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MOTOR —{{MJ}- SYNTH

Back panel

1MIDI OUT & IN
5-pin DIN MIDI output and input

2USB
USB type B for data transfer and MIDI output

3 DCinput
Use the included power adapter connected to a power outlet

4 Power button
Turn the unit on and off

5V1&V2SEND RET
Pre-filter send and return for MOTOR VOICE 1 and MOTOR VOICE 2 separately.
3.5mm /1/8 inch unbalanced TRS (TIP - SEND, RING - RETURN)

6 PHONES
3.5mm /1/8 inch unbalanced TRS

7 OUT

Main audio output
6.35mm /1/4 inch unbalanced TS

Audio input
6.35mm /1/4 inch unbalanced TS

3.5mm/1/8 inch CV and trigger inputs
10 FAN VENT

Variable speed fan for cooling. Do not cover the vent.

SD card slot
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! Interface Changes in Firmware version 1.22

The firmware version 1.2 introduces extended MOTOR Synth MKI functionality taken from the development
of MOTOR Synth MKII. To implement this a few parts of the front panel now perform different functions
described below.

SCREEN section

Many screens have additional parameters that don't have dedicated controls on the front panel. These are
controlled with PRESETS and PLAY MODE encoders. These encoders perform their original functions when
the MAIN PLAY SCREEN is active. In other screens they control additional parameters and will be referred to
as LEFT SCREEN ENCODER (PRESETS) and RIGHT SCREEN ENCODER (PLAY MODE). The functions of these
encoders are indicated in the active screen.

The POLY MODE button performs its original function when the MAIN PLAY SCREEN is active. In other
screens it acts as EXIT back to the MAIN PLAY SCREEN and will be referred to as EXIT (POLY MODE).

There is detailed information about LEFT SCREEN ENCODER (PRESETS), RIGHT SCREEN ENCODER (PLAY
MODE) and EXIT (POLY MODE) functions in all sections.

MODULATION section

The SYNC TEMPO button’s original function is replaced with additional parameters in the MOD SCREENS
and thus now performs MOD SETUP function and will be referred to as MOD SETUP (SYNC TEMPO)

The ALT + RATE / SUBDIV combination does not control MODULATION subdivision, instead it is controlled by
the RATE encoder without holding ALT.

There is detailed information about MOD SETUP (SYNC TEMPO) and RATE functions in the
section.

TRANSPORT section

A new CLUTCH feature is implemented and controlled with the TAP button. The TAP button performs its
original function while ALT is being held pressed. This allows to avoid accidental taps and to implement the
CLUTCH function in which case it will be referred to as CLUTCH (TAP).

There is detailed information about TAP and CLUTCH (TAP) functions in the and
sections.

! PRESET FORMAT CHANGE FOR FIRMWARE V.1.22

The firmware version 1.2 was implemented with many major updates to the instrument. As a result all
PRESETS created with older firmware versions need to be converted to work properly with the latest
firmware. Detailed information is available in the section.

GAMECHANGER | AUDIO 9



MOTOR—E(@]—SYNTH MOTOR SYNTH MKI USER MANUAL

MOTOR CONTROLS

Description

The MOTOR CONTROLS are comparable to the typical oscillator controls in other synthesizers. These are
often the foundational parameters for building a patch.

The eight-motor oscillator block is divided into 2 groups / voices - MOTOR VOICE 1 (V1) and MOTOR VOICE 2
(V2). Each MOTOR VOICE consists of 4 motors that can operate in polyphonic, duophonic or monophonic
modes. Each voice's 4 motors are controlled with a separate set of controls and parameters.

The first three waveforms, Optical Sine “OPT SINE", Optical Triangle “OPT SAW" and Optical Square “OPT SQ",
are produced by an infrared optocoupler (emitter and sensor) that reads three distinct graphical patterns
imprinted on reflective optical discs connected to motor shafts. These graphical patterns are located on the
discs’ bottom side and represent sine, saw, and square waveforms in graphical form.

Note: There are inherent imperfections in this system of producing optical waveforms, resulting in a
less than precise readout of the graphical sine, saw and square patterns. The audio output produced by
the optical discs does not fully match the sound of these waveforms in typical synthesizers. However, we
view these imperfections as desirable sound characteristics because they provide a unique source of
audio for further synthesis.

The fourth waveshape, labeled “M" for Motor, is an electromagnetic inductive signal collected by eight
magnetic pickups. Each pickup is placed next to the electromotor’s rotating coils. This signal generation
system is similar to those found in other instruments with inductive pickups, such as the tonewheel organ
(which uses electromagnetic induction) and, more distantly, the electric guitar (which uses magnetic
induction).

GAMECHANGER | AUDIO 10
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List of parameters

The motors are controlled with one rotary knob VOLUME and two rotary switches WAVE and SCALE for each
motor voice.
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This list contains an overview of all parameters in this section. For further information refer to the

Volume [VOL] VOLUME knob The volume level of all From O to 100
motors of the given voice.

Waveform [WAVE] WAVE rotary Waveshape output select Optical Sine “OPT SINE";
switch Optical Saw “OPT SAW”;
Optical Square ““OPT SQ”;
Motor electromagnetic
inductive “M”

[SCALE] SCALE rotary Scale (octave) select 32'/16'/8' /4 /2"
switch
[TUNE] MASTER TUNE The tuning of both VOICES From -200c (two
knob semitones down) through
0 to +200c (two semitones
up)
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[V2 DETUNE] TUNE VOICE 2 The detune of VOICE 2 From -1200c (one octave
knob down) through O to +1200c
(one octave up)

[TONE] TONE knob Pre-FILTER EQ tilt From O (low boost / high
cut) to 100 (low cut / high
boost)

Instructions

Setting the VOLUME

Turn the VOLUME knob to adjust the output level of each voice - from zero (CCW) to the maximum level
(CW).

This is the volume of each motor during the highest point of the . Unlike the MASTER
VOLUME parameter, VOICE VOLUME is saved in user and is an integral part of the patch. Whereas,
the MASTER VOLUME is intended to be used as a utility control for setup with other gear.

Choosing the waveform - WAVE knob

Turn the WAVE rotary switch to select one of the four Waveforms [WAVE] available for each of the MOTOR
Synth's motor voices: Optical Sine “OPT SINE", Optical Saw “OPT SAW", Optical Square “OPT SQ" and Motor
electromagnetic inductive “M".

r
]

1 22 Tip 1: The main PLAY SCREEN provides an oscilloscope for the final output waveform. To monitor the
: waveform of a single motor play one note, set the MASTER VOLUME to max, turn the VOLUME of other
]
1

voices to O and bypass the

[0
[FACTORY IHIT

Optical Saw “OPT SAW" waveform in oscilloscope

e e s s s s s s s s s s s s s s S S E S S S S S S S S S S S S S S SRS S S SRS S SRS SRR EE e E ==

# Tip 2: As the MOTOR VOICES do not offer waveshaping before the FILTER due to the nature of the
instrument it can be a good idea to set both MOTOR VOICES to the same SCALE and explore mixing
different WAVESHAPES and AMP & PITCH ENVELOPES.
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Setting the SCALE

The SCALE switch lets you set the octave range in which the motors will play all notes. Notes can be entered
with the MOTOR Synth's performance , , , various controllers, or
triggered via the MOTOR Synth's assignable

Using TUNE knobs

The motor rotation speed is digitally precisely controlled so a conventional oscillator tune knob is
unnecessary. The MASTER TUNE and TUNE VOICE 2 knobs are added to be used as an effect. The MASTER
TUNE knob can detune both VOICES by +/- 200c (two semitones) and the TUNE VOICE 2 knob can detune
VOICE 2 by +/-1200c¢ (one octave)

Setting the TONE
The TONE knob controls a pre- EQ tilt and determines the overall character of the VOICE.

When set to O (counter clockwise) it applies low boost / high cut to the whole VOICE. In the center position
the EQ is flat and when set to 100 (clockwise) it applies low cut / high boost.

This control is especially useful for adjusting the tone of the VOICE when it bypasses the FILTER

GAMECHANGER | AUDIO 13
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AMP ENVELOPE

Description

The MOTOR Synth features 3 groups of envelopes:
1. AMP ENVELOPES
2. FILTER ENVELOPES
3. MOD ENVELOPES

All of these envelopes are very similar in functionality and share the same settings. The only difference is that
each group is modulating a different parameter and each group is accessed differently from the front panel.
Therefore, this guide will focus on providing a detailed description of the AMP Envelope, while the FILTER
ENVELOPE and MOD ENVELOPE sections will refer back to this section of the manual.
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Each motor has its own independent analog AMP ENVELOPE. It is a fundamental tone-shaping tool, as it
determines each note’s dynamic behavior over time. The AMP ENVELOPES are controlled in voice groups - all
four AMP ENVELOPES of one MOTOR VOICE share the same settings, but are triggered independently. The
AMP ENVELOPES are fully configurable with several envelope types, per-stage and master curve parameter,
reset and velocity parameter.

Note: Due to the semi-polyphonic architecture of the MOTOR Synth, the amplifiers are positioned
before the mixer and in the signal chain. Additionally there is another amplifier after the FILTER
to enable dynamic performances when it is self resonating. This additional amplifier is controlled by the
root mean square of all 8 AMP ENVELOPES. In other words, even if the FILTER is self resonating it will not
be heard while none of the AMP ENVELOPES of the given voice are triggered.
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List of parameters

The AMP ENVELOPE is controlled with one AMP ENV / CURVE encoder for each MOTOR VOICE and
additional parameters in the AMP ENVELOPE SCREEN are controlled with the LEFT SCREEN ENCODER
(PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE). Push the AMP ENV encoder to access the AMP
ENVELOPE SCREEN and to toggle between different envelope stages.

1 5 A
0.20 048 1.04

VIAMP ENV SCREEN

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section.

Attack [A AMP ENV encoder; | The attack stage length in From 0.000 to 20.000
Push to jump to seconds
the parameter;
Turn to change the

parameter.
Decay [D] AMP ENV encoder; | The decay stage length in From 0.00 to 20.00
Push to jump to seconds

the parameter;
Turn to change the
parameter.

Sustain [S] AMP ENV encoder; | The sustain stage level From 0.00 to 1.00
Push to jump to
the parameter;
Turn to change the

parameter.
Release [R] AMP ENV encoder; | The release stage length in From 0.00 to 20.00
Push to jump to seconds

the parameter;
Turn to change the
parameter.
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Delay [D]

Hold [H]

Stage curve [C]

Breakpoint [B]

Tlme [T]

Master curve [M
CRV]

Envelope type
[TYPE]

Reset [RST]

AMP ENV encoder;
Push to jump to
the parameter;
Turn to change the
parameter.

AMP ENV encoder;
Push to jump to
the parameter;
Turn to change the
parameter.

ALT + AMP ENV
encoder

ALT + AMP ENV
encoder

Push ALT + AMP
ENV encoder

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

GAMECHANGER | AUDIO

The delay stage time in
seconds (available only when
the DADSR envelope type is
selected)

The hold stage time in seconds
(available only when the
ADSHR envelope type is
selected)

The curve of the selected
envelope stage

The break level - a hidden
parameter in the ADSR, DADSR
and ADSHR envelope types

The time stage length in
seconds - a hidden parameter
in the ADSR, DADSR and
ADSHR envelope types

The master curve. Functions as
an offset to the individual Stage
curve [C] parameter

The envelope type selection

The reset setting that
determines how the AMP
ENVELOPE retrigger acts,
when the envelope polyphony
slots are filled up

From 0.000 to 5.000

From 0.00 to 5.00

From 1.00 (exponential)
through 0.00 (linear)
to 1.00 (inverse exponential)

From -1.00 to 1.00

From 0.00 to - 20.00

From 1.00 (exponential)
through 0.00 (linear)
to 1.00 (inverse exponential)

“ADSR"
“ADH

HAR"
“DADSR"
“ADSHR"
“AD LOOP"
“ADS”

“OFF" - when the envelope
is retriggered, the attack
stage starts at current
envelope level;

“CGATE"” - when the
envelope is retriggered it
also reset and the attack
stage starts from the zero
level.

16
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Velocity [VEL] RIGHT SCREEN The velocity parameter From -1 (inverted
ENCODER (PLAY determines the envelope’s sensitivity)
MODE) amplitude response to midi Through - O (no sensitivity)
input note velocity To 1 (full sensitivity)

Instructions

Navigating between voices in the AMP ENV SCREEN

The primary way for accessing the AMP ENV SCREEN is to press the AMP ENV encoder of the MOTOR VOICE.
This opens the AMP ENV SCREEN for that voice. Press the AMP ENV Encoder in the VOICE 2 section to access
the V2 AMP ENV SCREEN.

1 A
0.20 0.8 1.04

VIAMP ENV SCREEN

An alternative way of jumping between V1 and V2 AMP ENVELOPES in the AMP ENVELOPE SCREEN is to use
the </ > arrow buttons in the bottom left corner of the MOTOR Synth. This navigation option is suggested by
the small arrow symbols [< >] at the top of the AMP ENV SCREEN.

/

MASTER TEMPO
CTRL

>
PLAY / STOP .

. DEL .

REC
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Setting the basic envelope stage parameters

Press the AMP ENV encoder to access the AMP ENV SCREEN with the AMP ENVELOPE settings. This screen
contains the visual representation of the envelope shape.

(Wpg 2.03 0D4B 0.33

Attack [A] stage selected

Push the AMP ENV encoder to circularly toggle between the multiple envelope stage parameters and
highlight them. For example - pressing the AMP ENV encoder a second time, the Decay [D] parameter will
be highlighted. Turning the AMP ENV encoder will now adjust the value of the Decay [D] parameter.

Y1 ArP EHN -
TYPE
ADSR
RST
OFF

h VEL

1.0

o B %
0.000 0.48 0.33

Decay [D] stage selected

The time based envelope stage parameters Attack [A], Decay [D] and Release [R] are expressed in seconds
and range from 0.000 to 20.000 seconds. The Sustain [S] parameter is expressed as a numerical value
between 0.00 and 1.00 that represents either a fully closed amp during the sustain stage and a fully open
amp respectively.

Note: Since all envelope stages are controlled with one encoder, the MOTOR Synth will remember the
last highlighted envelope stage when exiting the AMP ENVELOPE SCREEN. When returning back to it
from a different screen by pressing the AMP ENV encoder, the highlighted stage will be the same as
before exiting the screen. This is especially useful when adjusting a specific envelope stage is a key part
of a performance.

Setting the Curve [C] and Master curve [M CRV]

The time based envelope stages Attack [A], Decay [D] and Release [R] have a Curve [C] parameter which is
expressed in numerical values from -1 (exponential), through O (linear) to 1 (inverse exponential).

GAMECHANGER | AUDIO 18
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To change the curve of one of the stages, push the AMP ENV encoder until the intended stage is highlighted.
Turn the ALT + AMP ENV encoder to set the Curve [C] parameter for that stage. You will notice the stage
parameters [A, D, R] will be momentarily replaced by the Curve [C] parameter in the AMP ENV SCREEN.

