice if you are not sure wh ich sort of sync
capabiliti es it has.

1. I f Sync is set to an external source and a TS connector is used, the sequencer
needs to be armed bef ore it can start after receiving a clock signal. You m ust
press [P lay] to arm the sequencer. F or ex ample ,

6 I f [Play] is pressed but no clock has been receiv ed, the unit w ill w ait
for a clock signal and start when it receiv es one .

6 I f clocks are receiv ed but PLAY is not activ e, the unit w ill start when
you press [P lay].

2. I f Sync is set to an external source and a TRS connector is used, BeatSte p Pro
w ill f ollo w the master and w ill:

6 play when it receiv es a h igh state signal and clock,

6 pause w ith a h igh state signal and no clock, and

6 sto p on a lo w state signal, w ith or w ithout clock.
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8. CV/G ATE FUNCTI ONS

BeatSte p Pro pro vides direct access to some of the best m usic technology the w orld has
produced in the last six decades: USB, MID I, Clock and CV/ Gate connectors are all present
on its rear panel in a space not m uch larg er than a pencil.

Connection diagrams for each of these inter faces are av ailab le in Making the Connections
[p.5].

I n th is chapter w eÕllfocus on the features of the BeatSte p Pro CV/ Gate circuitry. See the
MID I Control Center [p.84] chapter for in-de pth co verag e of the MID I features av ailab le to
you w ith that softw are .

8.1. SEQ1/SEQ2: P itch, V elo and G ate

When SEQ1 or SEQ2 is selected the notes you play on the pads are translated immediately
into Control Voltag e (CV) and Gate signals and sent to the connectors on the back panel.
Three inde pendent v oltag es are sent f or each note: P itch, V elocity, and G ate o pen/close .

The sequencers can record what you play on the pads, and then you can use the encoders
to chang e the pitch, velocity and gate time (duration) of each note . When sequences play
back they send those signals to the attached de vices through the CV/ Gate connectors, just
lik e the pads w ould.

How ever, the pads canÕtÒplayÓthe CV/ Gate connectors wh ile the unit is in Control Mode . You
can start the sequencers, though, and they w ill play the attached de vices wh ile you control
your D AW and play your MID I de vices from C ontrol M ode .

8.1.1.CV/G ate signals: D AW configuration

I t's possib le to use the BSP as a MID I to CV con verter , it means you can send note data from
a cou ple of MID I tracks on your DAW to the BeatSte p Pro CV/ Gate jacks. When the MID I
channels match, thatÕs what w ill happen. The procedure for selecting the MID I Channels for
the sequencers is detailed here [p.57].

There are tw o th ings to k ee p in m ind, though:

¥ All CV/ Gate jacks are mono phonic, so if the selected MID I track on the DAW
contains poly phonic data, playback could be extremely un predictab le. I tÕsbest
to send only one note at a time to the CV/G ate j acks.

¥ CV/ Gate jacks can send only basic signals: pitch, velocity and note on/ off .
I n other w ords, the BeatSte p Pro encoders arenÕt ab le to control synthesizer
parameters through the CV/ Gate jacks, for example . All edits to your modular
synth settings need to be made on the synth itself .

8.1.2. Routing signals

Ty pically the Pitch (CV) output is connected to a Voltag e Controlled Oscillator (VCO), the Gate
output is connected to a trigg er in put or a Voltag e Controlled Amplifi er (VCA), and the Velo
output is connected to a VCA or a Voltag e Controlled Filter (VCF) or both through a splitter
or a patch bay. Those routings w ill produce the most predictab le results. But you can send
those signals to any parameters that w ill acce pt them.
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8.1.3. CV/G ate specifications

Some analog synthesizers hav e unusual implementations that are not fully compatib le
w ith the BeatSte p Pro CV/ Gate signals. Please refer to their specifications bef ore making a
purchase so you can be sure the tw o de vices w ill w ork tog ether w ell.

W eÕve designed the BeatSte p Pro to be as flexib le as possib le, though: the MID I Control
Center [p.84] allo ws you to configure the response of the CV/ Gate jacks in a number of w ays.

These are the electrical signals that can be sent by the BeatSte p P ro CV and G ate j acks:

¥ Control V oltag e (P itch) has tw o o ptions:
6 1 Volt/octav e (0-10V)

5 0 V olt MID I note rang e: 0-127 (V olt/octav e)

6 Hertz per V olt
5 1 Volt MID I note rang e: 0-127 (H z/V olt)

¥ Gate output has tw o o ptions:
6 V-trigg er (positiv e or "v oltag e"), trig v oltag e is betw een 10V and 12 V

6 S-trigg er (negativ e, or ÒshortÓ)

The MID I Control Center [p.84] allo ws each of these settings to be configured inde pendently
for SEQ1 and SEQ2.

�� �,./,$�����- ,���(/�&�� �.�. *��,)��������. �!/(�.$)(-



8.2. Drum G ates

When DRUM is selected the notes you play on pads 1-8 (the bottom ro w) are translated
immediately into Gate signals and sent to the Drum Gate connectors on the back panel.
Tw o voltag es are sent for each note: one for Gate open and one for Gate close . Velocity
inf ormation is not sent.

The Drum sequencer can record what you play on pads 1-8 and then you can use the
encoders to chang e the gate time (duration) of each note . When sequence plays back it w ill
send those signals to the attached de vices through the Drum Gate connectors, just lik e the
pads w ould.

How ever, the pads canÕt ÒplayÓthe Drum Gate connectors wh ile the unit is in Control Mode .
You can start the sequencers, though, and they w ill play the attached de vices wh ile you
control your D AW and play your MID I de vices from Control M ode [p.79].

8.2.1. Wh ich pads d o I use?

The bottom ro w of pads are numbered 1-8, wh ich corresponds to the Drum Gate numbers
on the rear panel. So these are the pads to play when you w ant to send trigg er signals to an
external de vice .

8.2.2. Can my D AW send Drum G ate signals?

I tÕspossib le to send trigg ers from up to 8 MID I tracks on your DAW to the Drum Gate jacks.
ThereÕs a MID I note number assignment for each Drum Gate , and you can set those values
using the MID I C ontrol C enter [p.84].

When the MID I channel and the note numbers match, the Drum G ates w ill be trigg ered.

� 4: The Drum Gate jacks can send only one ty pe of signal: note on and note off . So even though the

Drum pattern holds velocity data for all 16 pads, the Drum Gates are only intended to trigg er sounds

and sh ut them off .

8.2.3. How should I route the signals?

Ty pically the Drum Gate output is connected to a Voltag e Controlled Amplifi er (VCA). But you
can send those signals to any parameters that w ill acce pt them.

For example , they can be used to trigg er a synthesizer such as one from our Mini Brute or
MicroBrute seri es.

8.2.4. Drum G ate specifications

Drum modules and other de vices w ith Gate in put connections hav e different requirements
for the ty pe of signal they w ill recognize .

Fortunately, w eÕve designed the BeatSte p Pro Drum Gate jacks to operate as either a V-
trigg er (positiv e, or Òvoltag eÓ)or an S-trigg er (negativ e, or ÒshortÓ).These settings w ill w ork
w ith the v ast maj ority of the de vices you w ill encounter.

Please refer to the specifications of other de vices bef ore connecting them to the BeatSte p
Pro so you can kno w ho w to mak e them w ork pro perly tog ether.
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9. CONTROL MODE

9.1. What is C ontrol M ode?

When BeatSte p Pro is in Control Mode every encoder , button, and pad on the right half of
the unit can transm it specific MID I data to external de vices that are connected to the MID I
output j ack. Th is same data w ill be sent to your computer via USB.

The controller assignments can be set using the MID I C ontrol C enter [p.84] softw are .

Here are some other th ings to kno w about C ontrol M ode:

¥ The pads w ill not transm it directly to the CV/G ate or Drum G ate connectors.

¥ The sequencers continue to use the CV/G ate and Drum G ate connectors.

¥ The Transport buttons w ork the same as in the other modes.

¥ The CURREN T TRACK buttons are not av ailab le.

¥ The Ste p buttons can be configured to sav e/recall one of 16 Scenes [p.82].
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9.2. Top panel functions

Most of the per formance controls on the left side of the front panel w ill control the same
features in Control Mode unless configured otherw ise w ith the MID I Control Center. There
are some slight v ariations, though, wh ich w eÕll point out as w e go through them:

9.2.1. RATE/FINE encoder

The RATE/FINE encoder w orks exactly the same in all modes. I ts functions are described
here: Tempo [p.50] .