1 R
g.03 048 0.33

Attack [A] stage Curve [C] parameter in the negative range

Additionally, the Master Curve [M CRV] parameter can be used to control the curves of all 3 stages at once. If
any of the stages has the Curve [C] set to anything other than O (linear) the Master Curve [M CRV] parameter
functions as an offset to the existing Curve [C] values.

To set the Master Curve [M CRV] parameter turn the LEFT SCREEN ENCODER (PRESETS)

1 50
3.061 1.55 Wik[:W 2.00

Master Curve [M CRV] parameter in the positive range

Changing the envelope Type [TYPE]

The AMP ENVELOPE SCREEN offers several types of envelopes. The optimal choice of envelope type depends
on the patch and performance tasks at hand. For example, the “ADSR” envelope type might be better suited
for a performance using a keyboard where each note's gate length is determined by the performer. In
contrast, the “AD” and “AR"” envelope types might work better in fast _performances where the
gate length is usually fixed and short.

To change the envelope Type [TYPE] turn the RIGHT SCREEN ENCODER (PLAY MODE) and select one of the
following.

[TYPE] Stages Remark

“ADSR" Attack [A], Decay [D], Sustain [S], Release [R] Hidden parameters:
Breakpoint [B];
Time [T].

See the next section for further
instructions

“AD" Attack [A], Decay [D] The gate length will has no effect
on the envelope length

GAMECHANGER | AUDIO 19
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“AR" Attack [A], Release [R] The sustain level is fixed at the
maximum
“DADSR" Delay [D], Attack [A], Decay [D], Sustain [S], Release Hidden parameters:
[R] Breakpoint [B];
Time [T]
“ADSHR" Attack [A], Decay [D], Sustain [S], Hold [H], Release Hidden parameters:
[R] Breakpoint [B];
Time [T]
“AD LOOP” Attack [A], Decay [D] Loops the envelope while the note
gate is high
“ADS” Attack [A], Decay [D], Sustain [S] Holds sustain stage indefinitely or

until the envelope is retriggered

Setting advanced hidden parameters of the ADSR envelope - Breakpoint [B] and Time [T]

n ou

The “ADSR”, “DADSR"” and “ADSHR" envelope types have two hidden envelope parameters for a more
nuanced sound designed compared to a typical ADSR type envelope.

The Breakpoint [B] is a level relative to the Sustain [S] level at which the Decay [D] stage stops. Time [T] is the
time during the Sustain [S] stage in which the envelope falls or rises from the Breakpoint [B] level to the
Sustain [S] level. If the Breakpoint [B] is lower than Sustain [S] then Time [T] acts as a secondary attack after
the Decay [D] stage. However, if the Breakpoint [B] parameter is set higher than the Sustain parameter [S]
then Time [T] acts as a secondary decay after the initial Decay [D] stage.

Push the AMP ENV encoder until the Sustain [S] stage is highlighted. Turn the ALT + AMP ENV encoder to
set the Breakpoint [B] level. While holding ALT the Sustain [S] parameter is momentarily replaced by the
Breakpoint [B] parameter in the AMP ENV SCREEN. Negative Breakpoint [B] values will create a second
attack, but positive values will create a second decay.

.
1 SO
0.32b 0.20 WAl"W 2.00

Negative Breakpoint [B]

Push the ALT + AMP ENV / CURVE encoder once again to toggle to the Time [T] parameter and turn the
ALT + AMP ENV / CURVE encoder to set the value. The Time [T] parameter determines the time in which the
AMP ENVELOPE will go from the Breakpoint [B] level to Sustain [S] level.
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-
D 1=} F
032k 0.20 i'Aei-W 2.00
Time [T] ads slope between Breakpoint [B] and Sustain [S]

Setting the ENVELOPE Reset [RST]

The Reset [RST] setting determines how the envelope retrigger behaves. The default Reset [RST] setting is
“OFF" in which case the Attack [A] stage of each newly triggered note will begin from its current envelope
level when retriggered. In the “CATE" setting each new note gate on event will reset the envelope and the
Attack [A] will begin from O when retriggered. To change the Reset [RST] setting press the RIGHT SCREEN
ENCODER (PLAY MODE) until the setting is highlighted and turn the RIGHT SCREEN ENCODER (PLAY
MODE) to change the setting.

'L} 0.20 0.0 1.0

Reset [RST] set to “GATE"

Setting the ENVELOPE Velocity [VEL]

The Velocity [VEL] parameter determines the envelope's amplitude response to midi input note velocity. The
Velocity [VEL] is expressed in numerical values from 1 (full velocity response), through O (no velocity response)
to -1 (inverted velocity response). To set the Velocity [VEL] setting press the RIGHT SCREEN ENCODER (PLAY
MODE) until the setting is highlighted and turn the RIGHT SCREEN ENCODER (PLAY MODE) to change it.

]
(LDl 0.20 0.0 1.01

Velocity [VEL] set to 0.7

Note: While the MOTOR Stynth's built in keypad is not velocity sensitive, the Velocity [VEL] control is
an essential parameter when playing with velocity sensitive and other external
controllers. Furthermore the MOTOR Synth's and do have a Velocity [VEL]
parameter per step which will interact with the ENVELOPE depending on the ENVELOPE's Velocity [VEL]

setting.
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ACCELERATION / BRAKE (PITCH ENVELOPE)

Description

One of the most exciting sound characteristics of the MOTOR Synth is hearing the motors change their
speed of rotation (RPM). Due to physical inertia the motors have an inherent rev up and down rate. In other
words, the motors can not change their speed of rotation (and consequently the musical pitch)
instantaneously. This is a physical limitation, albeit musically pleasing. As the inherent pitch slew in most
cases is very short the MOTOR Synth offers to extend the effect with detailed control over the pitch envelope
of each voice called ACCELERATION / BRAKE.

ACCELERATION is a rising or falling pitch when a new note gate is triggered. In terms of a pitch envelope
ACCELERATION is the attack stage that can be either positive or negative.

BRAKE is a rising or falling pitch when a note gate is released. In terms of pitch envelope BRAKE is a release
stage that can be both positive and negative.

Note: The ACCELERATION and BRAKE parameters are triggered by the note gate, therefore the effect
may be masked by conflicting AMP ENVELOPE settings. For example, if the AMP ENVELOPE has an
extremely long attack time and instant release time, the ACCELERATION and BRAKE pitch changes will
not be heard, as they will take place during the silent stages of the AMP ENVELOPE.

The ACCELERATION / BRAKE section also offers a different mode in which it functions as a classic
portamento instead of a pitch envelope. In the portamento type functionality the ACCELERATION is the rate
in which pitch rises from a lower to a higher note. The BRAKE is the rate in which pitch falls from a higher
note to a lower note.
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List of parameters

MOTOR SYNTH MKI USER MANUAL

ACCELERATION / BRAKE is controlled with center indented rotary knob ACCEL / BRAKE for each MOTOR
VOICE and there are also additional parameters in the ACCEL SCREEN controlled with the LEFT SCREEN
ENCODER (PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE).

+ Mg ACCEL

MODE
TARGET

ACCEL

He

BRAKE
41

V2 ACCEL SCREEN

This list contains an overview of all parameters in this section. For further information refer to the Instructions

sub-section.

Acceleration ACCEL / BRAKE

[ACCEL] knob to the left

[BRAKE] ALT + ACCEL /
BRAKE knob to the
right

[FROM] LEFT SCREEN
ENCODER
(PRESETS)

[TO] LEFT SCREEN
ENCODER
(PRESETS)

[CURVE] LEFT SCREEN
ENCODER
(PRESETS)

[MODE] RIGHT SCREEN

ENCODER (PLAY
MODE)

GAMECHANGER | AUDIO

Sets the rate of ACCELERATION

Sets the rate of BRAKE

Sets the ACCELERATION
starting interval in semitones
relative to the target pitch

Sets the BRAKE ending interval
in semitones relative to the
target pitch

Sets the curve of

ACCELERATION and BRAKE

Toggles between two modes of
ACCELERATION and BRAKE

“OFF" /from 1to 100

“OFF” / from 1to 100

From -12 to +12
semitones;

Center indent position
corresponds to O
semitones

From -12 to +12
semitones;

Center indent position
corresponds to O
semitones

From -2 (exponential)
through O (linear) to +2
(logarithmic)

“TARGET" (functions as
pitch envelope)
“GLIDE" (functions as
portamento)
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The graph on the left of the ACCEL SCREEN illustrates the X axis for [ACCEL] and [BRAKE] duration and the Y
axis for [FROM] and [TQO] intervals.

The graph on the right indicates the real-time ACCELERATION / BRAKE status for each motor of the given
voice.

Instructions

Navigating between voices in the ACCEL SCREEN

The primary way for accessing the ACCEL SCREEN is to turn the ACCEL / BRAKE knob of the MOTOR VOICE.
This opens the ACCEL SCREEN for that VOICE.

An alternative way for navigating between both VOICES in the ACCEL SCREEN is to use the </ > arrow

buttons in the bottom left corner of the MOTOR Synth. This navigation option is suggested by the small
arrow symbols [< >] at the top of the ACCEL SCREEN.

/

MASTER TEMPO

/

CTRL

>
PLAY / STOP .

i
DEL :

REC

Setting the ACCELERATION

The [FROM] parameter determines the initial interval that each new note of that particular voice will travel
from.

Push the LEFT SCREEN ENCODER (PRESETS) until [FROM] is selected and turn the encoder to set the value.
Negative values produce ascending ACCELERATION intervals, but positive values - descending
ACCELERATION intervals. The [FROM] parameter indicates the relative starting interval in semitones. For
example, -12 semitones will give one octave rising pitch with each triggered note until the target pitch is
reached.

U1 ACCEL >

CURVE MIODE
. TARGET

ACCEL

bh

BRAKE
OFF

[FROM] set to -12 or one octave below target pitch
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Turn the ACCEL / BRAKE knob to the left to set the rate at which each new note will reach the target pitch
from the [FROM] interval. Set the ACCEL / BRAKE knob in the center indented position in order to turn the

[ACCEL] effect “OFF".
U1 ACCEL *

CURVE MIODE
. TARGET

ACCEL
100

BRAKE
OFF

CURVE MIODE
. TARGET

ACCEL
OFF

BRAKE
OFF

Acceleration [ACCEL] OFF

Note: If the [ACCEL] rate is set longer than the performed note gate, the target pitch will not be
reached in the given time. This will result in out-of-tune target pitch - similar to how a note will not reach
full volume if the attack is longer than the gate. This needs to be taken into
consideration when performing with the or where in many cases the gate
will be set shorter than the available [ACCEL] rates. This can be monitored in the right-hand side graph in
the ACCEL SCREEN, indicating the motor target . In most cases this effect would be avoided, however it
can be used to achieve a unique detune effect.

Setting the BRAKE

Push the LEFT SCREEN ENCODER (PRESETS) until [TO] is selected and turn the encoder to set the value.
Positive values produce ascending BRAKE intervals, but negative values - descending BRAKE intervals. The
[TO] parameter indicates the relative starting interval in semitones. For example, +5 semitones will produce a
perfect fourth rise from the target pitch with each released gate.

Turn the ALT + ACCEL / BRAKE knob to the right to set the rate with which each released note will fall or
rise to the [ TO] interval. Set the ALT + ACCEL / BRAKE knob in the center indented position in order to turn

the [BRAKE] effect “OFF".
U1 ACCEL >
FMODE
THAEGET

ACCEL

OFF

BRAKE
bO

[TO] set to +5 semitones and [BRAKE] rate set to 60
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Setting the ACCELERATION / BRAKE CURVE

Push the LEFT SCREEN ENCODER (PRESETS) until [CURVE] is selected and turn the encoder to adjust the
[CURVE] for both ACCELERATION and BRAKE parameters. Negative values will produce an exponential curve,
positive values will produce an inverse exponential curve.

U1 ACCEL >

MODE
TARGET

FROM : : ACCEL

=12
TO
10

[CURVE] set to a negative value producing exponential curve

GLIDE MODE

The default ACCELERATION / BRAKE [MODE] is “TARGET" which is described previously in this section. An
alternative [MODE] is “GLIDE", which functions as a classic portamento between pitch changes. In this mode
[FROM] and [TO] parameters do not alter the effect, as these are determined by the intervals between notes
performed.

Turn the RIGHT SCREEN ENCODER (PLAY MODE) to toggle between “TARGET"” and “GLIDE" modes.
U1 ACCEL >

i
TARGET

. 41
10 BRAKE

q0

TARGET mode

The MOTOR Synth offers detailed control over the portamento effect. The [ACCEL] parameter sets the
portamento rate for when the pitch is rising and the [BRAKE] parameter for when the pitch is falling.

Turn the ACCEL / BRAKE knob left to set the rate at which a motor will rev up to a higher RPM when a new
note is triggered.

Turn the ALT + ACCEL / BRAKE knob right to set the rate at which a motor will rev down to a lower RPM
when a new note is triggered.

Note: The ACCEL / BRAKE functionality is polyphonic - each motor has it own separate
ACCELERATION and BRAKE. If the performance consists of sparse monophonic parts the glide will not
be always heard as each new note will likely be assigned to a new motor. If glide is required for
monophonic performances, set the voice’s to “DUQO" or “UNI" depending on the
performance.
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AMP ENVELOPE AND ACCELERATION LINK
FUNCTIONALITY

Description
Each of the MOTOR Synth’'s VOICES have independent control over and

which allows you to use each VOICE as a distinct separate part. However, to use both VOICES more
like layers, adjusting these parameters individually can be inconvenient.

The LINK functionality solves this problem by allowing adjustments of AMP ENVELOPE and ACCELERATION /
BRAKE parameters of both VOICES together with one set of controls. For example, instead of setting the
AMP ENVELOPE for V1 and then for V2, LINK allows users to choose which of the voices acts as master with
the other following the master controls.

List of parameters

The LINK functionality is accessible by pushing the ENV SYNC button for AMP ENVELOPES and ACCEL SYNC
button for ACCELERATION / BRAKE. The related parameters are controlled with the LEFT SCREEN ENCODER
(PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE).

(:

b \ CROSS MOD
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MASTER TUME TUNE YOICE 2

P

VOLUME
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w
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FILTER ENV
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. PITCH {3, TREM  FRE

LATCH

MOD ENY

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section.
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Link Master [LINK LEFT SCREEN The master VOICE selection for “V1" MOTOR VOICE 1
MST] ENCODER LINK functionality. The master “V2" MOTOR VOICE 2
(PRESETS) voice controls will affect the
other VOICE
Unlink Type RIGHT SCREEN Behavior when the LINK is “NO CHANGE" - Both
[UNLINK] ENCODER (PLAY disabled (Unlinked). VOICES remain with the
MODE) current parameter

values, but are now
individually controllable;

“TO SET VALS" - The
slave VOICE returns to
the original values and
is now individually
controllable.

Both LINK buttons open a separate LINK screen: ENV LINK/UNLINK SCREEN and ACCEL LINK/UNLINK
SCREEN. The graph on the left side displays the state of the master VOICE and the graph on the right side
shows the master/slave relationships.