9.2.2. Metronome/T ap T empo button

The Metronome/T ap Tempo button w orks ex actly the same in all modes:

¥ SHIFT + T AP/MET RO toggles the metronome on and off .

¥ Tap the T AP/MET RO button se veral times to set the tempo .

The MID I Control Center [p.84] allo ws you to specify the number of taps [p.50] it w ill tak e to
set the tempo .

9.2.3. Sw ing Encoder

The Sw ing encoder controls the Sw ing percentag e of the entire Project in Control Mode . I n
other w ords, the Sw ing percentag e is appli ed to all three sequencers equally. The CURRENT
TRACK button is not av ailab le in C ontrol M ode .

For a descri ption of the Sw ing feature see the Sw ing [p.51] section of the Projects [p.49]
chapter.

9.2.4. Rand omness/P robability Encoders

The Randomness and Probability encoders still control their respectiv e parameters in
Control Mode . The difference is that the amounts are appli ed equally to all three sequencers;
the shared CURREN T TRACK button does not hav e any effect o ver these parameters.

For a full descri ption of the Randomness and Probability features see the Randomness/
Probability [p.52] section of the Projects [p.49] chapter.

9.2.5. The Touch stri p

The touch stri p can function either as a Roller or a Loo per in Control Mode . To toggle betw een
these tw o behaviors, hold the SHIFT button and press Step button 9. I f the button is lit blue
then the touch stri p is in R oller mode . I f it is not lit, the touch stri p is in Loo per mode .

To use the touch stri p in Roller mode , press and hold one of the pads wh ile the unit is
running. Then place a fing er on the touch stri p and it w ill re peat the MID I note that w as
assigned to that pad using the MID I Control Center [p.84]. That event w ill be re peated at the
time division you select w ith your fing er.

For more inf ormation about Roller mode , click here [p.54]. For more inf ormation about
Loo per mode , click here [p.55].

See also Using the T ouch Stri p w ith a D AW [p.117]in the MCC [p.84] chapter.
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9.2.6. Transport section

The Transport section w orks the same w ay in Control Mode as it does in the other modes,
unless instructed otherw ise by the MID I C ontrol C enter.

The functions of the Transport section are described in the Transport/ Shift buttons [p.8]
section of the Overvi ew [p.5] chapter.

9.2.7. Disab led features

There are se veral features that are disab led in C ontrol M ode:

¥ Current T rack (both buttons)

¥ LST STEP button

¥ Transposing sequences from the pads

¥ Octav e +/- buttons

¥ Encoder scale selection (SHIFT + pads 9-16)

¥ Time divisions (SHIFT + pads 1-8)

9.3. Selecting the U ser Channel

The MID I Control Center allo ws you to assign each encoder , pad, and Step button to the
MID I channel of your choice . This is described fully in the MID I Channel control [p.111]section
of the MCC [p.84] chapter.

But it's important to kno w there are actually 17 options for each assignab le control: MID I
Channels 1-16and User. The first 16 options w ill "hard w ire" that control to a particular MID I
Channel. But the User option allo ws you to specify that a control w ill ÔfloatÕto a ne w channel
when you chang e the U ser channel in C ontrol M ode .

Here's ho w to chang e the U ser channel:

¥ Select C ontrol M ode .

¥ Press and hold the CH AN button.

¥ Press one of the Ste p buttons.

When the CHAN button is pressed you w ill see four different colors on the Step buttons: one
for each of the three sequencers and one f or the U ser channel.

The color-coding means th is:

Output channel color

Control M ode (i.e ., the U ser channel) Red

Sequencer 1 Green

Sequencer 2 Yello w

Drum Purple
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9.4. Working w ith Scenes

The MID I Control Center has an option that affects what the Step buttons do in Control Mode .
There are tw o o ptions:

1. The Step buttons w ill transm it MID I data as specifi ed in the Controller Map [p.96],
or

2. The Ste p buttons allo w you to sav e and recall one of 16 Scenes [p.82].

9.4.1. What is a Scene?

A Scene w ill remember the f ollo w ing inf ormation:

¥ Wh ich pattern w as activ e on each sequencer

¥ The pattern chains you hav e constructed f or each sequencer

The BeatSte p P ro can store 16 Scenes per P roject.

9.4.2. How to mak e a Scene

1. Enab le Scene mode [p.82] in the MID I Control Center. I t's in the Global parameters
[p.114]section.

2. Select the patterns you w ant each sequencer to load when the Scene is selected,
or

3. Construct the pattern chains [p.66] you w ant each sequencer to load when the
Scene is selected.

4. Enter C ontrol M ode .

5. Hold the Sav e button.

6. Press one of the Step buttons. I t w ill flash a fe w times to indicate that the Scene
has been stored.

� 4: Scenes can be o verwritten but they cannot be "cleared" or erased.

9.4.3. Recalling a Scene

Here's ho w to recall one of the Scenes you hav e stored:

1. I f Scene mode [p.82] has not been enab led, you m ust do so using the MID I
Control C enter [p.84].

2. Enter C ontrol M ode .

3. Press the Ste p button that corresponds to the Scene you w ish to recall.

I f a Scene has ne ver been stored to a particular Step button then a def ault pattern number
w ill be loaded when that Scene is recalled. I n other w ords, if you recall Scene 10 and it is
"empty", all three sequencers w ill load pattern 10.

� 4: The W ait to Load P attern [p.122] setting also determ ines when the next Scene w ill load.
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9.5. Encoders: CC vs. MCU/HU I mode

ThereÕs a KNOBS button in the Project/ Control Mode section also . I t toggles the encoders
betw een their MID I CC assignments in Control Mode and their MCU/ HUI protocol
assignments.

For a detailed list of these assignments, see the list in the MCU/ HUI encoder assignments
[p.129] section of the Parameter Charts [p.125] chapter.

9.6. Shift functions in C ontrol M ode

There are several Global settings that can be toggled from w ith in Control Mode using the
SHIFT button and one of the Ste p buttons.

Ste p button combination Global setting

SHIFT + 9 Touch stri p = Roller (lit) or Loo per (unlit)

SHIFT + 14 W ait to Load P attern = On (lit) or Off (unlit)

SHIFT + 15 Global tempo (lit) or per-P roject tempo (unlit)

These can also be set using the MID I C ontrol C enter [p.84] softw are .

�� �,./,$�����- ,���(/�&�� �.�. *��,)����)(.,)&��)� 



10. MID I CON TROL CENTER

The built-in MID I Control Center manual has general descri ptions of the features that are
common to all Arturia products. To learn ho w to access the manual, click th is link: Where to
find the manual [p.87].

This chapter w ill co ver only the MID I Control Center features that are unique to the BeatSte p
Pro .

10.1. MCC Basics

The MID I Control Center is an application that allo ws you to configure the MID I settings of
your BeatSte p Pro . I t w orks w ith most of ArturiaÕs de vices, so if you hav e an earli er version
of the softw are youÕll w ant to do wnload the latest version. I t w ill w ork w ith those products
as w ell.

10.1.1. System requirements

� PC: 2 GB RAM; CP U 2 GH z (W indo ws 7 or h igher)

� Mac: 2 GB RAM; CP U 2 GH z (OS X 10.8 or h igher)

10.1.2. I nstallation and location

After do wnloading the appro priate MID I Control Center installer for your computer from the
Arturia w ebsite , doub le-click on the file . Then all you hav e to do is start the installer and
follo w the instructions. The process should be troub le-free .

The installer puts MID I Control Center w ith the other Arturia applications you hav e. I n
W indo ws, check the Start menu. I n Mac OS X, youÕll find it inside the Applications/ Arturia
folder.
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10.1.3. Connection

Connect BeatSte p Pro to your computer using the included USB cab le. I tÕllbe ready to go
after its LEDs go through the startu p cycle .

Now launch the MID I C ontrol C enter. BeatSte p P ro w ill be in the list of connected de vices:

10.1.3.1. Potential issues: W ind ows OS

The MID I driv er for the BeatSte p Pro is not "multi-cli ent". That's a technical term that
simply means th is: I f a DAW application is already activ e on your computer , the MID I
Control Center w ill launch but BSP w on't be detected pro perly. I n order to use the MID I
Control Center to alter the parameters of your BeatSte p Pro you w ill need to exit the DAW
application.
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10.1.3.2. Potential issues: Mac OS X

I f the cab le betw een your Mac and the BeatSte p Pro is connected pro perly and the Mac is
having troub le detecting the unit, your Mac is experi encing what is kno wn as a "USB port
enumeration issue ." Here is one potential solution.

1. Launch the Audio MID I Setu p utility. The fastest w ay to do th is is usually to hold the
Command k ey, press the space bar , and ty pe in the letters AMS.

2. I f you do not see the MID I Studio w indo w , hold the C ommand k ey and press 2.

3. Turn the unit off or disconnect its USB cab le. You should see the related de vice icon turn
grey.

4. Select the greyed-out BeatSte p P ro imag e and delete it.

5. The BeatSte p Pro also m ight be labeled "MID I Device" or someth ing else , so you may
need to delete all MID I Device imag es and restart any connected de vices. First you m ust
disconnect any units or turn them off , or else you w ill not be ab le to delete the icons.
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6. Restart the BeatSte p P ro . I t should reappear in the MID I Studio w indo w .

10.1.4. Where to find the manual

There is a built-in help file f or the MID I C ontrol C enter in its H elp menu, as sho wn belo w:

I tÕsa good introduction to the MID I Control Center , describing each section of the softw are
w indo w and defining important terms you w ill need to kno w wh ile using the MID I Control
Center , such as ÔProject Bro wserÕ and ÔTemplateÕ.

The next chapter explains ho w to use the MID I Control Center softw are to configure the
BeatSte p P ro presets so they match your system and enhance your w orkflo w .
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10.2. Device P rojects

10.2.1. Project list

The left side of the MID I Control Center w indo w sho ws a list containing Projects 1-16.When
one of the Projects is selected from the list the MID I Control Center can recall that Project
from the internal memory of the BeatSte p Pro and place it into the User Project area in the
Project Bro wser w indo w . See the Store To/ Recall From [p.92] section for instructions about
th is.

10.2.2. Resizing the w ind ow

To see a larg er number of the Projects in the Device Projects list, click and drag the w indo w
resizing button:
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10.3. Project Bro wser

The Project Bro wser sho ws a list of all the Projects that hav e been arch ived using the MID I
Control C enter. These are divided into tw o main grou ps of T emplates: F actory and U ser.

The User Templates are the ones you hav e recalled from the BeatSte p Pro using the MID I
Control C enter. See Store T o/R ecall F rom [p.92] to learn ho w to do th is.

A Template in the MID I Control Center is the same th ing as a Project inside your BeatSte p
Pro: it contains the Project-le vel settings, the Control Mode settings (including the 16 Scenes),
and the patterns from all three sequencers.

HereÕs an expanded view of the contents of a Template named Ò2015_ClubÓ, w ith a
secondary vi ew of the patterns inside Sequencer 1.

� User Templates: click +/- to expand or collapse P roject vi ew

10.3.1. Building a P roject library

You can build a lim itless library of Projects in the User Templates area. Simply drag one of
the Projects to the Project Bro wser w indo w and it w ill be transferred from the BeatSte p Pro
automatically. Then you can giv e it a ne w name if you lik e.
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10.3.2. Revise a T emplate

I f youÕd lik e to modify a Template you can drag it from the Project Bro wser and dro p it on
one of the Projects in the Device Projects area. This w ill send the selected Project directly
into the BeatSte p P ro internal memory at that P roject location.

� !: This process w ill overwrite the selected Project in the BeatSte p Pro internal memory. Be sure to

sav e what you w ere doing bef ore you transfer the file!
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10.3.3. Revise a pattern

I f youÕd lik e to modify a pattern inside an arch ived Template you can drag that pattern from
the Project Bro wser and dro p it onto one of the Projects in the Device Projects w indo w . This
w ill send the selected pattern directly into the BeatSte p P ro .

� !: When the MID I Control Center sends a pattern to BeatSte p Pro it w ill overwrite the pattern in that

memory location. Be sure th is is what you w ant to do bef ore you transfer one of these files!
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10.4. Store T o/R ecall F rom

� 4: The Store T o/R ecall F rom transfers cannot be per formed wh ile the BeatSte p P ro is running.

10.4.1. Store a P roject to the BeatSte p P ro

The upper left-hand section of the MID I Control Center has a button called ÒStore ToÓ.Right
abo ve that is a list that allo ws you to specify wh ich of the 16 Projects in the BeatSte p Pro
internal memory w ill receiv e the U ser P roject you hav e selected.

� !: When you follo w the ste ps belo w you w ill overwrite the current Project #2 that resides inside the

BeatSte p Pro . Be sure th is is what you w ant to do! I f not, please store it to another location inside the

BeatSte p P ro .

W eÕll assume that P roject #2 is av ailab le f or th is ex ample:

1. First, select ÒP roject 2Ó in the list as pictured abo ve.

2. Select the U ser P roject you w ould lik e to store into the BeatSte p P ro .

3. Click the Store T o button at the bottom of that section.

ThatÕs all there is to it! The settings and sequences of the User Project hav e been stored as
Project #2 in the BeatSte p Pro . Now you can load that Project whene ver you w ant by using
the P ROJECT button and Ste p button 2.
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10.4.2. Recall a P roject from the BeatSte p P ro

it is possib le to mak e whole Projects w ithout a computer attached. So when itÕstime to back
them up, remember that you can grab any one of the internal Projects or patterns directly
from the internal memory and store it as a Template in the Project Bro wser w indo w of the
MID I C ontrol C enter.

For example , if you w ant to back up Project #1 from the internal memory, simply select it
in the Device Projects w indo w and click Recall From. Project #1 w ill sho w up in the Project
Bro wser w ith a time/date stamp as a name . You can rename it if you lik e.

10.4.3. Template U tiliti es

I mportant features such as Sav e, Sav e AsÉ, Delete , I mport, and Export hav e been
documented in the MID I Control Center manual, wh ich you w ill find in the softw are Help
menu. Loo k in that document f or the section titled T emplate U tiliti es.
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10.5. Tabs

The m iddle w indo w of the MID I Control Center has fiv e tabs, each of wh ich contains the
parameters f or the v arious modes of the BeatSte p P ro .

Simply click on a tab to select its w indo w .

10.5.1. Project T ab

The P roject tab contains f our parameters:

¥ Sw ing / R andomness / P robability [p.10]

¥ Tempo [p.11]

Of these four parameters, three can be overridden by one of the CURRENT TRACK buttons.
I n th is case the individual settings per sequencer w ill tak e effect. See the Current Track
button (Sw ing) [p.51] and Current Track button (Randomness/ Probability) [p.53] sections of
the Projects [p.49] chapter f or more inf ormation about those features.
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10.5.2. SEQ1 & SEQ2 T ab

The tabs for SEQ1 and SEQ2 are identical. W eÕllco ver them in the Sequence W indo w [p.97]
section belo w , but there is one feature w eÕd like to point out here: pattern selection.

Click one of the SEQ1/SEQ2 tabs and loo k belo w it for the second set of tabs immediately
belo w the 5 mode tabs. These allo w you to select the patterns w ith in each Sequencer.

� 4: I f youÕre using a lapto p w ith a smaller screen you m ight see a plus sign (+) on the right, as w eÕve

sho wn next to tab 15. Th is allo ws you to select the patterns you canÕt see at first.

10.5.3. DRUM Tab

The Drum tab contains almost all of the same parameters as the SEQ1/SEQ2 tabs. W eÕll
co ver them in the Drum W indo w [p.103] section, but w eÕd lik e to point out the pattern
selection feature here .

Click the DRUM tab and loo k belo w it for the second set of tabs immediately belo w the 5
mode tabs. These allo w you to select the individual patterns w ith in the Drum sequencer.
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10.5.4. Controller Map T ab

The Controller Map tab sho ws the entire set of BeatSte p Pro controls. From here you can
select one of the 16 encoders, Step buttons, or Pads and map them to the MID I parameters
you need to control your system.

W eÕllgo through some examples of MID I mapping in the Controller W indo w [p.110] section
of th is chapter.

� 4: I f Scene Mode [p.82] has been enab led the assignments made to the Step buttons in the MID I

Control Center w ill not be av ailab le from the front panel of the BeatSte p Pro . They w ill be remembered,

ho w ever, so if Scene Mode is disab led the Step buttons w ill again be ab le to transm it the specifi ed MID I

commands.
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10.6. Sequence w ind ow

10.6.1. How to Navigate

10.6.1.1. Scroll

I f you hav e a scroll wheel you can mo ve the piano roll vi ew up and do wn. Place the cursor
in the piano roll fi eld first, not o ver the k eyboard graph ic.

I f you hold the Sh ift k ey on your computer k eyboard the piano roll w ill mo ve side w ays.

You can also click/ drag the scroll bars at the edg e and bottom of the w indo w to re position
the sequence vi ew .