EHY LIMK/UMLIMK

ACCEL LII‘-II-HIJI‘-ILII‘-IH

HLIHE MST
ua

|.|E
I‘15T

AMP ENVELOPE and ACCELERATION / BRAKE LINK

Instructions

All instructions and screenshots below use the AMP ENVELOPE section as an example. They also apply to
ACCELERATION / BRAKE.
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LINK

Push the ENV SYNC button to enter the ENV LINK/UNLINK SCREEN.
Turn the LEFT SCREEN ENCODER (PRESETS) to choose the Master Voice [LINK MST] “V1" or “V2".

EMY LIME/UMHLIME

HLIME MST mMi
Uz

ENV LINK/UNLINK SCREEN, V2 selected as Master Voice [LINK MST]

Push the LEFT SCREEN ENCODER (PRESETS) to confirm the LINK. This step will link both envelopes to the
chosen master voice and open the AMP ENV SCREEN of the master voice. The Master “MST" voice controls
will also control the Slave “SLV” parameters. The master voice is indicated by the Master “MST" label in the
AMP ENV SCREEN, whereas the slave voice is indicated by the Slave “SLV" labels.

ILIHK] [5T] TYPE
I g

OFF
YEL

ADSK
I"-—- RST
1.0
: “
'N''FR 0.20 0.0 2.00

V2 as Master “MST” voice and V1 as Slave “SLV" voice

The Slave “SLV" voice’s original parameter values (before LINKING) are stored in the instrument's memory
and are indicated by the dotted lines. Those parameters that do not match with the Master's “MST" are
flashing. This allows to either the envelopes and return to the previously set parameters or to switch
the Master “"MST” voice assignment.

To change the Master “MST" voice repeat the LINK process: Push the ENV SYNC button to enter the ENV

LINK/UNLINK SCREEN. Turn the LEFT SCREEN ENCODER (PRESETS) to choose the master voice “V1" or “V2".

Push the LEFT SCREEN ENCODER (PRESETS) to confirm the LINK.

#% Tip: The AMP ENVELOPE of each voice can be used as a sort of an envelope shape preset, and the
Master “MST" voice selection can be used to choose one of the 2 presets. For example, LINK both
envelopes to the V1 as Master Voice “MST". While linked, navigate to the V2 AMP ENV SCREEN. Change
the V2 AMP ENVELOPE parameters. The parameter changes will not affect the sound, because it is in
Slave “SLV” state, however, the dotted line envelope shape and flashing parameter readouts will match
with the new settings. Now LINK both envelopes with V2 as Master “MST". Now all envelopes will take
over the V2 parameter values.
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UNLINK

To exit the LINKED state and to regain individual control over both AMP ENVELOPES push the ENV SYNC
button to enter the ENV LINK/UNLINK SCREEN. Turn the RIGHT SCREEN ENCODER (PLAY MODE) to toggle
between two UNLINK modes: “NO CHANGE" or “TO SET VALS".

UNLINKING with “TO SET VALS” will snap the Slave “SLV" AMP ENVELOPE to its own settings indicated by the
dotted line envelope shape and flashing parameter readouts. In most cases this will produce an immediate
change in sound.

UNLINKING with “NO CHANGE" will copy the Master's “MST"” parameter values over to the Slave “SLV" voice

before UNLINKING. The slave “SLV” voice will lose its individual ENVELOPE parameter values. However, this
allows for smooth transitions with no change in sound, as individual control is regained.
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FILTER

Description

The MOTOR Synth features an analog resonant multi-mode FILTER. The filter modes are 12 dB low pass, 24
dB low pass, 12 dB band pass and 12 dB high pass. There is a powerful DRIVE circuit before the filter as well as
an independent FILTER ENVELOPE with variable ENVELOPE AMOUNT. The RESONANCE control can push

the filter into self-oscillation and can be used as an oscillator.

Note: The MOTOR Synth signal path before the FILTER is polyphonic where each motor has a
dedicated amplifier controlled by a individual envelope. The FILTER section is paraphonic, where all 8

motors are mixed together and passed through one FILTER.

List of parameters
The FILTER is controlled with CUTOFF FREQ, RESONANCE, DRIVE, FILTER ENV AMOUNT as well as FILTER

ENV encoder and TYPE switch.

The V1 and V2 buttons determine whether the given voice is sent through the FILTER or bypasses it.

To enter the FILTER SCREEN press ALT + V1/V2 / KEYTRACK button. Additional parameters in the FILTER
SCREEN are controlled with the LEFT SCREEN ENCODER (PRESETS) & RIGHT SCREEN ENCODER (PLAY

MODE).
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FILTER

1
3 i [ AT 100

FILTER SCREEN

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section. This list does not include FILTER ENVELOPE parameters, because the FILTER ENVELOPE
functions the same and offers control over the same parameters as

Parameter

Control

Description

Value Range

Filer type [TYPE]

[CUTOFF]

Resonance [RES]

[DRIVE]

Envelope Amount
[ENV AMT]

Key Tracking [KYTR]

Key Tracking
Amount [AMT]

Key Tracking Glide
[GLIDE]

TYPE knob

CUTOFF FREQ
knob for coarse
tuning & LEFT
SCREEN ENCODER
(PRESETS) for fine
tuning

RESONANCE knob

DRIVE knob

FILTER ENV
AMOUNT knob

KEYTRACK button

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

GAMECHANGER | AUDIO

Filter type selection

The filter cutoff point in cents
(default) or hertz depending on
the settings in the

Resonance amount

Drive circuit gain before the
FILTER

The amount of FILTER
ENVELOPE modulation on
[CUTOFF]

[CUTOFF] key tracking status

The key tracking amount

Key tracking glide (slew /
portamento)

“LP12" 12dB Low Pass
“LP24" 24sB Low Pass
“BP12" 12dB Band Pass
“HP12" 12 dB High Pass

From 20 to 21096 Hz
or

From O to 12000 cents
relative to 20 Hz

From O to 100
Self-oscillation starts at
~87

From O to 100
From -100 (Full amount,
inverted), through O, to

100 (full amount)

“OFF"
uONn

From -100 (Inverted
tracking) through O to
100 (precise tracking)

FromOto5
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Instructions

Engaging the FILTER SCREEN

To enter the FILTER SCREEN hold ALT and press either V1, V2 or KEYTRACK button.

Each VOICE can either pass through the FILTER or bypass it. To pass a VOICE through the FILTER press the V1
and V2 buttons accordingly. When the button is lit red, the VOICE goes through a pre-FILTER mixer. If the
button is not lit, the VOICE is mixed post-FILTER. This is also indicated by a momentary pop-up when the
bypass status is changed.

U1 FILT

FLeL)
T 1 |

. 1
] AMT 100

V1 FILTER ON

Setting the basic FILTER parameters [TYPE], [CUTOFF], Resonance [RES] and [DRIVE]

Turn the TYPE rotary switch to choose one of four Filter Types [TYPE] - 12 dB Low Pass, 24 dB Low Pass, 12 dB
Band Pass and 12dB High Pass. All four filter types are resonant and can self-oscillate.

Turn the CUTOFF FREQ knob to set the Filter Cutoff Frequency [CUTOFF]. This knob functions as a coarse
tune control and is fully sufficient in most cases. If a fine-tune control is required to set a very precise cutoff
frequency turn the LEFT SCREEN ENCODER (PRESETS) while in the FILTER SCREEN.

Note: The FILTER Cutoff Frequency [CUTOFF] ranges from 20 to 21096 Hz. However, the default
[CUTOFF] measurement unit is cents where O cents correspond to a frequency of 20 Hz or roughly EO
note. The measurement unit (hertz or cents) can be changed in the .Using cents as a
measurement unit is useful when utilizing the Keytrackng [KYTR]. Cents indicate the [CUTOFF] offset
from the note pitch. For example, if Keytrack Amount [AMT] is set to 100 then setting the [CUTOFF] to
1200c will correspond to one octave above note pitch.

FILTER

L+
L)

[T 1 |
[T |
T
-
-

[ AMT 100

Keytracking [KYTR] set to “ON" and [CUTOFF] tuned to 1200c
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Turn the RESONANCE knob to set the Filter Resonance [RES] amount. At higher settings the FILTER
self-oscillates which is indicated by an exclamation mark sign.

FILTER

FLeL)
T 1 |

H 1
] AMT 100

Self oscillating FILTER

Turn the DRIVE knob to set the [DRIVE] level. This determines the FILTER input signal level. Distorting the
signal adds more harmonic content before filtering. However, when both VOICES pass through the FILTER
definition between both VOICES can be lost with higher [DRIVE] values.

r
: & Tip: Other instruments that utilize electromagnetic induction pickups, especially the electric guitar,
: are known to be used with distortion and filtering afterwards. In the case of the electric guitar, pedals

1 and amplifiers introduce distortion that is filtered by guitar speakers. Similarly the harmonically rich

: motor electromagnetic induction sound responds well to distortion and filtering.

1

BP12
4315
21

gz GLIDE 0.oo

[DRIVE] set to 82

Setting the FILTER ENVELOPE and Envelope Amount [ENV AMT]

The FILTERS has a dedicated FILTER ENVELOPE which modulates the [CUTOFF] parameter. The ENVELOPE
shape can be adjusted with the FILTER ENV encoder. The ENVELOPE functions the same as the AMP
ENVELOPE. Please refer to the section for details.

|

(WpLE 058 D0.29 0.54

FILTER ENVELOPE
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Turn the FILTER ENV AMOUNT knob to set the Envelope Amount [ENV AMT] for the [CUTOFF] parameter.
As the ENVELOPE AMOUNT Knob is a center indent potentiometer, it offers gradual positive and negative
modulation amounts. In the center indent position the [ENV AMT] is zero.

-

KEYTR
AMT
] GLIDE o.oo

[ENV AMT] set to 60

Using Key Tracking [KYTR]

The Key Tracking [KYTR] and related parameters determine how the FILTER tracks pitch. The FILTER will track
the pitch of the last note played.

Push the KEYTRACK button to toggle the [KYTR] between the “OFF" and “ON" states.

Push the RIGHT SCREEN ENCODER (PLAY MODE) to highlight the Key Tracking Amount [AMT] parameter
and turn the encoder to change the parameter's value. The default value is O which produces no key tracking.
The maximum value 100 provides precise key tracking. The minimum value -100 produces inverted key
tracking.

Key Tracking [KYTR] modulates the [CUTOFF] parameter. In order for the [CUTOFF] frequency to match the
note frequency, set the CUTOFF knob to the minimum position value Oc or 20 Hz and then set the Key
Tracking Amount [AMT] to 100.

KYTE
GLIBE

r
: #% Tip: Even though setting [KYTR] to the "OFF" position produces the same effect as setting the

: amount [AMT] to O, the [KYTR] parameter can be quickly and easily toggled during a performance, while
1 the [AMT] parameter remains set to a specific value. This can be very useful when performing with a

: self-oscillating FILTER that is being toggled between Key Tracking and non-Key Tracking modes.

1
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Push and then turn the RIGHT SCREEN ENCODER (PLAY MODE) to set the Key Tracking Glide [GLIDE] - an
innovative parameter which adds slew (portamento) to the FILTER Key Tracking function.
FILTER

GLIDE g.00
Key Tracking Glide [GLIDE] set to 2

[+ ] 1
+1RES [0
b £ f 1

10

2% Tip: Because the FILTER is paraphonic, long Key Tracking Glide [GLIDE] values can be very useful 1
when performing long polyphonic pads or ambiences. Without the [GLIDE}, whenever a new note is :
layered, the FILTER [CUTOFF] will suddenly change, thus causing the already playing notes to change 1
their sound. Longer Key Tracking Glide [GLIDE] values help smooth out this unwanted effect. :

1
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MODULATION

Description

The MODULATION section consists of 3 independent MODULATORS.
- MODULATOR 1 modulates the frequency and/or amplitude of VOICE 1
- MODULATOR 2 modulates the cutoff frequency and/or resonance of FILTER
- MODULATOR 3 modulates the frequency and/or amplitude of VOICE 2

Each destination has independent depth and polarity. The depth of each modulator is also controlled by an
individual MOD ENVELOPE. Each modulator can also have its own independent clock source that can be
further multiplied or divided.

List of parameters

All of the parameters of each MODULATOR are organized in two screens - MOD SCREEN and MOD SHAPE
SCREEN. This section is organized in two parts accordingly.

MODULATOR parameters

The MODULATORS are controlled with the PITCH/TREM and FREQ/RES switches and MOD depth knobs.
Other parameters are controlled with shared RATE, MOD ENV encoders and a rotary SHAPE switch.
Furthermore, additional parameters are controlled with the LEFT SCREEN ENCODER (PRESETS) & RIGHT
SCREEN ENCODER (PLAY MODE) in the MOD SCREEN. To access the MOD SCREEN push the MOD SETUP
(SYNC TEMPO) button.

MOD

. ~
PITCH C')‘ TREM FREQ (};‘ RES PITCH C‘,‘_.'TREM
|

! |
@ > O

VOILE ] FIL1ER VOICE 2

4

MOD eNV
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& TFI rHMOD 1 >WSHAPE CTRL

b EEl
PHRASE R5T OFF  J
SURDIY (N E

105.0BPH
-l [ [ ———11 1 }

MOD SCREEN

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section. This list does not include MOD ENVELOPE parameters, because the MOD ENVELOPES function
the same and share the same parameters with

V1 / V2 PITCH]

[V1/V2 AMP]

[CUTOFF]

[RES]

[MOD SHAPE]

Switch set to PITCH | The modulation depth for From -100 (full depth
+ VOICE 1/ 2 knob VOICE 1/ 2 pitch inverted) through O to
100 (full depth)

Switch set to TREM | The modulation depth for From -100 (full depth
+VOICE 1/ 2 knob VOICE 1/2 amplitude inverted) through O to
100 (full depth)

Switch set to FREQ | The modulation depth for From -100 (full depth
+ FILTER knob FILTER cutoff inverted) through O to
100 (full depth)

Switch set to RES+ The modulation depth for From -100 (full depth
FILTER knob FILTER resonance inverted) through O to
100 (full depth)

SHAPE rotary Modulation shape "STEP" Stepped shape;
switch “TRI" Triangle;
“SQ" Squarewave;
“SAW UP" Rising
Sawtooth;
“SAW DWN" Falling
Sawtooth
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Clock Source [CLK LEFT SCREEN The clock source for [RATE] “INT" Internal arbitrary
SRC] ENCODER frequency of the given
(PRESETS) MODULATOR;

“MOD 1/2/3" The [RATE]
of another
MODULATOR;

“BPM” Master tempo;

“NOTE" the frequency of
the last note played

Phase Reset [PHASE | LEFT SCREEN Toggle of MODULATOR phase “OFF" No reset;
RST] ENCODER reset on each new note played
(PRESETS) “ON" MODULATOR

phase is reset with each
new note played.