10.6.1.2. Zoom

To zoom in and out of the horizontal view , place the cursor in the piano roll fi eld. Then press
Command (Mac) or C ontrol (W indo ws) and use the scroll wheel to adjust the vi ew .

To zoom in and out of the vertical view , place the cursor over the keyboard graph ic first.
Then press Command (Mac) or Control (W indo ws) and use the scroll wheel to zoom in and
out.

Scroll bar locations
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10.6.2. Front-panel parameters

Most of these parameters hav e been co vered extensiv ely in the Step Sequencer [p.24]
chapter:

How ever, the Transpose parameter is even easi er to use inside the MID I Control Center than
it is from the front panel. See the Transpose parameter [p.98] section belo w for inf ormation
on that.

To edit Sw ing %, for example , click and drag the knob graph ic or doub le-click in the value
fi eld and enter a ne w v alue:

To edit a parameter such as Playback Direction, click its pull-do wn menu and mak e a
selection:

10.6.2.1. Transpose parameter

This parameter allo ws you to transpose the entire pattern up or do wn chromatically over a
rang e of +4/-3 octav es w ithout having to select the notes and drag them to ne w places in
the piano roll w indo w .

Front-panel parameters f or SEQ1 and SEQ2

Editing a knob v alue

Selecting a pull-do wn
menu o ption
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10.6.3. Sequence Length

Changing the sequence length here affects the SEQ w indo w . For example , hereÕs ho w it
loo ks when the length is set to 12:

The patterns can be up to 64 ste ps long, and the unused ste ps are dark ened because they
are outside the pattern length area.

The ste ps are numbered along the bottom of the w indo w:
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10.6.4. Sequence Ev ents

10.6.4.1. Enter /delete notes

Doub le-click a square inside the piano roll to enter a note . To delete notes, select a note
w ith a single click or drag a bo x around several notes. Then press the Delete key on your
computer k eyboard.

10.6.4.2. Move notes

To mo ve an existing note , click and hold the m iddle of note . The cursor w ill become a hand
icon. Then drag the note u p or do wn to place it anywhere w ith in the MID I note rang e.

You can also drag it to the left or right to place it anywhere w ith in the sequence . I f a note
already exists at the ne w location, it w ill be re placed by the note you are mo ving.

I tÕsalso possib le to mo ve several notes at the same time . To do th is, first drag a bo x around
the notes w ith the cursor:

Next, click on the m iddle of one of the notes and drag the selected notes up, do wn, left or
right.

� 4: I f one of the selected notes mo ves outside the MID I note rang e, the entire piano roll w ill glo w red.

The same th ing happens if the notes are mo ved beyond the 1^st^ or 64^th^ ste ps in the sequence .
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10.6.4.3. Copy/paste notes

After selecting a grou p of notes you can mak e another co py of those notes in another
section of the sequence . Just hold the Alt key (Option on a Mac), select one of the notes, and
drag them all into the ne w area.

The ne w notes w ill hav e the same v elocity and gate time v alues as the original notes.

10.6.4.4. Note v elocity

I f you click on the to p of a note bo x you w ill see the cursor become a vertical arro w icon.
Drag the cursor up and do wn to chang e the velocity of that note to a value betw een 1 and
127.

The color of the selected note w ill chang e to indicate the velocity value: wh ite is the low est
velocity v alue and red is the h ighest v elocity v alue .

When the velociti es of m ulti ple notes are edited at the same time they w ill all chang e to the
same v alue .
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10.6.4.5. Note length/G ate time

I f you click on the right edg e of a note bo x you w ill see the cursor become a horizontal
arro w icon. Drag the cursor left and right to chang e the gate time of that note to a value
betw een 0 and 99%.

10.6.4.6. TI E a note

I f you continue dragging the horizontal cursor to the right past 99%, a value of TI E w ill
appear. The right edg e of the note bo x w ill become an arro w:

A ne w note w ill appear in the next Step. The overlapped arro w sho ws that the tw o notes are
tied:

You can continue dragging the cursor to set the Gate time of the second note . I f you w ant
an even long er note , you can kee p dragging the cursor until the second noteÕs length value
also becomes TI E, and so on.

When the lengths of m ulti ple notes are edited at the same time they w ill all chang e to the
same v alue .
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10.7. Drum w ind ow

10.7.1. Navigation

10.7.1.1. Scroll

I f you hav e a scroll wheel you can mo ve the pattern view horizontally. Place the cursor
in the pattern fi eld (not over the pad names), then hold the Shift key on your computer
keyboard and use the scroll wheel. The pattern vi ew w ill mo ve side w ays.

You can also click/ drag the scroll bar at the bottom of the w indo w to re position the pattern
view .

10.7.1.2. Zoom

To zoom in and out of the horizontal view , place the cursor in the pattern fi eld. Then press
Command (Mac) or C ontrol (W indo ws) and use the scroll wheel to adjust the vi ew .

Scroll bar location
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10.7.2. Front-panel features

Most of these parameters hav e been co vered in the Drum Sequencer [p.38] chapter:

To edit Sw ing %, for example , click and drag the knob graph ic or doub le-click in the value
fi eld and enter a ne w v alue:

To edit a parameter such as Playback Direction, click its pull-do wn menu and mak e a
selection:

Front-panel parameters f or the DRUM tab

Editing a knob v alue

Selecting a pull-do wn menu o ption
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10.7.3. Pattern length (P olyrhythm Off)

When the Polyrhythm [p.63] parameter is disab led you can chang e the length of the entire
Drum pattern by clicking the wh ite line and dragging it to the left or to the right:

HereÕs how the pattern length loo ks when the length is set to 12:

The patterns can be up to 64 ste ps long, and the unused ste ps are dark ened because they
are outside the pattern length area.

The ste ps are numbered along the bottom of the w indo w:
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10.7.4. Track length (P olyrhythm On)

The Polyrhythm [p.63] feature w as explained in the Adv anced Features [p.59] chapter. I n th is
section w e w ill focus on ho w to utilize that feature from w ith the Pattern w indo w of the MID I
Control C enter.

To toggle the Polyrhythm feature on and off , use the pull-do wn menu in the Pattern tab
w indo w:

When the Polyrhythm feature is activ e, you can click on the wh ite line at the end of the
pattern length boundary and drag it left or right f or any Drum track inde pendently.

I n the imag e abo ve the Pad 1 track has been extended from 2 ste ps to 4, the Pad 3 track
has been extended to 3 ste ps, and the tracks f or pads 2 and 4 remain at 2 ste ps.

To return all tracks to the same pattern length value , select the Off value in the Polyrhythm
pull-do wn menu. The length of all tracks w ill jump to match the length of the long est Drum
track, and the entire pattern w ill no w be 4 counts long.
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10.7.5. Pattern e vents

10.7.5.1. Enter /delete e vents

Doub le-click on a square inside the pattern view to enter an event. To delete events, select
one event w ith a single click or drag a bo x around several events. Then press the Delete key
on your computer k eyboard.

10.7.5.2. Move events

To mo ve an existing event to a different drum, click and hold the m iddle of that event. The
cursor w ill become a hand icon. Then drag the event up or do wn to place it in the drum track
you w ant.

You can also drag the event to the left or right to place it anywhere w ith in the pattern. I f an
event already exists at the ne w location, it w ill be re placed by the e vent you are mo ving.

I tÕsalso possib le to mo ve several events at the same time . To do th is, first drag a bo x around
the e vents w ith the cursor:

Next, click on the m iddle of one of the events and drag the selected events up, do wn, left or
right.

� 4: I f one of the selected events mo ves beyond pad 1 or pad 16 the entire pattern fi eld w ill glo w red.

The same th ing happens when a note is mo ved beyond the 1^st^ or 64^th^ ste ps.
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10.7.5.3. Copy/paste e vents

After selecting a grou p of events you can mak e another co py of those events in another
section of the pattern. Just hold the Alt key (Option on a Mac), select one of the events, and
drag them all into the ne w area.

The ne w e vents w ill hav e the same v elocity and gate time v alues as the original e vents.

10.7.5.4. Event v elocity

I f you click on the to p of an event you w ill see the cursor become a vertical arro w icon. Drag
the cursor u p and do wn to chang e the v elocity of that e vent to a v alue betw een 1 and 127.

The color of the selected event w ill chang e to indicate the velocity value: wh ite is the low est
velocity v alue and red is the h ighest v elocity v alue .

When the velociti es of m ulti ple events are edited at the same time they w ill all chang e to the
same v alue .