Subdivision RATE encoder Subdivision or multiplication of Divisions from 1/2 to 1/32

[SUBDIV] the Clock Source [CLK SRC] Multiplications from 1/1
frequency or BPM to 8/1

[RATE] RATE encoder Frequency of “INT” [CLK SRC] in From O Hz to 32760.1 Hz
hertz

SHAPE parameters

Each MODULATOR has its main [MOD SHAPE] parameter controlled by the SHAPE rotary switch. However,
the shape can be further sculpted with a set of SHAPE parameters in the MOD SHAPE SCREEN (listed
below) controlled with the LEFT SCREEN ENCODER (PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE).
To access the MOD SHAPE SCREEN, first enter the MOD SCREEN by pushing the MOD SETUP (SYNC
TEMPO) button and then press the RIGHT SCREEN ENCODER (PLAY MODE) labeled “SHAPE CTRL" or ALT +
MOD ENV / SHAPE CTRL

105.0BPHM
==l b1 ————==10)

PE &FATE _ 105.0BPH
D5T: 41 PITCH
MOD SCREEN MOD SHAPE SCREEN

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section. The availability of several parameters is dependent on the main [SHAPE] selection with the
SHAPE rotary switch. This is indicated in the Description column.

GAMECHANGER | AUDIO 39



MOTOR—(MJ}-SYNTH

MOTOR SYNTH MKI USER MANUAL

[CURVE]

Pulse Width [PW]

X-axis Offset [X
OFFS]

Y-axis Offset [Y
OFFS]

[SLOPE]

[SCALE]

Stepped Type [TYPE]

[STEPS]

Pattern Number
[PAT NOJ

Noise Grain [GRAIN]

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

PITCH/TREM and

FREQ/RES switch +

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

GAMECHANGER | AUDIO

The curve of all sloped [MOD
SHAPES]. Not available for
"STEP"” and “SQ" shapes.

The pulse width of the “SQ”
Squarewave shape. Not
available for other shapes.

Waveform offset on the X-axis,
or in other words waveform
phase offset.

Waveform offset on the Y-axis or
in other words waveform output
offset.

Slew amount

The maximum possible
modulation depth individually
for each of the MODULATOR
destinations

Stepped shape “STEP" type

The number of steps within one
waveform cycle. Not available on
“NOISE"

The predefined pattern number.
Only available for “PATTERN"

Sample and hold of “NOISE".
Only available for “NOISE”

From -1 (exponential)
through O (linear) to 1
(inverse exponential)

From -1 (0% duty cycle)
through 0 (50% duty
cycle) to 1 (100% duty
cycle)

From -0.5 (-90°)
through 0 (0°) to 0.5
(90°)

From -0.5 through O to
05

From O to 100

From O to 100

“UP" rising stepped
waveform:;

“DOWN" falling
stepped waveform;
“NOISE™;

“PATTERN" predefined
stepped pattern;
“RND” random
stepped waveform

From2to 8

From O to 15;

No 15 is a randomly
generated and
repeated pattern.

FromOtol
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Instructions

Navigating the MODULATION section and screens

Push the MOD SETUP (SYNC TEMPO) button to toggle between the two main MODULATION screens: the
MOD SCREEN and MOD SETUP SCREEN.

The MOD SCREEN provides access to all MODULATOR parameters of a single MODULATOR. Navigate
between MODULATORS by using the < / > arrow buttons as indicated by the “< >" symbols at the top of the
MOD SCREEN. Alternatively turn the MOD knob of the desired MODULATOR and the respective MOD
SCREEN will be displayed.

RIS L B < MOD 2 A]SHAPE CTRL
CLE SKRC

LJPHASE R5T
SUBDIY

MOD 2

To switch between each MODULATOR's two Mod Destinations use the PITCH/TREM and FREQ/RES switches
above the respective MOD knob. The selected Destination is indicated by the knob symbol in the MOD
SCREEN. In the picture above it is set to FILTER cutoff frequency].

The MOD SETUP SCREEN provides an overview of all three MODULATORS and quick access to their Clock
Source [CLK SRC] and Subdivision [SUBDIV] parameters. To jump between the MOD SCREEN and MOD
SETUP SCREEN press the MOD SETUP (SYNC TEMPO) button.

Push the < >arrow buttons or turn the LEFT SCREEN ENCODER (PRESETS) to toggle between
MODULATORS. Push the RIGHT SCREEN ENCODER (PLAY MODE) to toggle between each Modulator's
Clock Source [CLK SRC] and turn the RIGHT SCREEN ENCODER (PLAY MODE) to change the [CLK SRC] for
the highlighted MODULATOR.

MODT SETUP - piii]s3

MODE B4
BPH

112

MOD SETUP SCREEN
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MODULATOR setup

Push the MOD SETUP (SYNC TEMPO) button to enter the MOD SCREEN. This screen is used to set up all
parameters of each modulator. All parameters are shared between both destinations except for [DEPTH].

W 5Al4 UP HOD 1 >WSHAPE CTRL

3 BPH
PHASE R5T OFF
SUBDIY 11 [

W5.0BFH

MOD SCREEN

Use the PITCH/TREM and FREQ/RES switches to toggle between the two destinations and turn the VOICE 1
/ VOICE 2 / FILTER knobs to set the independent [DEPTH] of each destination. The [DEPTH] parameter for
each destination can be either positive or negative. This parameter is modulated by the

Use the SHAPE rotary switch to choose the basic [MOD SHAPE] for the currently active MODULATOR.
The possible options are "STEP” Stepped shape, “TRI" Triangle, “SQ” Squarewave, “SAW UP" Rising Sawtooth,
“SAW DWN" Falling Sawtooth. Each of these shapes can be further modified in the

Turn the LEFT SCREEN ENCODER (PRESETS) to select the Clock Source [CLK SRC]. The [CLK SRC] is used to
determine the frequency of the MODULATOR which can be further divided or multiplied with the
Subdivision [SUBDIV] parameter. The table below lists the possible [CLK SRC] options and typical
applications.

“INT” Internal arbitrary The internal arbitrary frequency is useful when imitating classic
frequency of the low frequency oscillators with a simple frequency control. This
given MODULATOR clock source is fully independent of the master tempo and the

performance.
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“MOD 1/2/3" | The [RATE] of another | Using the frequency of another MODULATOR allows the same
MODULATOR frequency or division or multiplication of it. Changing the
frequency of the source MODULATOR will immediately affect the
target MODULATOR as well. This allows the creation of
rhythmically related MODULATORS and simultaneous control
over several MODULATORS by changing the frequency of a single
MODULATOR.

“BPM” Master tempo Using the Master tempo as clock source allows the creation of
MODULATORS that are rhythmically related to the Master tempo.
The typical application is for rhythmic performances with the
ARPEGIATOR and SEQUENCER. However, if the synthesizer is
freely performed “off the grid” the Master tempo still allows
control of the MODULATORS that use it as “CLK SRC". This means
that TAP TEMPO can be used to quickly change the frequency of
the MODULATORS.

“NOTE" The frequency of the Using the frequency of the last note played allows to create
last note played MODULATORS rhythmically related to the pitch of the
performance. A large division of the Note's frequency using the
[SUBDIV] parameter will provide sub-audio frequency for the
MODULATOR. However a small division of the note’s frequency or
the exact frequency can be used for audio-rate modulation.

Push and turn the RATE to set the [SUBDIV] parameter. The [SUBDIV] parameter consists of a numerator and
a denominator, so both multiplications and divisions are possible.

Push the LEFT SCREEN ENCODER (PRESETS) to select the Phase Reset [PHASE RST] parameter and turn
the encoder to toggle between the “OFF” and “ON" states. If set to “OFF" the phase of the [SHAPE] is not
related to the performance. In the “ON" positional the phase of the [SHAPE] will be reset with each new note
played. This is useful when exactly the same modulation effect is required for each new note played. The
phase reset point can be changed in the with the X-axis Offset [X OFFS] parameter.

Note: The Phase Reset [PHASE RST] function is also active when the [CLK SRC] is set to “BPM" in
which case only the frequency of the MODULATOR is determined by the Master Tempo but not the
phase.

MOD SHAPE adjustments

The [SHAPE] parameter controlled with the SHAPE knob determines the basic MODULATOR waveform. It
can be further sculpted in the dedicated MOD SHAPE SCREEN.
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Push the MOD SETUP (SYNC TEMPO) button to enter the MOD SCREEN, navigate to the desired

MODULATOR and then push the RIGHT SCREEN ENCODER (PLAY MODE) or ALT + MOD ENV / SHAPE CTRL
to enter the MOD SHAPE SCREEN.

W 5AK UP

3 EREE
PHASE FST OFF
GUBDIY 11 3

105.0BPHM
==l b1 ————==10)

PE &FATE _ 105.0BPH
D5T: 41 PITCH
MOD SCREEN MOD SHAPE SCREEN

There are separate shape parameters available for the different shape types [SHAPE]. All parameters are
shared between both destinations of a single MODULATOR except for the Output Scale [SCALE] which is
independent for each destination. All parameters are controlled with the LEFT SCREEN ENCODER
(PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE). Push the SCREEN ENCODERS to toggle between
different SHAPE parameters and turn the SCREEN ENCODERS to change the parameter values.

[CURVE]

The [CURVE] parameter is available for all sloped [SHAPES]. By default the slopes are linear and are adjustable
to be exponential or inverse exponential. Changing the [CURVE] of the modulation drastically alters the
sound without adjusting the [RATE] and [DEPTH] of the modulation. In the examples below the Triangle “TRI"

shape is shown as an exponential [CURVE] and an inverse exponential [CURVE] respectively, thus showcasing
the power of the [CURVE] parameter.

rHMOD 1 SHAPE

RATE

R 0.1
D5T: W1 PITCH

(0.0d MODT CURYE TRI 0.7 <+ (0.03 MOD1 CURME TRI  -0.7 4
0.1 100 @ §-0.1 100

ar ii 1 15 ii

Positive [CURVE] Negative [CURVE]

GAMECHANGER | AUDIO 44



MOTOR—E@]]—SYNTH MOTOR SYNTH MKI USER MANUAL

Pulse Width [PW]

The Pulse Width [PW] parameter is available only for the Squarewave “SQ” [SHAPE]. The width is adjustable
from a 0% to a 100% duty cycle. A100% Pulse Width [PW] allows to create a flat offset for the destination
parameter, with the [DEPTH] parameter functioning as an offset value in this case.

(0.03 MO0 P PRI 0.0 4-

& RATE 0.1
D5T: 41 AP

MO0 1 SHAPE * (0.0 HO01 Pld PldM

0.b 100 o §-0.8H 100

1F R F [ Il ili !
. c AP . - kAP

Positive [PW] Negative [PW]

X-axis Offset [X OFFS]

The X-axis Offset [X OFFS] can also be described as a waveform phase offset. The effect of this parameter is
heard when the MODULATORS are synchronized to some other event. For example, when [PHASE RST] is set
to “ON" the [X OFFS] determines the starting point of the waveform with each new note played.

(0.0) mMOD1 ¥ OFFS SAK UP 0.0 -~ (0.03 HOD1 W OFFS SAK UP 0.5
1.1 100 .10 100
n OFFS n OFFS
0.0 0.5

1 1
1.0 1.

1F J: [ ¥ ili !
[ g ilgls [ 5

[XOFFS]setto O Positive [X OFFS]
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Y-axis Offset [Y OFFS]

The Y-axis Offset [Y OFFS] can also be described as a waveform output offset. The polarity of modulation
greatly alters the outcoming sound. For example, if the shape is fully in the positive region, then with positive
[DEPTH] values the destination parameter will be modulated upwards from the parameter’s set value. If the
[Y OFFS] places the waveform in both positive and negative range crossing the O, then the destination
waveform will be modulated both upwards and downwards from the set value.

< MO0 2 SHAPE - (0.0d rHMOD2 ¥ OFFS STEP -0.M +
1 SCALE
1. [ 100 1.0 100
¥ OFFS : ¥ OFFS :
0.0 F =0.4
1 . T
1 1
R F 15.0BF FR 1E1]=];
g 1 [ 1
[Y OFFS]setto O Negative [Y OFFS]

[SLOPE]

[SLOPE] is the slew amount applied to the [SHAPE]. This allows smoothing out random and stepped
waveforms such as in the example below, as well as squarewave and other waveforms with hard edges.

+ MO0 2 SHAPE * + MO0 2 SHAPE >

105.08PM
D5T: CUTOFF

[SLOPE] setto O [SLOPE] set to 89

[SCALE]

The [SCALE] parameter is individual for each MOD DESTINATION. Use the PITCH/TREM and FREQ/RES
switches to toggle between them. This parameter allows to dial in the maximum possible MODULATION
output with the depth knob in both the maximum positive and negative positions. This parameter is useful
when a full modulation depth of the destination parameter is undesirable. In this case the [SCALE]
parameter allows to fine-tune the range of the depth knob so that the full movement of the knob provides

useful modulation depths.

+ MO0 3 SHAPE + kMO0 3 SHAPE

W RATE 9.1
D5T: W2 PITCH

[SCALE] set to 100 [SCALE] set to 23

GAMECHANGER | AUDIO 46



MOTOR—E®J—SYNTH MOTOR SYNTH MKI USER MANUAL

Stepped shape “STEP" parameters: Stepped Type [TYPE], [STEPS], Pattern Number [PAT NO] and Noise Grain
[GRAIN]

These four parameters are only available for the “STEP” [SHAPE].

% MOD 2 SHAPE -

o<l
agl=f-
. T

M

mn

= | 1
“STEP" [SHAPE]

Stepped Type [TYPE] parameter toggles between several distinct stepped voltage types: “UP" rising stepped
waveform, “DOWN" falling stepped waveform, “NOISE", “PATTERN" predefined stepped pattern, “RND”
random stepped waveform.

The [STEPS] parameter determines the number of steps within one period of the waveform. From 2 to 8 are
possible.

The [PAT NOJ parameter scrolls through several predefined patterns when [TYPE] is set to “PATTERN". Slots
0-14 are predefined patterns but slot 15 is a randomly generated and repeated pattern. The slot 15 is randomly
generated each time it is selected.

Noise Grain [GRAIN] is the noise sample rate reduction parameter.

MOD ENVELOPE

Each of the three MODULATORS has a dedicated MOD ENVELOPE which modulates the [DEPTH] parameter
and is controlled with the MOD ENV encoder. It functions the same as the AMP ENVELOPE. Please refer to
the section for details.

1 5 R
0.20 041 0N

MOD ENV SCREEN
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CROSS MOD

Description

The MOTOR Synth features the CROSS MODULATION effect where the MOTOR VOICE 2 cross modulates the
MOTOR VOICE 1.

/

CROSS MOD
o
A

MASTER TUME TUNE YOICE 2

¢

VOLUME

[ENNRRRRRRENNY|

]
g

FILTER ENV RESOMANCE

1
w
=
o
>
2

FITCH {7, TREM

CROSS MOD is an amplitude (RING) or frequency (FM) cross modulation between both MOTOR VOICES. The
effect produces aggressive and raspy sounds which provide rich harmonic content for further filtering. As the
effect is based on VOICE cross modulation, it is fully dependent on the pitch performance of each VOICE. The
CROSS MOD effect does not use the actual VOICE output as the modulator signal, but rather a signal created
based on the current [WAVE] settings and pitch of the most recently played note. This can be used to alter
the CROSS MOD modulator without changing the VOICE settings.