10.7.5.5. Event length/G ate time

I f you click on the right edg e of an event you w ill see the cursor become a horizontal arro w
icon. Drag the cursor left and right to chang e the gate time of that event to a value betw een
0 and 99%.
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10.7.5.6. TI E an e vent

I f you continue dragging the horizontal cursor to the right past 99%, a value of TI E w ill
appear. The right edg e of the e vent w ill become an arro w:

A ne w event w ill appear in the next Step. The overlapped arro w sho ws that the tw o events
are ti ed:

You can continue dragging the cursor to set the Gate time of the second event. I f you w ant
an even long er event, you can kee p dragging the cursor until the second eventÕslength value
also becomes TI E, and so on.

When the lengths of m ulti ple events are edited at the same time they w ill all chang e to the
same v alue .
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10.8. Controller w ind ow

Here are some examples of what you can assign a BeatSte p Pro control to do using the
MID I C ontrol C enter:

¥ Configure Ste p buttons or pads to transm it MID I notes

¥ Set a pad to sw itch betw een tw o v alues of any MID I CC# each time it is played

¥ Assign an encoder to control any MID I CC# and define its o perational rang e

� 4: I f Scene Mode [p.82] has been enab led the assignments made to the Step buttons in the MID I

Control Center w ill not be av ailab le from the front panel of the BeatSte p Pro . They w ill be remembered,

ho w ever, so if Scene Mode is disab led the Step buttons w ill again be ab le to transm it the specifi ed MID I

commands.

W eÕlltak e you through tw o examples of those scenarios in th is chapter. For more detailed
inf ormation please refer to the MID I C ontrol C enter manual.

10.8.1. Common features

When each control is selected a tab appears at the bottom of the Controller w indo w . They
hav e many sim ilar features:

Each has pull-do wn menus w ith additional options. For example , the Mode of a pad can also
be assigned to CC:

Knob control o ptions

Step button control o ptions

Pad control o ptions
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The o ptions of each fi eld are different f or each control ty pe.

How ever, there are tw o fi elds that are alw ays av ailab le for each control: MID I Port and MID I
Channel.

10.8.1.1. MID I P ort

There is an option that allo ws you to choose whether the MID I data for each control w ill be
sent out of the physical MID I port, the USB connection to your computer , or both.

10.8.1.2. MID I Channel control

Another option is av ailab le for setting the MID I channel for the control. Be sure to check the
MID I Channel assignment to mak e sure it matches that of the receiving de vice .

The ÒUserÓsetting allo ws you to chang e the MID I channel of th is control from w ith in Control
Mode by holding the CH AN button + pressing a Ste p button.

So for each control you can choose whether they w ill be lock ed to a particular MID I channel
or w ill ÔfloatÕ with the C ontrol M ode MID I channel.

Now letÕs go through a cou ple of real-w orld ex amples of MID I control assignments.
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10.8.2. Toggle MID I CC v alues w ith a pad

One po pular m usical effect is to tak e an audio loo p, filter it heavily for one section of a song,
and sw itch it back to the full-o pen sound later. You can configure one of the BeatSte p Pro
pads to send those commands to a filter module inside your D AW .

W eÕlluse Pad 9 for th is example . Select it and then use the pull-do wn Mode menus to select
ÒCCÓ and ÒToggleÓ:

These settings w ill allo w you to send tw o different values of a particular MID I CC number
each time you press the pad.

There are a cou ple of MID I CC numbers that hav e been assigned the tas k of controlling filter
brightness (CC# 7 4) or harmonic content (CC# 7 1). WeÕll use CC# 74 f or th is ex ample .

Click on the MID I CC number fi eld and select the Brightness controller number as sho wn:

Next w eÕllset some m inim um and maxim um values that m ight w ork (adjust them to suit the
audio source):
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The first press of Pad 9 w ill send a CC# 74 command w ith a value of 127, opening the filter
completely. The second press of Pad 9 w ill send a value of 78, wh ich w ill close the filter
do wn part w ay but still let a lot of the audio pass through.

10.8.3. Set encoder rang e f or a MID I CC

The encoders are assignab le using the same techniques described for the pads. LetÕsgiv e a
quick example of an interesting use: setting the rate of an LFO so it operates only w ith in a
certain rang e.

Loo king at the pictures abo ve w e see f am iliar inf ormation:

¥ Knob 9 has been selected, so it is sho wn in red.

¥ I t is assigned to the User MID I channel; you can specify any MID I channel from
1-16 or leav e it on the U ser channel.

¥ I ts Mode is set to CC, wh ich means it w ill transm it a value for a particular MID I
Continuous C ontroller number (CC#) when it is turned.

¥ The second Mode fi eld is set to Absolute , wh ich means it w ill transm it in a linear
fash ion from fully counter-clockw ise to fully clockw ise .

¥ The CC number fi eld sho ws CC# 76, the MID I CC# that has been assigned to
control V ibrato R ate .

¥ The MID I Port setting means the data w ill be sent to both the physical MID I port
and to your computer via the USB port.

¥ The Acceleration fi eld allo ws you to set the controller response to one of four
ÒlockedÓ options or the ÒfloatingÓ value of User. See the User Knob Acceleration
[p.115]section f or details.

¥ The Min Value and Max Value fi elds are set to values that w ill cause Knob 5 to
transm it data only w ith in a certain rang e.

To summarize , the settings seen abo ve mean that Encoder 9 w ill control the Vibrato Rate
of the targ et de vice , sw ee ping it betw een the values of 10 and 32 only. The vibrato w ill not
become too f ast, nor w ill it become too slo w .

Naturally you can choose settings that are appro priate f or the MID I de vice you are using.

� 4: Some de vices may not use standard MID I controller assignments. Refer to the documentation for

your de vice to determ ine what settings to use f or each purpose .
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10.9. Device Settings

The right side of the MID I Control Center w indo w contains essential parameters you can
use to optim ize BeatSte p Pro for your setu p and your w orking style . You w ill need to scroll
do wn to see them all.

10.9.1. Global parameters

10.9.1.1. Pattern Link

The first parameter determ ines ho w the sequencers w ill respond when a ne w pattern is
selected from the front panel. There are tw o settings: A bsolute and R elativ e.

Absolute : all of the sequencers w ill chang e to the same pattern number whether you use the
< or > buttons or select a pattern directly using the Step buttons. Note that each sequencer
has its o wn set of < and > buttons, so the results may v ary.

Example: I f SEQ1 = 01, SEQ2 = 02, and DRUM = 03, there are three possib le results:

1. Press the > button f or SEQ1: All sequencers w ill chang e to pattern 02.

2. Press the > button f or SEQ2: A ll sequencers w ill chang e to pattern 03.

3. Press the > button f or DRUM: A ll sequencers w ill chang e to pattern 0 4.

Relativ e: the sequencers w ill add or subtract a number from the pattern selections when the
< or > buttons are used.

Example: I f SEQ1 = 01, SEQ2 = 02, and DRUM = 03, pressing any one of the > buttons once
w ill increment all pattern numbers by one . Result: SEQ1 = 02, SEQ2 = 03, and DRUM = 0 4.

� 4: Direct selection of a pattern by holding Sequencer 1, Sequencer 2, or Drum and then pressing a

Step button w ill giv e the same result as using the < or > buttons.
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10.9.1.2. User Knob A cceleration

There are f our response curv es f or the encoders:

¥ Slow (Off): the encoders transm it every value . I t tak es more turns of an encoder
to mo ve from m inim um to maxim um. Use th is when greater precision is desired.

¥ Medium: when turned quickly the encoders w ill ski p a fe w values. I t tak es fe w er
turns of an encoder to mo ve from m inim um to maxim um.

¥ Fast 1: when turned quickly the encoders w ill ski p a fe w more values. I t may tak e
as fe w as 1-1/2 turns of an encoder to mo ve from m inim um to maxim um.

¥ Fast 2: maxim um acceleration; when turned quickly the encoders w ill ski p even
more values. Parameter values can chang e from m inim um to maxim um in the
least number of encoder turns (usually only one), but there w ill be less precision
when the encoder is turned at a moderate speed.

� 4: Each encoder can be set to its own Acceleration value (see Set Encoder rang e for a MID I CC [p.113]).

One of the values av ailab le there is ÒUserÓ,and all encoders set to that value can hav e their Acceleration

setting chang ed at the same time by changing the U ser Knob A cceleration parameter here .

10.9.1.3. Pad P oly Aftertouch

This setting w ill allo w each pad to send an inde pendent Aftertouch value , even on the
same MID I channel as the other pads. Check the specifications the targ et de vice to confirm
whether it is capab le of responding to Poly phonic Aftertouch. I f it is, th is is a po w er fully
expressiv e w ay to control that de vice .

But it also w ill g enerate a lot of extra MID I data, so route your de vices accordingly.

10.9.1.4. Scene M ode

Scene Mode [p.82] is described in detail in the Control mode [p.79] chapter. Use the dro p-
do wn menu to enab le or disab le th is feature .

10.9.1.5. Seq1 Velocity Scaling

This parameter mak es it possib le for you to adjust the voltag e rang e for the Sequencer 1
VELO CV output. All MID I velocity values of 0-127 w ill be re presented, but the voltag e for the
velocity values w ill be different de pending on the value you select here . Rang e: 1-10, w ith 10
pro viding the maxim um v oltag e rang e (u p to 11 Volts).

10.9.1.6. Seq2 V elocity Scaling

This parameter mak es it possib le for you to adjust the voltag e rang e for the Sequencer 2
VELO CV output. All MID I velocity values of 0-127 w ill be re presented, but the voltag e for
each velocity value w ill be different de pending on the value you select here . Rang e: 1-10,
w ith 10 pro viding the maxim um v oltag e rang e (u p to 11 Volts).
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10.9.1.7. Seq1 Rand om ize Octav e

The Randomness parameter for SEQ1 can be forced to select the same chromatic note but
allo w ed to select it from a different octav e rang e. To enab le or disab le th is feature , use the
dro p-do wn menu.

10.9.1.8. Seq2 R and om ize Octav e

The Randomness parameter for SEQ2 can be forced to select the same chromatic note but
allo w ed to select it from a different octav e rang e. To enab le or disab le th is feature , use the
dro p-do wn menu.

10.9.1.9. Auto-sync

When th is parameter is enab led the BeatSte p Pro w ill sw itch automatically to follo w a start
messag e from the first external clock source it receiv es.

The clock sources are prioritized in th is order: USB, then MID I, then CLK. I f a STOP messag e
has not been receiv ed but the clock is lost, the unit w ill sw itch back to internal clock (MID I
and USB only). The response to CLK mode is different: if the clock is lost, the unit w ill sw itch
to P AUSE, and if the ST ART signal is lost, the unit w ill sw itch to ST OP.

Use the dro p-do wn menu to enab le or disab le th is feature .

10.9.1.10. Mode: R oller /Loo per

This parameter determ ines the functionality of the Touch Stri p: either Roller or Loo per. I t is
also possib le to toggle betw een the tw o settings from the front panel of the BeatSte p Pro
w ith in Control Mode [p.79] using SHIFT and Step button 9. When Step button 9 is lit, Roller
mode is selected. When it is dark, Loo per mode is selected.
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10.9.2. Touch Stri p

10.9.2.1. MID I Send/R eceiv e

Use the pull-do wn menu to specify whether the BeatSte p Pro w ill send and reeceiv e MID I
controller data. The rang e of transm itted and recognized values is detailed in Using the
Touch Stri p w ith a D AW [p.117].

10.9.2.2. MID I CC

Use the virtual knob or the value fi eld to select the MID I CC number the Touch Stri p w ill
transm it and receiv e.

10.9.2.3. Using the T ouch Stri p w ith a D AW

The activity on the touch stri p can be recorded into a DAW when the MID I Send/ Receiv e
parameter is enab led. I t w ill send values for MID I CC #9 by def ault, but you can select a
different MID I CC# as described abo ve.

The touch stri p w ill send only the f ollo w ing v alues:

Touch stri p region MID I CC v alue

1/4 25

1/8 50

1/16 75

1/32 100

release v alue 0

How ever, if you draw a controller curv e for the touch stri p in your DAW the BeatSte p Pro w ill
respond to the v alues in the f ollo w ing w ay:

MID I CC v alue receiv ed Touch stri p region selected

1-25 1/4

26-50 1/8

51-75 1/16

76-100 1/32
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10.9.3. MID I Channel parameters

10.9.3.1. User Channel

Use the pull-do wn menus to select the User MID I Channel for BeatSte p Pro . This is the
same parameter as the Control Mode MID I Channel that you can set from the front panel.
Changing the U ser Channel is a quick w ay to reassign many controls at once .

There are also se parate Send and R eceiv e MID I Channels f or each sequencer:

¥ Seq1 Send MID I Channel (R ang e: 1-16)

¥ Seq1 Rcv MID I Channel (R ang e: 1-16, User , All)

¥ Seq2 Send MID I Channel (R ang e: 1-16)

¥ Seq1 Rcv MID I Channel (R ang e: 1-16, User , All)

¥ Drum Send MID I Channel (R ang e: 1-16)

¥ Drum Rcv MID I Channel (R ang e: 1-16, User , All)

Each of the sequencers can be set to receiv e on the User channel (defined abo ve). They can
also be set to a value of All, wh ich is also kno wn as "Omni mode". This means that particular
sequencer w ill receiv e data from any one of the 16 MID I channels (or all of them).

10.9.4. Macki e Control / HU I

This parameter toggles the encoders betw een their MID I CC assignments in Control Mode
and their MCU/HU I protocol assignments.

For a detailed list of these assignments, see the list in the MCU/ HUI encoder assignments
[p.129] section of the Parameter Charts [p.125] chapter.
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10.9.5. Transposition

These parameters affect the w ay the BeatSte p Pro w ill respond to Transposition commands:

10.9.5.1. Transposition Latch

This preference allo ws you to choose whether a sequence w ill be transposed momentarily
or latched when receiving incom ing MID I notes on the Transposition I nput Channel. W ith
either setting the transposition w ill happen immediately; the difference is what w ill happen
once the k ey is released.

When Latch is Off the sequences w ill transpose back to the original key immediately after
the key is released. When Latch is On the sequences w ill stay transposed after the key is
released, and continue in that k ey until another k ey is pressed.

This parameter does not affect the transposition from the pads on the unit, only what comes
from an external source .

10.9.5.2. Seq T rans. I nput channel

I nstructs the BeatSte p P ro wh ich MID I channel w ill set the transposition amount.

10.9.5.3. Seq T rans. I nput port

Use th is to tell the BeatSte p Pro wh ich MID I port w ill receiv e the transposition request. The
options are USB , MID I, or USB & MID I (both).

10.9.5.4. Seq T rans. C enter pitch

The Center pitch decides wh ich incom ing note means ÒdonÕttransposeÓ. The def ault value is
MID I note #60, or m iddle C [C3].

So for example , an incom ing C3 w on't transpose the sequence , but an incom ing D3 w ill
transpose the sequence +2, etc.
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10.9.6. CV/G ate mode

This is where you select the electrical behavior for each sequencer. The various settings are
described in the CV/ Gate Functions [p.76] chapter: see the CV/ Gate specifications [p.77] for
SEQ1/SEQ2 and the Drum G ate specifications [p.78] for DRUM.

¥ Seq1 Pitch (R ang e: V/Oct, H z/V olt)
6 W ith V/ Oct selected: Seq1 0V MID I Note (rang e: C-2 to G8; def ault:

C-2)

6 W ith Hz/ Volt selected: Seq1 1V MID I Note (rang e: C-2 to G8; def ault:
C0)

¥ Seq2 P itch (R ang e: V/Oct, H z/V olt)
6 W ith V/ Oct selected: Seq2 0V MID I Note (rang e: C-2 to G8; def ault:

C-2)

6 W ith Hz/ Volt selected: Seq2 1V MID I Note (rang e: C-2 to G8; def ault:
C0)

¥ Seq1 Gate (R ang e: V-trig, S-trig)

¥ Seq2 G ate (R ang e: V-trig, S-trig)

¥ Drum G ate M ode (R ang e: Positiv e, Negativ e)
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10.9.7. Sync

These allo w you to specify the response to v arious synchronization and tempo o ptions.

10.9.7.1. Clock I n/O ut Settings

This is where you determ ine wh ich clocking signal w ill be transm itted and recognized by
the Clock in put and output connectors. Settings: 1step, 24 ppq (pulses per quarter note), 48
ppq, and 2 ppq (K org).

10.9.7.2. Tap T empo

Choose whether it w ill tak e 2, 3, or 4 taps to set the T empo .

10.9.7.3. Tempo

This parameter allo ws you to override the inde pendent Tempo settings of each Project.
When set to G lobal each P roject w ill play at the current T empo v alue on the front panel.

There also is a front-panel shortcut that w ill toggle betw een Global tempo and per-P roject
tempo . From Control Mode , hold SHIFT and press Step button 15. When the Step button is lit,
Global tempo is selected. When it is not lit, P roject tempo is selected.