The motors can not be frequency modulated in audio rate with precision. Because of this the frequency cross
modulation uses a division of the note frequency to produce sub-audio frequency modulation. However, the
amplitude modulation (RING) portion of this effect uses the exact note frequency.

List of parameters

CROSS MODULATION is controlled with the CROSS MOD knob and FM / RING switch. The effect has a
dedicated screen with additional parameters adjusted with the LEFT SCREEN ENCODER (PRESETS) &
RIGHT SCREEN ENCODER (PLAY MODE).
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The lists below contain an overview of all parameters in this section. For further information refer to the
Instructions sub-section.

[DEPTH] CROSS MOD knob The depth of CROSS MOD. When From -100 (V1is
turned counterclockwise V1is the modulator) through O
modulator. When turned clockwise | (no CROSS MOD) to 100
V2 is the modulator (V2 is modulator)
[FM/RING] FM / RING switch Toggle between frequency and “FM" frequency
amplitude modulation modulation;
“RING” amplitude
modulation
Pulse Width [PW] | RIGHT SCREEN The Pulse Width control of the FromOtol
ENCODER (PLAY modulator signal
MODE)
[SCALE] RIGHT SCREEN Octave offset of the modulator From -2to +5
ENCODER (PLAY signal
MODE)

Instructions

Basic CROSS MOD usage

Turn the CROSS MOD knob to set the CROSS MOD [DEPTH] and use the FM / RING switch to choose the
modulation type - frequency or amplitude.

The frequency and waveform of V2 will be used to modulate V1, so the effect is dependent on the WAVE and
SCALE knobs in the section.

Additional CROSS MOD parameters

To set the additional parameters enter the CROSS MOD SCREEN by turning the CROSS MOD knob and
notice the momentary pop-up "XMOD SETT" on the upper-right corner of the screen. While the pop-up is
displayed press the RIGHT SCREEN ENCODER (PLAY MODE) to enter the CROSS MOD SCREEN.

CROS5 HMOO 4
nHMOD SETT 4

4100 OUT
“XMOD SETT” pop-up while turning the CROSS MOD knob
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Alternatively press the PLAY MODE encoder and then use the LEFT SCREEN ENCODER (PRESETS) to select
“CROSS MOD SET”

PLAY MODE

HCROSS MOD SET ARP k&
DETUHE S5ET SEOD
IN EMY FOLLOK MOTION REC

ROUTE SET
CUATRIG SET
HMiDl AS5IGH

PLAY MODE / CROSS MOD SET
The CROSS MOD SETTINGS SCREEN provides V2 frequency and waveform readout.

CROS5 kOO0 SETTIMS

CROSS MOD SETTINGS SCREEN

Use the RIGHT SCREEN ENCODER (PLAY MODE) to set the Pulse Width [PW] and [SCALE] of the modulator
signal. These parameters modify the waveform which is otherwise determined by the MOTOR VOICE'S
[WAVE] and [SCALE] parameters.

The Pulse Width [PW] determines the pulse width of the waveform. This parameter is also available for
non-square wave waveforms.

The [SCALE] parameter introduces octave offset for the modulator signal. Higher settings will introduce high

frequency harmonics, but lower settings can introduce sub-audio rate cross modulation which will result in a
note dependent tremolo effect.
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DRIFT & DETUNE

Description
The MOTOR Synth offers two ways of individual motor detuning - DRIFT and DETUNE.

DRIFT is an irregular vibrato effect applied to each individual motor. Designed to emulate the warble and
unstable behavior of vintage analog oscillators the effect is not limited to only mimicking instability.
Chorusing and aggressive vibrato effects are equally possible. The MOTOR Synth achieves this effect in an
analog way by modulating the speed of individual motors so that they drift around their target frequency.

DETUNE is also an analog effect achieved by introducing errors / offsets in the target frequencies of all
motors. The random offsets are retriggered, so each new note is slightly sharp or flat. This results in a slightly
more static effect with frequency beating and dissonances in higher settings. In lower settings the DETUNE
can provide the subtle and musically pleasing instability not typically associated with perfectly tuned
electronic instruments.

List of parameters

DRIFT and DETUNE effects do not have dedicated front panel controls. To access these effects press the
PLAY MODE button and use the LEFT SCREEN ENCODER (PRESETS) to select “DETUNE SET". The DETUNE
SETTINGS SCREEN contains all the effect parameters.

DETUHE SETTIMGS

(JORIFT/DET 0
U1 DET OoH

W2 DET OoH

PLAY HMODE

CROS5 rMOD SET ARP E
HOETUHE SET S5E0L
IN EHY FOLLOWK MOTIOH REC

ROUTE SET
CUTRIG SET
HMiDl ASSIGH

RATE W 1.00

DRIFT 1]
DETUHE ]

PLAY MODE / DETUNE SET DETUNE SETTINGS SCREEN

The lists below contain an overview of all parameters in this section. For further information refer to the
Instructions sub-section.

Parameter Control Description Value Range
[DRIFT/DETUNE] LEFT SCREEN The depth of DRIFT or DETUNE From -50 to O: depth of
ENCODER effect DRIFT
(PRESETS) From O to 50: depth of
DETUNE
V1 Status [V1 DET] LEFT SCREEN MOTOR VOICE 1 effect status “ON”"
ENCODER “OFF”
(PRESETS)
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V2 Status [V2 DET] LEFT SCREEN MOTOR VOICE 2 effect status “ON”"
ENCODER “OFF”
(PRESETS)

[RATE X] LEFT SCREEN The DRIFT frequency multiplier From 0.06 to 16
ENCODER
(PRESETS)

Instructions

press the PLAY MODE button and use the LEFT SCREEN ENCODER (PRESETS) to select “DETUNE SET". The
DETUNE SETTINGS SCREEN contains all the effect parameters.

PLAY HMODE

CROS5 HMOD SET ARP B
HOETUHE SET SEL
IN EHY FOLLOK MOTION REC

DETUHE SETTIMGS

JORIFTAOET 0
U1 DET oH
U2 DET oH

RATE W 1.00

ROUTE SET
CUITRIG SET
HMIDl ASSIGH DRIFT 1]

DETUHE

PLAY MODE / DETUNE SET DETUNE SETTINGS SCREEN

Push the LEFT SCREEN ENCODER (PRESETS) to select a parameter and turn the encoder to set the value.

[DRIFT/DETUNE] sets the depth of the effect.

Negative values produce DRIFT in which each motor is detuned by a separate LFO. The frequency of each
motor's modulation is the same, but the phases are different giving a natural sounding effect.

Positive values produce DETUNE in which each motor is randomly detuned by a static offset each tie a new
note is triggered.

The graph on the right side indicates the detuning of each motor.

DETUHE SETTIHS

RIDRIFT -1k |
Ul DET oH
Ug DET oH

RATE ¥ 1.00

DRIFT 1k
DETUHE 1]

The graph displays detuning of each motor

The [V1 DET] and [V2 DET] effect statuses allow you to switch the effect “ON” or “OFF" for each VOICE
individually.

The [RATE X] parameter is a multiplier for the predefined DRIFT frequency. With setting below 1, the

frequency is divided producing slow motor and digital oscillator pitch movement. Settings above 1 multiply
the frequency producing more pronounced effects and can be utilized for chorusing effect.
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PERFORMANCE INTERFACE

Description

The central element of the MOTOR Synth'’s performance interface is the non-velocity sensitive 8 key KEYPAD
with four rotary PITCH ENCODERS. They are designed for playing musical phrases in real time, setting up
drones and pads, as well as programming the built in _.and

On the surface the MOTOR Synth's KEYPAD might resemble a simplified version of a piano keyboard and it
can in fact be used as one. However, combining the simple KEYPAD with numerous additional performance
tools and parameters transforms it into a unique instrument capable of performances not typically possible
on a piano keyboard.

Each KEY can be manually tuned to any musical note or frequency enabling both traditional western and
microtonal scales. Alternatively, the whole KEYPAD can be instantly tuned with pre-programed musical

scales.

The PITCH ENCODERS can be used both for setting up the KEYPAD and for real time performances
detuning the KEYS as well changing the scale, root note and tuning quantization.

The LATCH key turns the KEYS into drones that can be tuned with the PITCH ENCODERS.

The KEYPAD is also an integral part of the and _in which the KEYPAD changes its
role from performance to programming. Furthermore, a short performance on the KEYPAD can be recorded,
played back and looped using the . All of these are described in separate sections.

Finally, the MOTOR Synth introduces a unique permanence tool - the CLUTCH function while holding the
CLUTCH (TAP) key. It toggles a temporary parameter editing buffer allowing silent parameter editing without
disrupting the existing sound output. When the new parameter values are set the CLUTCH allows a sharp
transition from the previous sound to the new one.

7 MMG -

CROSS MO

A

MASTER TUNE TUNE YOICE 2

A

? - FILTER
VOLUME ENV

< 1. ;I, " . {\ ;

b ™ = WA 5 v CCH RAKI 0 p FILTER ENY DRIVE RESOMANCE
YOLUME AMOUNT

MOD

— MICH {y TREM  FREQ (7] AES PFITCH {75, TREM

™~

[RRERRERIL

Fi:
i

FILYER
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List of parameters
KEYPAD and PITCH ENCODER parameters
The notes are triggered with the KEYPAD which are tuned with the PITCH ENCODERS.

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section.

Parameter Control Description Value Range
[KEY NOTE] PITCH ENCODERS The note value of each KEY From EO to Bo
[LATCH] LATCH button KEY latch toggle “ON”
NOFF"
[OCTAVE SHIFT] CLUTCH (TAP) + </ | Octave shift of the KEYPAD From1to5
>
[SHIFT ALL] ALT + turn PITCH Note shift of the KEYPAD From EO to Bo
ENCODER 1/ SHIFT
ALL
[STEP] ALT + turn PITCH PITCH ENCODER control “MICRO"” Microtonal,
ENCODER 2/ quantization unquantized,
FREQ STEP *CHROM” Quantized to

chromatic scale;
“SCALE" Quantized to
the selected [SCALE]

[SCALE] ALT + turn PITCH The scale of the assigned to the “MAJOR"
ENCODER 3/ KEYPAD “MINOR”
SCALE “HARM MIN"
“BLUES PENT"
“MINOR PENT”
“MAJOR PENT"
“DORIAN"
“LYDIAN"
“MIXOLYDIAN"
“WHOLE TONE"
“BP 833"
[ROOT] ALT + turn PITCH The root note of the selected FromCtoB
ENCODER 4/ [SCALE]
ROOT
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KEYPAD SETUP parameters

The KEYPAD SETUP SCREEN provides control over notes, scales and PITCH ENCODER quantization. Push the
POLY MODE button and then push the > arrow button to access the KEYPAD SETUP SCREEN.

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section.

[ROOT] LEFT SCREEN The root note of the From Cto B
ENCODER selected [SCALE]
(PRESETS)
[SCALE] LEFT SCREEN The scale of the assigned to | “MAJOR”
ENCODER the KEYPAD “MINOR”
(PRESETS) “HARM MIN”"
“BLUES PENT"
“MINOR PENT"
“MAJOR PENT"
“DORIAN"
“LYDIAN"
“MIXOLYDIAN"
“WHOLE TONE"
“BP 833"
[STEP] LEFT SCREEN PITCH ENCODER control “MICRO"” Microtonal,
ENCODER quantization unqgquantized
(PRESETS) “CHROM" Quantized to

chromatic scale
“SCALE" Quantized to
the selected [SCALE]

[DETUNE MIN] LEFT SCREEN The lowest possible interval | From -100 cents to -1200
ENCODER for TUNE VOICE 2 cents
(PRESETS)

[DETUNE MAX] LEFT SCREEN The highest possible From 100 cents to 1200
ENCODER interval for TUNE VOICE 2 cents
(PRESETS)

POLY SETUP parameters

The POLY SETUP SCREEN provides control over the polyphony settings of each VOICE. Push the POLY MODE
button to access the POLY SETUP SCREEN

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section.
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Release to stolen
note [REL TO
STOLEN]

[V1 POLY]

[V2 POLY]

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

NOTES TO VOICES parameters

The NOTES TO VOICES SCREEN provides control over performance tool assignment to VOICES. Push the
POLY MODE button and then push the > arrow button twice to access the NOTES TO VOICES SCREEN.

Release to stolen note, as
polyphony slots free up

MOTOR VOICE 1
polyphony setup

MOTOR VOICE 2
polyphony setup

uONn
“OFF"

“UNI" Monophonic
“DUQ" Duophonic
“POLY" Polyphonic

“UNI" Monophonic
“DUQ" Duophonic
“POLY" Polyphonic

This list contains an overview of all parameters in this section. For further information refer to the Instructions

sub-section.

Individual KEYPAD status per “ON”

KEYPAD status per
voice [KEYS]

MIDI channel per
voice [MIDI]

SEQUENCER status
per voice [SEQ)]

ARPEGIATOR status
per voice [ARP]

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)
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VOICE

Individual MIDI channel setting

MOFFH

MIDI channels 1-16

per VOICE “ALL"
HOFFH

Individual SEQUENCER status “ON"

per VOICE “OFF"

Individual ARPEGGIATOR status | “ON”

per VOICE

“OFF"
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Instructions

Basic KEYPAD and PITCH ENCODERS functionality
The keys on the KEYPAD are referred to as KEY 1 - 4 for row 1and KEY 5 - 8 for row 2.

Each KEY can be in one of three states:
1. OFF (noillumination),
2. SELECTED (white illumination)
3. ON (red illumination).

|
1
|

N\

vevrnnnnrrnntg |

'..-u|1||||IIllII||I|

.......|||s|||1|I|||

Note values of each KEY are indicated in the MAIN PLAY SCREEN. The screen is active after the MOTOR Synth
is powered on. To return to the PLAY SCREEN from another screen, press the EXIT (POLY MODE) button. In
the example below the KEYPAD is tuned to C minor scale and all of the KEYS are in OFF state.

M
[FRCTORY IHIT

C minor scale, all KEYS inactive
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As soon as any KEY is pressed it is illuminated red and the corresponding note is highlighted in the PLAY
SCREEN. The oscilloscope monitors the output waveform.

[
[FRCTORY IHIT

KEYS 1& 8 pressed

The PLAY SCREEN doubles as an information display for , and
states, current name and other information. For more information refer to the corresponding
sections.

The PITCH ENCODERS are referred to as PITCH ENCODER 1 - 4. Each PITCH ENCODER is used to tune the
two KEYS in the column below the encoder. The PITCH ENCODERS can tune any KEY to any note or

frequency including microtonal adjustments. The tuning process can be part of both KEYPAD setup and
performance.

[0
[FACTORY IHIT

KEYS 1, 2,3 & 8 are tuned to in-between notes creating a microtonal scale

The PITCH ENCODER will tune the KEY which was last played in the respective column. This KEY is indicated
by a white marker line above or below the note value in the PLAY SCREEN.