10.9.7.4. Wait to Load P roject

W ith th is parameter you can specify whether a ne w Project w ill be loaded as soon as
you select it or not. This is useful in liv e per formance settings where you may not w ant to
interru pt the flo w of the m usic betw een P rojects.

I f SEQ1, SEQ2 and the Drum pattern are different lengths and th is preference set to On, the
BeatSte p P ro w ill w ait until the end of the Drum pattern bef ore loading the next P roject.
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10.9.7.5. Wait to Load P attern

Sim ilarly to the w ait to Load Project, you can choose if you w ant the patterns to sw itch
instantaneously or w ait until the end of the current pattern bef ore sw itch ing.

There also is a front-panel shortcut that w ill toggle the W ait to Load Pattern parameter on
and off . From Control Mode , hold SHIFT and press Step button 14. When the Step button is
lit, W ait to Load P attern is On. When it is not lit, W ait to Load P attern is disab led.

I f PRST LNK is On and th is function is activ e, BeatSte p Pro w ill w ait until the end of the DRUM
pattern.

This parameter also affects when a selected Scene w ill be loaded. I t also instructs the
BeatSte p Pro to delay its response to incom ing MID I Program chang es and Song Select
messag es.

10.9.8. Metronome

These parameters w ork tog ether to define the metronome:

¥ On/ Off: when set to On the Metronome w ill be enab led by def ault when the unit
first po w ers u p.

¥ Note: select the MID I note of the metronome sound

¥ Port: the metronome note can be sent to external MID I, your computer via USB,
or both.

¥ Channel: choose the MID I channel of the metronome sound

¥ Bar Velocity: set the velocity at wh ich the metronome note w ill play on the
do wnbeat of each bar.

¥ Beat Velocity: set the velocity at wh ich the metronome note w ill play in the
m iddle of each bar.
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10.9.9. Transport

You can define the MID I channel and CC number for each of the three main Transport
commands inde pendently. All three m ust transm it the same ty pe of MID I inf ormation,
though: MMC , MID I CC , or both.

¥ Transports (R ang e: Off , MID I, MMC , Both)

¥ Sto p Channel (R ang e: 1-16, User)

¥ Rec Channel (R ang e: 1-16, User)

¥ Play Channel (R ang e: 1-16, User)

¥ Sto p CC (R ang e: 0-127)

¥ Rec CC (R ang e: 0-127)

¥ Play CC (R ang e: 0-127)

The Sto p, Record, and Play channels can be set to the User channel. I t is selected w ith the
User Channel [p.118]parameter.

� 4: The BeatSte p Pro w ill transm it its transport commands over MID I but does not respond to

incom ing transport control messag es.
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10.9.10. Drum Map

There are f our o ptions f or the MID I note assignments of the pads in Drum mode:

¥ Chromatic: MID I notes 36-51 are spread e venly across pads 1-16

¥ General MID I: pads 1-16 conf orm to the G eneral MID I specification.

¥ Spark: Conf orms to the layout of our S park drum controllers.

¥ Custom: user-definab le drum mapping. Enter a MID I note value for each pad
w ith its knob or by doub le-clicking in the fi eld and entering a number. Each drum
can also be assigned to any one of the 16 MID I channels or the Drum Send
Channel [p.118].

10.9.11. User Scale

To create your o wn U ser Scale f or the encoders, turn each note on or off .

For example , if you w anted to set up a whole-tone scale that starts w ith C, turn off C#, D#,
F, G, A and B. That w ay the encoders w ill only select C, D, E, F#, G# and A# when they are
turned.

As w ith the other Scales, if the User Scale is selected it w ill dictate wh ich notes w ill played
back by a sequence . See the Scales [p.28] section of the Step Sequencer [p.24] chapter for
more inf ormation.
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11.PARAMETER CH ARTS

11.1.Def ault settings

The f ollo w ing tab les list the def ault settings f or C ontrol M ode:

� Loo p determ ines if the encoder w ill sto p when it reaches 0 or 127 or loo p around.

11.1.1.Encoders settings

CC mode Rang e Def ault settings / notes

CC 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Acceleration/scaling Slow , Medium, F ast, F ast2, U ser User

Min rang e 0-127 0

Max rang e 0-127 127

Data mode absolute , relativ e 1, relativ e 2, relativ e 3 Absolute

Program chang e Rang e Def ault settings / notes

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min rang e 0-127 0

Max rang e 0-127 127

Loo p ON/OFF OFF

Bank LSB Rang e Def ault settings / notes

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min rang e 0-127 0

Max rang e 0-127 127

Loo p ON/OFF OFF
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Bank MSB Rang e Def ault settings / notes

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min rang e 0-127 0

Max rang e 0-127 127

Loo p ON/OFF OFF

Aftertouch Rang e Def ault settings / notes

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min rang e 0-127 0

Max rang e 0-127 127

NRPN mode Rang e Def ault settings / notes

Bank MSB 0-127 127

Bank LSB 0-127 0

Data 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I
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11.1.2.Ste p buttons settings

CC mode Rang e Def ault settings

CC 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min rang e 0-127 0

Max rang e 0-127 127

Play mode GATE/TOGGLE Gate

MID I Note mode Rang e Def ault settings

MID I note 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Note Off V elocity 0-127 0

Note On V elocity 0-127 127

Play mode GATE/TOGGLE Gate

Program Chang e mode Rang e Def ault settings

Program N umber 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Bank LSB 0-127 0

Bank MSB 0-127 127

NRPN mode Rang e Def ault settings

Bank MSB 0-127 127

Bank LSB 0-127 0

Data 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I
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11.1.3.Pads settings

MID I CC - mode Rang e Def ault settings

CC 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min rang e 0-127 0

Max rang e 0-127 127

Play mode GATE/TOGGLE Gate

MID I Note mode Rang e Def ault settings

Note 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Min v elocity rang e 1-127 1

Max v elocity rang e 1-127 127

Play mode GATE/TOGGLE Gate

PROGRAM CH ANGE mode Rang e Def ault settings

Program number 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I

Bank LSB 0-127 0

Bank MSB 0-127 127

NRPN mode Rang e Def ault settings

Bank MSB 0-127 127

Bank LSB 0-127 0

Data 0-127 Vari es

MID I channel USER, 1-16 User

MID I ports USB, MID I, USB&MID I USB&MID I
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11.2. MCU/HU I encoder assignments

Macki e Control U niv ersal (MCU) / H uman U ser I nter face (HU I) settings:

I tem Position left/right Ty pe CW CCW Channel

Vpot 1 1 Gen. purpose 1 1 65 1

Vpot 2 2 Gen. P urpose 2 1 65 1

Vpot 3 3 Gen. P urpose 3 1 65 1

Vpot 4 4 Gen. P urpose 4 1 65 1

Vpot 5 5 Controller 20 1 65 1

Vpot 6 6 Controller 21 1 65 1

Vpot 7 7 Controller 22 1 65 1

Vpot 8 8 Controller 23 1 65 1

Continuous (le vel) Position left/right Controller Value/Max Value/M in Channel

fader one 1 Pitch Wheel 8176 -8192 1

fader tw o 2 Pitch Wheel 8176 -8192 2

fader three 3 Pitch Wheel 8176 -8192 3

fader f our 4 Pitch Wheel 8176 -8192 4

fader fiv e 5 Pitch Wheel 8176 -8192 5

fader six 6 Pitch Wheel 8176 -8192 6

fader se ven 7 Pitch Wheel 8176 -8192 7

fader eight 8 Pitch Wheel 8176 -8192 8
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12. SOFTW ARE LI CENSE AGREEMENT

I n consideration of payment of the Licensee fee , wh ich is a portion of the price you paid,
Arturia, as Licensor , grants to you (hereinafter termed ÒLicenseeÓ) a nonexclusiv e right to
use th is co py of the SOFTW ARE.

All intellectual pro perty rights in the softw are belong to Arturia SA (hereinafter: ÒArturiaÓ).
Arturia perm its you only to co py, do wnload, install and use the softw are in accordance w ith
the terms and conditions of th is A greement.

The product contains product activ ation for protection against unlawful co pying. The OEM
softw are can be used only f ollo w ing registration.

I nternet access is required for the activ ation process. The terms and conditions for use of the
softw are by you, the end-user , appear belo w . By installing the softw are on your computer
you agree to these terms and conditions. Please read the follo w ing text carefully in its
entirety. I f you do not appro ve these terms and conditions, you m ust not install th is softw are .
I n th is event giv e the product back to where you hav e purchased it (including all written
material, the complete undamag ed packing as w ell as the enclosed hard w are) immediately
but at the latest w ith in 30 days in return f or a refund of the purchase price .