In the example below in columns 1, 2, and 3 the top row KEYS are active (KEYS 1, 2, 3), and in column 4 the
bottom row note is active (KEY 8). This means that turning the PITCH ENCODERS 1, 2, 3, will adjust the note
values of KEYS 1, 2, 3, whereas turning PITCH ENCODER 4 will adjust the note value of KEY 8.

[0
[FACTORY IHIT

KEYST, 2, 3 & 8 activated indicated by the thick marker above/below the note
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It is possible to assign the PITCH ENCODER to the other KEY which is not the last one played in the column.
Hold CLUTCH (TAP) and tap the inactive KEY. Release CLUTCH (TAP) and use the PITCH ENCODER on the
assigned KEY. In the example above, holding CLUTCH (TAP) and tapping KEY 4 will only change the active
KEY status for PITCH ENCODER 4 without triggering a new note on the KEYPAD. Release CLUTCH (TAP)
and turn the PITCH ENCODER to tune the selected KEY.

Push a PITCH ENCODER to restore the value of the KEY back to its preset value.

& Tip: The possibility to push a PITCH ENCODER to restore preset KEY note value enables PITCH
ENCODERS be used for detuning and pitch bends during a performance, as it is possible to instantly
return back to preset value and carry on with the performance.

To OCTAVE SHIFT the whole KEYPAD hold TAP and push the </ > arrow buttons for octave shifting down
and up respectively. The OCTAVE SHIFT will occur as soon as the CLUTCH (TAP) button is released and the
octave shift will also affect the currently played notes. This allows for octave shift spanning several octaves
without audibly going through each octave. Furthermore, the OCTAVE SHIFT is affected by the

settings. So it is possible to perform gliding octave shifts. These functions distinguish the
OCTAVE SHIFT from parameters. The selected octave is indicated by a number on the left from the
KEY note values in the PLAY SCREEN.

M
[FRCTORY IHIT

KEYPAD OCTAVE SHIFT to the 5th octave

ALT + PITCH ENCODER USES - SHIFT ALL, FREQ STEP, SCALE and ROOT
The PITCH ENCODERS have several additional setup and performance functions vai the ALT button.

ALT + turn PITCH ENCODER 1/ SHIFT ALL continuously shifts note values of the whole KEYPAD. ALT +
pressing PITCH ENCODER 1/ SHIFT ALL restores the original note values.

ALT + turn PITCH ENCODER 2 / FREQ STEP to change the PITCH ENCODER quantization. “MICRO"
Microtonal setting allows PITCH ENCODERS to gradually tune the KEYS without quantization, thus
microtonal tunings are possible. “CHROM" Chromatic setting quantizes PITCH ENCODERS to the chromatic
scale. “SCALE" setting quantizes PITCH ENCODERS to the selected [SCALE].

ALT + turn PITCH ENCODER 3 / SCALE to choose one of the pre-programmed scales.

ALT + turn PITCH ENCODER 4 / ROOT to choose the root note for the selected scale.
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KEYPAD SETUP

The KEYPAD SETUP SCREEN duplicated the alternative PITCH ENCODER functions on one screen. Push the
POLY MODE button and then push the > arrow button to access the KEYPAD SETUP SCREEN.

o+ HEYPAD SETUP :gghi [
ROOT C

Ml X

KEYPAD SETUP SCREEN

All parameters controlled with the LEFT SCREEN ENCODER (PRESETS).

[ROOT] determines the root note for the selected [SCALE]. All notes of the chromatic scale are possible.
[SCALE] is a selection of pre-programmed musical scales.

[STEP] determines the PITCH ENCODER pitch quantization for tuning the KEYS and KEYPAD SHIFT. “MICRO”
Microtonal setting allows PITCH ENCODERS to gradually tune the KEYS without quantization, thus
microtonal tunings are possible. “CHROM"” Chromatic setting quantizes PITCH ENCODERS to the chromatic
scale. “SCALE" setting quantizes PITCH ENCODERS to the selected [SCALE].

[DETUNE MIN] determines the lowest possible TUNE VOICE 2 interval.

[DETUNE MAX] determines the highest possible TUNE VOICE 2 interval.

KEYPAD LATCH

By default the KEYPAD works similarly to other key instruments, the note gate length is determined by how
long a key is held pressed. The LATCH button toggles the LATCH mode, on which the KEYS function as
ON/OFF switches for the notes.

4

MASTER TEMPO

>
PLAY /STOP .

DEL
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In the LATCH mode all notes activated on the MOTOR Synth’s KEYPAD will hold their ON state indefinitely
(indicated by the red KEY illumination). Press the active KEY again to return to the OFF state. At this point

the note will enter its respective AMP ENVELOPE Release [R] stage. The LATCH mode does not apply to notes

that are triggered via MIDI or external controllers.

Holding the ALT button allows to retrigger the envelopes of already active KEYS and play new momentary
notes while keeping the already LATCHED notes ON.

T E EE E D EEDEEDEEDEED DD EEDEEEEEEEEEEEEEEEEEEEEEENEEEENEENEEEENEEEEEEEE &=

#% Tip: During the LATCH mode the KEYPAD can still be tuned using the PITCH ENCODERS. This is
useful for creating drones, detuning layers and exploring beat frequencies especially with additional
and

Note: The polyphony slots need to be considered in the LATCH mode. If more than four KEYS are
activated all polyphony slots are taken and note stealing will occur. Refer to for more
information.

CLUTCH (TAP)

The MOTOR Synth's innovative CLUTCH function hidden behind the CLUTCH (TAP) key acts as a temporary
parameter editing buffer for creating timed and sharp parameter transitions including note and pattern
changes.

Press and hold the CLUTCH (TAP) key to delay all real-time parameter changes made with KNOBS,
ENCODERS and KEYS and apply all parameter changes made as soon as the CLUTCH (TAP) key is released.
This allows for parameter changes during a performance without the audible effect turning the knob. The
CLUTCH (TAP) key press and release are indicated by a temporary pop-up on the screen.

[0
[FACTORY IHIT
CLUTCH

{ F

CI[03[EI|FI
| A3 [ B3| CY

CLUTCH pop-up

There is no limit to how many parameters can be changed while the CLUTCH (TAP) key is held pressed, so
the sound can be dramatically changed with several parameters at once with all changes taking place
simultaneously and instantly as the CLUTCH (TAP) key is released. Because there is no audible feedback of
parameter changes while the CLUTCH (TAP) key is held pressed, it requires developing muscle memory to
fully utilize this feature with predictable outcome. Below are some musical tips.
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#% Tip 1: Create a MUTE effect by holding the CLUTCH (TAP) key pressed and rolling off the VOLUME
knob of one ot VOICES. You will hear a sudden drop in volume only as the CLUTCH (TAP) key is released
instead of gradual decrease in volume.

-
1
1 Tip 2: Another obvious use-case would be to use the CLUTCH (TAP) key to quickly open the FILTER
: [CUTOFF] during a “drop”.

1

-
I L 3 . . .

1 Z2 Tip 3: Turn on the LATCH function and create a drone by activating a few KEYS. Press and hold the
: CLUTCH (TAP) key and use ALT + PITCH ENCODER 1 to shift the KEYPAD note values, change the

1 [SCALE] of MOTOR VOICE 1, and increase the FILTER [DRIVE]. Releasing the CLUTCH (TAP) key will

] .

, trigger all three parameter changes at once.

1

POLY SETUP

The POLY SETUP SCREEN provides control over the polyphony settings of each VOICE. To access the POLY
SETUP SCREEN push the POLY MODE button.

POLY SETUP > B3l 01
(JREL TO STOLEH EEOH

[A4] L] LA4] LA44] w1 POLY  POLY

L i) ) (BN [T

POLY SETUP SCREEN

The polyphony settings are controlled with the RIGHT SCREEN ENCODER (PLAY MODE). Each voice has 3
possible [POLY] settings:

e “POLY" - four note polyphony. Each note is generated with one motor.

e “DUO" - duophonic. Each note is generated with two motors.

e “UNI" - unison / monophonic. Each note is generated with 4 motors.

The MOTOR VOICE polyphony setting greatly influences the core sounds. As each motor has a slightly
different output, consequently mixing two motors per note in the “DUQO" setting or 4 motors in the “UNI"
setting produces a more powerful output.

When performing with the and that are monophonic in nature the polyphony
setting affects how overlapping Releases [R] function. In the “POLY" mode it is possible to

trigger 4 steps in the SEQUENCER or ARPEGGIATOR with overlapping AMP ENVELOPE Releases [R] before
AMP ENVELOPE RESET occurs. In the “UNI" mode it is impossible to overlap note Releases [R] as all motors

with corresponding AMP ENVELOPES are taken up by a single step.
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The note stealing setting [REL TO STOLEN] is controlled with the LEFT SCREEN ENCODER (PRESETS). This
parameter determines how note stealing occurs as all polyphony slots are taken with active notes. In the
“ON" setting the MOTOR Synth keeps the stolen note in buffer memory and as polyphony slots are freed up,
the stolen notes are retriggered. In the “OFF” setting, the stolen notes are not retriggered when polyphony
slots free up.

NOTES TO VOICES SETUP

By default each voice can be controlled by the built in , , and external

controllers at the same time. However, it is possible to detach each of these performance tools from
individual VOICES. This allows you to utilize each VOICE as separate instruments controlled by a different
performance tool or a combination of tools. Musical tips follow the instructions.

The NOTES TO VOICES SCREEN provides control over the performance tool assignment for each VOICE. To
access the NOTES TO VOICES SCREEN push the POLY MODE button and then push the > arrow button
twice.

S U-1Rlilg- HOTES TO WOICES
A3 el Midi SED ARP
. OFF

._I_.
(U1 CH1 OH = 3]
ua OoH CH1 OH ¥r* OH

NOTES TO VOICES SCREEN

The LEFT SCREEN ENCODER (PRESETS) controls the KEYPAD [KEYS], MIDI channel [IDI] and SEQUENCER
[SEQ] assignment for each individual VOICE. Push the </ >arrow buttons to navigate between the
performance tools. Push the LEFT SCREEN ENCODER (PRESETS) to navigate between individual VOICES
and turn the same encoder to toggle between “ON" and “OFF" or to dial in the desired MIDI Channel.

The RIGHT SCREEN ENCODER (PLAY MODE) controls the ARPEGGIATOR [ARP] assignment for each
individual VOICE. Push the RIGHT SCREEN ENCODE to navigate between VOICES and turn the same
encoder to toggle between “ON" and “OFF”"

r
: # Tip 1 - Simultaneous arpeggios and chord pads: Setup the MOTOR VOICE 1 for synth pads with

: smooth AMP ENVELOPE Attack [A] and long Release [R]. Setup the MOTOR VOICE 2 for rhythmic playing
1 with sharp AMP ENVELOPE Attack [A] and quick Release [R]. Navigate to the NOTES TO VOICES SCREEN
: and set the [ARP] to “OFF" for the MOTOR VOICE 1. When performing chords with the KEYPAD and the

' enabled, the V1 will hold all notes of the chord, while the V2 will arpeggiate through the

: chord notes.

]
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: #% Tip 2 - Simultaneous sequence and lead line: Setup the MOTOR VOICE 1 as bass sound and setup

: the MOTOR VOICE 2 as a lead sound. Navigate to the NOTES TO VOICES SCREEN. Set the [SEQ] to “OFF”"
1 for V1and “ON" for V2. Set the [KEYS] to “ON" for V1 and “OFF" for V2. This allows the use of the

: only for MOTOR VOICE 1 while the MOTOR VOICE 2 remains freely performable with he

: KEYPAD as a lead voice.

%% Tip 3 - Separate MIDI controllers for each VOICE: It possible to utilize a MIDI controller that can send
note values via several MIDI channels or use several MIDI controlled through a MIDI merger to control :
each voice individually. One MIDI controller might be a traditional MIDI keyboard for lead line 1
performance with MOTOR VOICE 1 and another MIDI controller might be a step sequencer for the :
MOTOR VOICE 2. To set up individual MIDI channels for each voice, navigate to NOTES TO VOICES 1
SCREEN and set up the desired MIDI channels for each voice individually. :

1

GAMECHANGER | AUDIO 64



MOTOR—E®J—SYNTH MOTOR SYNTH MKI USER MANUAL

MASTER TEMPO

Description

The MASTER TEMPO (BPM) is used for triggering and synchronizing the rhythmic performance tools
and as well as providing optional clock signal for the and
. The MASTER TEMPO can be replaced with an incoming clock or it can be used as a
master MIDI clock to synchronize external MIDI devices. The MASTER TEMPO is saved in PROJECTS rather
than PRESETS. Please refer to the section for more information.

(/

MASTER TUNE TUNE VOICE 2

2

VOLUME AMP EMY ‘\CCEL | BRAKE TONE T . FILTER
i i 1 ENY

1
g
4
2

o

FILTER ENV
AMOUNT

FREG (L AES  PITCH (T, TREM

vt

E AMETLHALRNSGEG

List of parameters

The MASTER TEMPO is controlled with the MASTER TEMPO encoder with additional MIDI clock parameters
inthe MASTER TEMPO SCREEN. To access the MASTER TEMPO SCREEN push the MASTER TEMPO encoder.
Rest of the MIDI parameters are covered in the and sections.

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section.

Master tempo MASTER TEMPO Master tempo in BPM From 20 to 420
[MSTR BPM] encoder or
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MIDI clock receive
[MIDI RT IN]

MIDI clock transmit
[CLOCK]

MIDI clock transmit
during STOP [WHEN
STOP]

START/STOP MIDI

tap ALT + TAP at
least 3 times.

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN

Determines if external MIDI
clock is received

Determines if the MASTER
TEMPO is transmitted as MIDI
clock.

Determines if the MASTER
TEMPO is transmitted as MIDI
clock during STOP

Determines if the START & STOP

“ON" - Receiving
“FILT" - Not receiving

“ON" - Transmitting
“FILT” - Not transmitting

“ON" - Transmitting
“OFF" - Not transmitting

“ON" - Transmitting

transmit “FILT” - Not transmitting

[START/STOP]

ENCODER (PLAY
MODE)

MIDI messages are transmitted

Instructions

Setting the MASTER TEMPO (BPM)
There are two ways for setting the MASTER TEMPO (BPM).

First, by using the MASTER TEMPO. Push the encoder to open the MASTER TEMPO SCREEN and then turn
the encoder to gradually adjust the BPM in increments of 1 BPM. For finer resolution hold ALT and turn the
encoder t9 adjusts the BPM in decimal increments.

MASTER TERPO
mlMSTE BPF 140.0|

suMHIDl CLE 1M =MDl CLE OUT:

(JHI01 RT IH 0H ECLOCK | [OH |
HHEH 5TOP OFF

STARTASTOP OH

MASTER TEMPO SCREEN

Second, by using tap tempo. Hold ALT and rhythmically tap TAP at least 3 times to tap tempo.