1. Softw are Ownersh ip Arturia shall retain full and complete title to the SOFTW ARE recorded
on the enclosed dis ks and all subsequent co pies of the SOFTW ARE, regardless of the media
or form on or in wh ich the original dis ks or co pies may exist. The License is not a sale of the
original SOFTW ARE.

2. Grant of License Arturia grants you a non-exclusiv e license for the use of the softw are
according to the terms and conditions of th is Agreement. You may not lease , loan or sub-
license the softw are . The use of the softw are w ith in a netw ork is illegal where there is the
possibility of a contemporaneous m ulti ple use of the program.

You are entitled to pre pare a backu p co py of the softw are wh ich w ill not be used for
purposes other than storag e purposes.

You shall hav e no further right or interest to use the softw are other than the lim ited rights as
specifi ed in th is A greement. A rturia reserv es all rights not expressly granted.

3. Activ ation of the Softw are Arturia may use a compulsory activ ation of the softw are and
a compulsory registration of the OEM softw are for license control to protect the softw are
against unlawful co pying. I f you do not acce pt the terms and conditions of th is Agreement,
the softw are w ill not w ork.

I n such a case the product including the softw are may only be returned w ith in 30 days
follo w ing acquisition of the product. U pon return a claim according to ¤ 11 shall not apply.

4. Support, Upgrades and Updates after Product Registration You can only receiv e su pport,
upgrades and updates follo w ing the personal product registration. Support is pro vided only
for the current version and for the pre vious version during one year after pub lication of the
ne w version. Arturia can modify and partly or completely adjust the nature of the su pport
(hotline , f orum on the w ebsite etc.), u pgrades and u pdates at any time .

The product registration is possib le during the activ ation process or at any time later through
the I nternet. I n such a process you are as ked to agree to the storag e and use of your
personal data (name , address, contact, email-address, and license data) for the purposes
specifi ed abo ve. Arturia may also forw ard these data to engag ed th ird parti es, in particular
distributors, f or su pport purposes and f or the v erification of the u pgrade or u pdate right.

5. No Unbundling The softw are usually contains a vari ety of different files wh ich in its
configuration ensure the complete functionality of the softw are . The softw are may be used
as one product only. I t is not required that you use or install all components of the softw are .
You m ust not arrang e components of the softw are in a ne w w ay and de velo p a modifi ed
version of the softw are or a ne w product as a result. The configuration of the softw are may
not be modifi ed f or the purpose of distribution, assignment or resale .
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6. Assignment of Rights You may assign all your rights to use the softw are to another
person subject to the conditions that (a) you assign to th is other person (i) th is Agreement
and (ii) the softw are or hard w are pro vided w ith the softw are , pack ed or preinstalled
thereon, including all co pies, upgrades, updates, backu p co pies and pre vious versions,
wh ich granted a right to an update or upgrade on th is softw are , (b) you do not retain
upgrades, updates, backu p co pies und pre vious versions of th is softw are and (c) the
reci pi ent acce pts the terms and conditions of th is Agreement as w ell as other regulations
pursuant to wh ich you acquired a v alid softw are license .

A return of the product due to a failure to acce pt the terms and conditions of th is Agreement,
e.g. the product activ ation, shall not be possib le f ollo w ing the assignment of rights.

7. Upgrades and Updates You m ust hav e a valid license for the pre vious or more inferior
version of the softw are in order to be allo w ed to use an upgrade or update for the softw are .
Upon transferring th is pre vious or more inferior version of the softw are to th ird parti es the
right to use the u pgrade or u pdate of the softw are shall expire .

The acquisition of an upgrade or update does not in itself confer any right to use the
softw are .

The right of su pport for the pre vious or inferior version of the softw are expires upon the
installation of an u pgrade or u pdate .

8. Lim ited Warranty Arturia w arrants that the dis ks on wh ich the softw are is furnished is
free from defects in materials and w orkmansh ip under normal use for a period of th irty (30)
days from the date of purchase . Your recei pt shall be evidence of the date of purchase . Any
impli ed w arranti es on the softw are are lim ited to th irty (30) days from the date of purchase .
Some states do not allo w lim itations on duration of an impli ed w arranty, so the abo ve
lim itation may not apply to you. All programs and accompanying materials are pro vided Òas
isÓw ithout w arranty of any kind. The complete ris k as to the quality and per formance of the
programs is w ith you. Should the program pro ve defectiv e, you assume the entire cost of all
necessary servicing, re pair or correction.

9. Remedi es Arturia's entire liability and your exclusiv e remedy shall be at Arturia's option
either (a) return of the purchase price or (b) re placement of the dis k that does not meet the
Lim ited W arranty and wh ich is returned to Arturia w ith a co py of your recei pt. This lim ited
W arranty is void if failure of the softw are has resulted from accident, abuse , modification,
or m isapplication. Any re placement softw are w ill be w arranted for the remainder of the
original w arranty period or th irty (30) days, wh iche ver is long er.

10. No other Warranti es The abo ve w arranti es are in lieu of all other w arranti es, expressed
or impli ed, including but not lim ited to, the impli ed w arranti es of merchantability and fitness
for a particular purpose . No oral or written inf ormation or advice giv en by Arturia, its dealers,
distributors, ag ents or employees shall create a w arranty or in any w ay increase the sco pe
of th is lim ited w arranty.

11. No Liability for Consequential Damag es Neither Arturia nor anyone else in volv ed in
the creation, production, or deliv ery of th is product shall be liab le for any direct, indirect,
consequential, or incidental damag es arising out of the use of , or inability to use th is product
(including w ithout lim itation, damag es for loss of business profits, business interru ption, loss
of business inf ormation and the lik e) even if Arturia w as pre viously advised of the possibility
of such damag es. Some states do not allo w lim itations on the length of an impli ed w arranty
or the exclusion or lim itation of incidental or consequential damag es, so the abo ve lim itation
or exclusions may not apply to you. This w arranty giv es you specific legal rights, and you
may also hav e other rights wh ich v ary from state to state .
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13. DECLARATI ON OF CONFO RMITY

USA

I mportant notice: DO NO T MOD IFY THE UNIT!

This product, when installed as indicate in the instructions contained in th is manual, meets
FCC requirement. Modifications not expressly appro ved by Arturia may av oid your authority,
granted by the FCC , to use the product.

IMPO RTANT: When connecting th is product to accessori es and/ or another product, use only
high quality sh ielded cab les. Cab le (s) su ppli ed w ith th is product MUST be used. Follo w all
installation instructions. Failure to follo w instructions could void your FFC authorization to
use th is product in the US A.

NOTE: This product has been tested and found to comply w ith the lim it for a Class B
Digital de vice , pursuant to Part 15 of the FCC rules. These lim its are designed to pro vide
a reasonab le protection against harmful inter ference in a residential en vironment. This
equi pment generate , use and radiate radio frequency energy and, if not installed and used
according to the instructions found in the users manual, may cause inter ferences harmful
to the operation to other electronic de vices. Compliance w ith FCC regulations does not
guarantee that inter ferences w ill not occur in all the installations. I f th is product is found to
be the source of inter ferences, w itch can be determ ined by turning the unit ÒOFFÓand ÒONÓ,
please try to elim inate the prob lem by using one of the f ollo w ing measures:

¥ Relocate either th is product or the de vice that is affected by the inter ference .

¥ Use po w er outlets that are on different branch (circuit break er or fuse) circuits or
install A C line filter(s).

¥ I n the case of radio or TV inter ferences, relocate/ reori ent the antenna. I f the
antenna lead-in is 300 ohm ribbon lead, chang e the lead-in to coaxial cab le.

¥ I f these correctiv e measures do not bring any satisfi ed results, please the local
retailer authorized to distribute th is ty pe of product. I f you cannot locate the
appro priate retailer , please contact A rturia.

The abo ve statements apply ONL Y to those products distributed in the US A.

CANAD A

NOTI CE: This class B digital apparatus meets all the requirements of the Canadian
I nter ference-C ausing Equi pment R egulation.

AVIS : Cet appareil numŽrique de la classe B respecte toutes les exig ences du R•glement sur
le matŽri el brouilleur du C anada.

EUROPE

This product compli es w ith the requirements of Euro pean Directiv e 89/336/EEC

This product may not w ork correctly by the influence of electro-static discharg e; if it
happens, simply restart the product.
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