Both BPM adjustment methods are designed to avoid accidental tempo changes.
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The BPM is always displayed in the main PLAY SCREEN and it is used to trigger and synchronize the
and optionally and

1

[RECH| o
[FRCTORY IHIT

MASTER TEMPO readout in the bottom-right corner of the MAIN PLAY SCREEN

MIDI clock receive settings

Push the MASTER TEMPO encoder to navigate to the MASTER TEMPO SCREEN and turn the LEFT SCREEN
ENCODER (PRESETS) to change MIDI clock receive settings (MIDI CLK IN). Set the [MIDI RT IN] to “ON” to
receive the MIDI clock or set it to “OFF" to filter out the incoming MIDI clock.

MIDI clock transmit settings

Push the MASTER TEMPO encoder to navigate to the MASTER TEMPO SCREEN and use push the RIGHT
SCREEN ENCODER (PLAY MODE) to highlight one of the MIDI clock transit parameters (MIDI CLK OUT) and
turn the encoder to change parameter values.

Set [CLOCK] to “ON" to transmit the MIDI clock.
[WHEN STOP] determines if the MIDI clock is transmitted while the MOTOR Synth is STOP mode with the
and . By default [WHEN STOP] is set to “OFF”. Change the value to “ON” to

transmit the MIDI clock at all times if the [CLOCK] parameter is set to “ON”"

[START/STOP] determines if the START & STOP MIDI messages are transmitted.
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ARPEGGIATOR

Description

The MOTOR Synth's ARPEGGIATOR is a powerful built-in performance tool that works in conjunction with all
internal and external note input methods / devices.

It will arpeggiate all notes triggered by the built in , , and
keyboard controllers and sequencers. In other words, the ARPEGGIATOR does not replace other performance
tools, rather it uses them as note input for generating arpeggios.

The ARPEGGIATOR is accessed by pressing the PLAY MODE button and selecting “ARP”.

The ARPEGGIATOR settings include control over typical arp parameters, such as tempo subdivision, gate
length, swing, play direction, octave shifts, etc. Furthermore, MOTOR Synth allows you to edit the
ARPEGGIATOR'S rhythm pattern separately from the melodic pattern.

List of parameters

All of the ARPEGGIATOR parameters are organized into two screens - ARP SCREEN and ARP RHYTHM
SCREEN. This section is organized in two parts accordingly.

Ths lists contain an overview of all parameters in this section. For further information refer to the Instructions
sub-section.

Main melodic ARP parameters

The ARPEGGIATOR is activated by pressing the PLAY MODE button and selecting “ARP”. To turn the
ARPEGGIATOR ON set the [ARP] to “ON*

ARP FHYTHRM B LA o)

4N REPEAT QOFF REglifia
PAT LEH HMA%  TIMEDIW 116
ACCEHT  OFF GATE L 50
OCT FAMGE 0  SKING 50

{ARP} set to “ON”

Arp Status [ARP] RIGHT SCREEN ARPEGGIATOR status “ON”
ENCODER (PLAY “OFF”
MODE)
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Play mode [MODE]

Time Division
[TIMEDIV]

Gate Length [GATE L]

[SWING]

Note Repeat [N
REPEAT]

Pattern Length [PAT
LEN]

[ACCENT]

GAMECHANGER | AUDIO

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

Play direction mode

The time division of
MASTER TEMPO

Gate length in percent

Swing amount. The delay
of odd or even step
triggers within one clock
subdivision interval

The number of note
repeats

The maximum number
of pattern steps. Note
repeats are treated as
one step

Accented step

MOTOR SYNTH MKI USER MANUAL

“UP" up from the lowest
note to the highest;

“DOWN" down from the
highest note to the lowest;

“INCL" up and down
including first and last note
repeat (aka ping pong);

“EXCL" up and down
excluding first and last note
repeat (aka pendulum);

“ORDER" in the order of
notes activated;

“RAND" in random order;

“V RAND"” random order for
each VOICE separately

From 1/4 to 1/32

From 10 to 100

From 10 (every odd step
delay) through 50 (no
delay/swing) to 90 (every
even step delay)

From “OFF" to “4x"

“MAX" unlimited number of
steps.
From2to 8

u-|/4n, A12/4n 1‘3/411 114/411
u-|/3n’ 112/311. 113/311
u-|/2n, 112/211
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Octave Range [OCT

RANGE]

LEFT SCREEN
ENCODER
(PRESETS)

ARP RHYTHM parameters

It is possible to edit the rhythmic pattern separately from the melodic pattern. The ARP RHYTHM pattern edit

Octave range of pattern
shift

MOTOR SYNTH MKI USER MANUAL

From -2 (two octaves below)
through O (no octave
shifting) to 2 (two octave
above)

is performed using the KEYPAD and PITCH ENCODERS that change their functions in the ARP RHYTHM
SCREEN. To access the ARP RHYTHM SCREEN press the PLAY MODE button and select “ARP” and then
navigate one page to the left by pushing the < arrow button.

Velocity [VEL]

Ratchets [RATCH)]

Ratchet note
advance [R ADV]

Probability [PROB]

Automatic step
selection [SEL]

[MUTE]

Pattern Length

PITCH ENCODER1

PITCH ENCODER 2

PITCH ENCODER 3

PITCH ENCODER 4

ALT + PITCH
ENCODER 1

ALT + PITCH
ENCODER 2

ALT + PITCH
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Individual step velocity

The number of ratchets
for an individual step
following the initial step
trigger

The toggle of melodic
pattern advance on each
single ratchet for an
individual step

Gate probability of an
individual step

Automatic multiple step
selection

Mute gate for an
individual step

The number of steps in

From 0.0to 1.0

From1to 4

“OFF" - ratchets do not
advance the melodic
pattern;

“ON" - ratchets advance the
melodic pattern

From 0.0to 1.0

“ALL" all step selection;
“C-1-3" 1st and 3rd column
step selection;

“C-2-4" 2nd and 4th column
step selection;

“R-1-3" 1st and 3rd row step
selection;

“R-2-4" 2nd and 4th row step
selection;

“CLEAR" clear step selection

UONn
“OFF"

“OFF"
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[LEN] ENCODER 3 ARP RHYTHM pattern. FromTlol6
Time Division ALT + PITCH The time division of From 1/4 to 1/32
[TIMEDIV] ENCODER 4 MASTER TEMPO

Instructions

Basic ARPEGGIATOR usage

The ARPEGGIATOR is activated by pressing the PLAY MODE button and selecting “ARP”. To turn the
ARPEGGIATOR ON set the [ARP] to “ON*

ARP RHYTHM Bl |kl

(N REPEAT QOFF ESTi[1]
PAT LEH HMA:  TIMEDIY 118

ACCEHT OFF BGATE L 50
OCT FAHGE 0 SHIHG 50

{ARP} set to “ON”

If you exit the ARP SCREEN without setting [ARP] to “OFF” the ARPEGGIATOR remains active indicated by
the “ARP" tag in the MAIN PLAY SCREEN.

[REF]
[FRCTORY INIT

h h 1 ]
I i -|I I..lll.ll- —.I..'.

“ARP" tag in the upper-right corner of the MAIN PLAY SCREEN indicates active ARPEGGIATOR

While the ARPEGGIATOR is active, all notes triggered by the , , and
external controllers will be arpeggiated. If several notes are triggered at the same time from more than
one note input source, the ARPEGGIATOR will combine all of them in one melodic ARP pattern. It is possible
to deactivate the ARRPEGIATOR on one of the VOICES. For more information refer to the

section.
............................................................ .
# Tip: When playing the ARPEGGIATOR with mode enabled - you can use ALT + KEYPAD to :
temporarily add notes into the ARP's melodic sequence. To reset the ARPEGGIATOR to the first note in :
the sequence press ALT + PLAY. 1
1
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The ARPEGGIATOR is monophonic, since only one note is played at a time. However, when the the MOTOR
Synth is being played in polyphonic mode it is possible to create overlapping Release [R}
states for multiple several notes, if the Release [R] time is longer than a single ARPEGGIATOR step
(determined by the [TIMEDIV] parameter). For further information please refer to the

section.

ARP SCREEN parameter editing

The ARPEGGIATOR parameters are controlled from the ARP SCREEN. The ARPECGIATOR is accessed by
pressing the PLAY MODE button and selecting “ARP". Use the RIGHT SCREEN ENCODER (PLAY MODE) to
set the following four parameters.

ARP FRHYTHHM ESGTARA gh)

4 REPEAT OFF Byl
PAT LEM MAY  TIMEDIW Tk
ACCEMT  OFF GATEL 50O
OCT RAMGE 0 SKING 50

ARP SCREEN

[MODE] determines the melodic pattern playback direction:

“UP" up from the lowest note to the highest

“DOWN" down from the highest note to the lowest

“INCL" up and down including first and last note repeat (aka ping pong)
“EXCL" up and down excluding first and last note repeat (aka pendulum)
“ORDER" in the order of notes activated

“RAND” in random order

“V RAND" in random order for each VOICE separately.

[TIMEDIV] determines the ARPEGGIATOR trigger subdivision in relation to the

[GATE L] determines the gate length of each ARPEGGIATOR step.

-
: 2% Tip: The “V RAND” [MODE] can be used for random harmony generation.

: When several notes are being played together, then at each new ARPEGGIATOR step each VOICE will

1 randomly select one of the notes thus producing different 2-note harmonies on each step, when both

: VOICES are engaged. This can be combined with a slow ,small [TEMPO DIV], long [GATE
1 L]andlong Attack [A] and Release [R] stages for creating slowly evolving random

: harmony synth pads.

1

[SWING] determines the amount of swing added to the ARPEGGIATOR's basic rhythm pattern. The middle
value 50 produces a straight rhythm, while lowering the parameter value results in delay of each odd
numbered step trigger, and raising the value above 50 produces even numbered step trigger delay.

Use the LEFT SCREEN ENCODER (PRESETS) to set the following four parameters.
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[N REPEAT] adds note/step repeats. Up to 4 repeats are possible.

[PAT LEN] limits the number of steps the ARPEGGIATOR loops. When set to “MAX" the melodic pattern
length does not have an upper limit, whereas any other value sets a hard limit on the number of notes
played in a pattern. If the [PAT LEN] is value larger than the number of active notes, the note sequence will
be looped until the [PAT LEN] limit is reached and then the melodic pattern will reset. For example, if [PAT
LEN] is set to 5 and only 3 notes are activated, then the melodic pattern will be:12312/12312/12312/ ...

The [PAT LEN] limit adjusts to the [N REPEAT] parameter. If [N REPEAT] is greater than 1, then all note repeats
are treated as one step.

[ACCENT] adds a velocity accent on a single step in groups of 4, 3 or 2 steps. For example, if [ACCENT] is set to
“3/4" every 3rd step out of 4 will be accented.

[OCT RANGE] produces octave shifts for the whole note sequence. One or two octave shifts are possible in
either direction.

ARP RHYTHM SCREEN step selection

MOTOR Synth allows you to edit the ARPEGGIATOR'S rhythm pattern separately from the melodic pattern. It
is possible to create rhythmic patterns that repeat regardless of the number of active notes. To access the
ARP RHYTHM SCREEN press the PLAY MODE button and select “ARP” and then navigate one page to the
left by pushing the < arrow button.

PRGE: 1

®5EL @HMUTE ®LEH @TIMEDV
o SEL 0 13z

ARP RHYTHM SCREEN

While the ARP RHYTHM SCREEN is open the KEYPAD functionality is changed. The KEYPAD does not
activate and trigger notes, instead it is used to select the ARP RHYTHM steps.

Note: Since the KEYPAD does not activate notes while the ARP RHYTHM SCREEN is open, it is
advised to enter a sequence of notes (using the KEYPAD in mode) before entering the ARP
RHYTHM SCREEN. This will produce an ongoing melodic sequence that will remain active while you are
editing the ARP RHYTHM pattern.
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The ARP RHYTHM SCREEN contains a maximum of 16 rhythm steps. The steps are selected over 2 pages
(groups) of 8 steps each by pressing the corresponding KEYS. KEYS 1- 8 correspond to ARP RHYTHM steps 1-

8. Press a KEY to select the corresponding ARP RHYTHM step. The selected step is indicated by the dotted
line.

FATCH R AD
1 OFF

STEP 1selected

To select several steps press all corresponding KEYS simultaneously. Each time a KEY is pressed or several

KEYS are pressed simultaneously, the previously selected steps are deselected. In the example below KEYS 1
and 5 are pressed simultaneously to select steps 1and 5.

ERARP RHYTHMER

RATCH R ADY
OFF

STEPS 1 &5 selected

To add more steps to the current selection without deselecting previous steps hold ALT and press the
additional KEYS one by one.

To access ARP RHYTHM steps 9-16 turn the CTRL encoder to the right until the ARP RHYTHM SCREEN

indicates that the PAGE 2 is active. Press KEYS 1-8 to select steps 9-16. In the example below KEYS 1and 5 are
pressed simultaneously to select steps 9 and 13.

STEPS 9 & 13 selected

To select steps in both PAGES, select the desired steps in one of the pages then turn the CTRL encoder to go
to the other page and hold ALT and press the KEYS to add steps to the selection.
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Alternatively when making a new selection, you can press and hold one or more STEP KEYS in one PAGE, and
turn the CTRL encoder while the KEYS are still pressed down to select the same steps in the other PAGE. In
the example below KEYS 1and 5 are pressed to select steps 1and 5. While the KEYS are held pressed down,
the CTRL encoder is turned to the right to activate PAGE 2 and automatically steps 9 and 13 are added to the
selection. As a result all steps in the first column are selected.

—1—1—I|
I —N——

RATCH R ADVW  PROG
1 OFF 1.0

STEPS 1, 5,9 & 13 selected

To mute or unmute the selected steps press the CTRL encoder.
To deselect all steps, press any KEY twice.

ALT + PITCH ENCODER 1 offers more step selection possibilities described in the next section.

ARP RHYTHM SCREEN step editing

While a single or several steps are selected the PITCH ENCODERS are used to edit various step parameters
instead of tuning the KEYPAD.

The PITCH ENCODER parameters are indicated in the bottom part of the ARP RHYTHM SCREEN. To avoid
accidental parameter changes the PITCH ENCODERS must be first pressed to activate them and then
turned to edit parameter values. Activating a PITCH ENCODER also turns on the corresponding parameter
value readout for all steps.

PITCH ENCODER 1: Velocity [VEL]

Click and turn PITCH ENCODER 1 to set the Velocity [VEL] of selected steps. The Velocity [VEL] value is
indicated by a bar in each step and by a precise value readout in the lower part of the ARP RHYTHM
SCREEN. Setting the [VEL] to 0 effectively silences the step. In the example below steps 1and 5 have Velocity
[VEL] set to 0.5.

PRAGE: 1

SUEL RATCH R AW
0.5 1

STEPS1&5[VEL] setto 0.5
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Note: The ARP RHYTHM Velocity [VEL] parameter works in conjunction with the Velocity [VEL]
parameters of , FILTER ENVELOPE and MODULATION ENVELOPE. If the ENVELOPE

Velocity [VEL] parameter is set to O, then the ARP RHYTHM Velocity [VEL] will produce no effect (except
for silencing the step when set to 0). The ENVELOPE Velocity [VEL] functions as a response to the
Velocity [VEL] of the ARRPEGIATOR. If the ENVELOPE Velocity [VEL] is set to a negative value an inverse
effect is achieved. For further information refer to the

section.

PITCH ENCODER 2: Ratchets [RATCH]

Click and turn PITCH ENCODER 2 to add Ratchets [RATCH] to the selected steps. The Ratchet [RATCH] count
is indicated by a number in each step. In the example below the [RATCH] Value is set to 2 and therefore there

are 2 note gate triggers produced in total per selected step.

VEL ®FRRATCH R RDV
.5 g

STEPS 1 & 5 with 2 ratchets

PITCH ENCODER 3: Ratchet note advance [R ADV]

Click and turn PITCH ENCODER 3 to toggle Ratchet note advance [R ADV] “ON" or “OFF" for the selected
steps. If set to “ON" the melodic sequence advances to the next note on each Ratchet [RATCH]. In the
example below step 1on has [R ADV] set to “ON", whereas the [R ADV] setting for step 5 remains set to “OFF".
This results in rapid note changes on each ratchet of step 1 while all ratchets on step 5 trigger the same note.

ARP RHYTH A e

FATCH ®F ROV  PROB
g OH 1.0

STEP 1 [R ADV] ON
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PITCH ENCODER 4: Probability [PROB]

Click and turn PITCH ENCODER 4 to set the gate Probability [PROB] of the selected steps. The Probability
[PROB] value is indicated by a bar in each step and by a precise value readout in the bottom part of the ARP
RHYTHM SCREEN. Setting the [PROB] to O effectively produces a break each time the selected steps are
active. In the example below step 1 has [PROB] set to 0.5 which means there is a 50% probability the step will
be triggered, and step 5 is set to 0.1 which means the step will be triggered with 10% probability.

VEL FATCH R ADY @PROB
0.5 g OFF 0.1

STEP 1 [PROBI set to 0.5, STEP 5 [PROB| set to 0.1

ALT + PITCH ENCODER 1: Quick multiple step selection

Hold ALT and turn the PITCH ENCODER 1 to utilize the Quick Step Selection [SEL]. This function allows you to
select multiple steps in useful groups. Turn the encoder to the right to select steps belonging to the one of
the following groups:

“ALL" all step selection

“C-1-3" 1st and 3rd column step selection
“C-2-4" 2nd and 4th column step selection
“R-1-3" 1st and 3rd row step selection
“R-2-4" 2nd and 4th row step selection

Once the steps are selected use the other PITCH ENCODERS to change the parameters of all selected steps.
Pressing ALT + KEYS adds or removes steps from the Quick Step Selection.

To clear the selection release ALT momentarily, press and hold ALT again and turn the encoder to the left to
select “CLEAR"

In the example below “C-2-4" automatic step selection is used to select all up-beat steps to then use PITCH
ENCODER 1 to reduce the Velocity [VEL] of these steps.

ARP RHYTHR 1

ARP RHYTH 1

@VEL  FRATCH R ADW  PROB
0.4 1 OFF 1.

" RADV  PROB
OFF 1.0

C-2-4 SELECTED C-2-4 [VELl setto 04
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ALT + PITCH ENCODER 2: [MUTE]

Hold ALT and push the PITCH ENCODER 2 to toggle [MUTE] “ON" and “OFF" for the selected steps. Step
[MUTE] is indicated by blacked out steps on the ARP RHYTHM EDIT SCREEN. In the example below Steps 3
and 6 are muted.

ARP FHYTHM B
[= |

prgp: 7 - —
— el b

SUVEL RATCH F ADV  PROB
1.0 1 OFF 1.0

Steps 3 & 6 MUTE ON

ALT + PITCH ENCODER 3: Pattern Length [LEN]

Hold ALT and turn the PITCH ENCODER 3 to set the total ARP RHYTHM Pattern Length [LEN] between 1and
16 or “OFF" which bypasses the ARP RHYTHM step parameters completely. The [LEN] value is indicated by a
cursor that moves to the pattern end point and by the value readout in the bottom part of the ARP RHYTHM
SCREEN. The [LEN] parameter does not affect the melodic sequence [PAT LEN], and only applies to the ARP's
Rhythm pattern. In the example below [LEN] is set to 10 steps which is indicated by the cursor location at
step 10.

PRGE: 1

=]
—
—
=

=—
=
==
==

®5EL ®HMUTE WLEH @TIMEDIV
<F SEL 0 118

[LEN] set to 10

ALT + PITCH ENCODER 4: Time Division [TIMEDIV]

Hold ALT and turn the PITCH ENCODER 4 to set the ARPEGGIATOR step subdivision in relation to the

. This is the same parameter as [TIMEDIV] in the main ARP SCREEN. Changes to either of
these parameters produce the same result.

®5EL  @HUTE WLEH  @TIMEDIV
< SEL | 113z

[TIMEDIV] set to 1/32 notes
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SEQUENCER

Description

The MOTOR Synth features an internal monophonic step sequencer that can be used to create, edit and
store melodies, basslines, songs.

The SEQUENCER PATTERN EDIT SCREEN has a similar workflow to the section of the
ARPEGGIATOR where the KEYPAD and PITCH ENCODERS are used for step editing. The main principles of
selecting and editing steps are the same for the SEQUENCER PATTERN EDIT SCREEN and ARPECGGIATOR
ARP RHYTHM SCREEN, however, the SEQUENCER offers more step editing options and in general puts
greater focus on composition and precise pattern chaining.

In addition to the step editing possibilities introduced in the ARP RHYTHM section, such as velocity, ratchets
and probability, the SEQUENCER PATTERN EDIT SCREEN lets you set up variable glide, gate length,
microtiming and step repeat values for each step.

All sequences created within the built in engine are composed out of individual PATTERNS that each have a
maximum number of 16 steps. There are 8 PATTERN slots in total, and the PATTERNS can be edited, copied,
transposed and chained into QUEUES. There are four QUEUE slots labeled A, B, C, D and each QUEUE can
store a chain of up to 12 PATTERNS (1-8). All PATTERNS and QUEUES can be stored on the MOTOR Synth's SD
Card as

Instructions

Running the SEQUENCER

Enter the SEQUENCER by pressing the PLAY MODE encoder, then turning the encoder to highlight “SEQ”
and then pressing the encoder again to select “SEQ".

PLAY HMODE

HCROSS MOD SET ARP
DETUHE S5ET SEL E
IH EHY FOLLOWK HMOTION RELC

ROUTE SET
CUATRIG SET
HMiDl RASSIGH

PLAY MODE > SEQ
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The PATTERN SCREEN gives you control over all steps of a single SEQUENCER PATTERN as well as a few

general SEQUENCER settings.
APTEHS JIIEMPATTERH 1 EE
PAT ;[N N I

nat” N MGEN NN N :er

1IN EN EN EE RT
=N =N =N R

®HOTE GATE MICRD PROB
WEL GLIPDE FRATCH ST REP

SEQUENCER PATTERN SCREEN

Use the RIGHT SCREEN ENCODER (PLAY MODE) to toggle the SEQUENCER State [SEQ] between “ON" or
“OFF". When set to “ON" the SEQUENCER is activated, and will start running through the steps whenever the
PLAY transport key is engaged (red).

When set to “OFF"” the SEQUENCER is deactivated, which means that it will not advance through the steps
even if the PLAY transport key is engaged.

The SEQUENCER State [SEQ)] is a general parameter that applies to all PATTERNS within a ,anditis
implemented in order to enable using the PLAY key for launching the engine without
running the SEQUENCER, or vice versa.

Press PLAY/STOP to start and stop the SEQUENCER.

To reset the SEQUENCE press ALT + PLAY. Pressing ALT + PLAY acts as a RESET for the SEQUENCER,
and all lanes.

PATTERN SCREEN step selection

The PATTERN SCREEN gives control over all steps of a single SEQUENCER PATTERN. Step selection is
identical to the step selection.

While the PATTERN SCREEN is open the KEYPAD functionality is changed. The KEYPAD does not activate
and trigger notes - instead it is used to select individual PATTERN steps.

Each PATTERN contains a maximum of 16 steps that are grouped into 2 pages, each containing 8 steps. There
is a special PAGE 1 and PAGE 2 label on the left side of the PATTERN EDIT screen, as well as an indication
bracket that contains either STEPS 1- 8 or STEPS 9 - 16. You can select and edit steps in each page by
pressing the corresponding KEYS on the KEYPAD. When PAGE 1is selected, KEYS 1 - 8 correspond to steps 1

- 8.
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Press one or multiple KEYS to select the corresponding PATTERN steps. The selected step is indicated by the
dotted line.

®HOTE GATE MICFD PROB
WEL GLIDE FRATCH 5T REP

STEP 1selected

To select several steps together press multiple corresponding KEYS simultaneously. Each time a KEY is
pressed or several KEYS are pressed simultaneously, the previously selected steps are deselected. In the
example below KEYS 1and 5 are pressed simultaneously to select steps 1and 5.

®HOTE GARTE MICRD PFROB
WEL GLIDE FRATCH ST REP

STEPS 1 &5 selected

To add more steps without deselecting previous steps hold ALT and press the KEYS one by one.

To access steps 9 - 16 turn the CTRL encoder to the right until the PATTERN SCREEN indicates that the PAGE
2 is active and the cursor has moved to the 3rd and 4th row. Press KEYS 1 - 8 to select steps 9 -16. In the
example below KEYS 1and 5 are pressed simultaneously to select steps 9 and 13.

APTRHS §IIMMPATTERH 18 E‘ﬂ
PAT NN N N N
S0 o N N

2 HEE =N EN =R h.1
| §5¥ N =0 HER

®HOTE GATE MICRD PFROB
WEL GLIDE FRATCH ST REP

STEPS 9 & 13 selected

To select steps in both PAGES, select the desired steps in one of the pages then turn the CTRL encoder to go
to the other page and hold ALT and press the KEYS to add steps to the selection.
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Alternatively when making a new selection, you can press and hold one or more KEYS in one PAGE, and turn
the CTRL encoder while the KEYS are still pressed down to select the same steps in the other PAGE. In the
example below KEYS 1and 5 are pressed to select steps 1and 5. While the KEYS are held pressed down, the
CTRL encoder is turned to the right to activate PAGE 2 and automatically steps 9 and 13 are added to the
selection. As a result all steps in the first column are selected.

iFLW

JPTRHS JIIEMPATTERHN 1L __%4
PAT i B 3 | E3 W

®HOTE GATE MICFD PROB
VEL GLIDE FRRTCH 5T REP

STEPS1, 5,9 & 13 selected

To mute or unmute the selected steps press the CTRL encoder.
To deselect steps, press any KEY twice.

ALT + PITCH ENCODER 1 offers more step selection possibilities described in the next section.

PATTERN EDIT SCREEN step editing

While a single or several PATTERN steps are selected the PITCH ENCODERS are used to change step
parameters instead of tuning the KEYPAD. Using the PATTERN EDIT SCREEN to change Step parameters is
similar to the step editing, but with several differences.

The PITCH ENCODER parameters are indicated in the bottom part of the PATTERN SCREEN. The PITCH
ENCODERS must be first pressed to activate them and then turned to change parameter values. Each
encoder controls two parameters that can be toggled by repeatedly pressing the encoder. An additional layer
of PITCH ENCODER parameters is accessible when the ALT key is held down.

Activating a PITCH ENCODER also turns on the corresponding parameter value readout for all steps.

PITCH ENCODER 1: [NOTE] & Velocity [VEL]

Click the PITCH ENCODER 1 to toggle between the [NOTE] and Velocity [VEL] parameters and turn the
encoder to set each parameter for the selected steps.
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[NOTE] sets the note value of the selected steps. The [NOTE] value adjustments can be unquantized,
guantized to the chromatic scale or quantized to the scale of the KEYPAD. This is fully dependent on the
[STEP] setting in the . If multiple steps with different [NOTE] values are selected then

adjusting the [NOTE] of these steps simultaneously raises or lowers the pitch of each step maintaining the
pitch differences between the selected steps.

PATTERH 1JC __Elﬂq
AT ¢ W N N T
L1700 NN NN N

1 IEN ER ER ER P;E
| E3 J EI J E3 :

e
®HOTE GATE MICFD PROB
VEL GLIDE FRRATCH 5T REP

STEP 1 [NOTE] set to D#3

The Velocity [VEL] value is indicated by a bar in each step. Setting the [VEL] to O effectively silences the step.
In the example below steps 1and 5 have Velocity [VEL] set to 0.5.

QPTRHS QIIMPATTERH 1] ._Eﬁq
PRAT ' bt 0 O 0 © R

<1 i :
priE . e el T 0 : nFF

v B2 P;E
= O O

HOTE GATE MICFD PROB
SUEL GLIDE FRATCH 5T REP

STEPS1&5 [VEL] set to 0.5

Note: The SEQUENCER Velocity [VEL] parameter functions in conjunction with the Velocity [VEL]
parameters of , ENVELOPE and ENVELOPE. If the ENVELOPE

Velocity [VEL] parameter is set to O, then the SEQUENCER Velocity [VEL] will produce no effect (except
for silencing the step when set to 0). The ENVELOPE Velocity [VEL] functions as a response to the
Velocity [VEL] of the SEQUENCER. If the ENVELOPE Velocity [VEL] is set to a negative value an inverse
effect is achieved. For further information refer to the

section.

PITCH ENCODER 2: Gate Length [GATE] & [GLIDE]

Press the PITCH ENCODER 2 to toggle between the Gate Length [GATE] and [GLIDE] parameters and turn
the encoder to set each parameter for the selected steps.
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[GATE] determines the gate length of the note within one SEQUENCER step. The parameter values are
indicated by horizontal bars in each step. Setting the [GATE] parameter of a step to the maximum value will
tie that step to the next one. As a result all of tied steps remain in their Sustain [S] stages and are
not retriggered. In the first example below step 1and 5 [GATE] is set short and in the second example the
gates of the same steps are set to the maximum value tying them together with the gates of the following
step.

= 1= 1 FuLF‘.i
ol ="1="1= 1= B
= 1= 11— 1- s
HOTE WGATE HMICRD PROB HOTE WGATE HMICFD PROB

VEL GLIDE FRATCH 5T REP VEL GLIDE FRATCH 5T REP

STEPS 1 &5 with short [GATE] STEPS 1 &5 maximum {GATE}

FHEE'

[GLIDE] determines the amount of portamento applied to the selected step from the previous note. The
parameter value is indicated by a horizontal bar in each step. The minimum value produces no portamento
effect, whereas the maximum value will result in a long gliding effect between the two neighboring notes. In
cases where two neighboring notes are set to the same [NOTE] value the portamento effect will not be
heard. In the example below steps 1and 5 have a moderate amount of [GLIDE] applied.

PTHI"IE IIEMPATTERH 1 %1
] e o A

SL7

1 __--, P+E
A N N

HOTE GATE MICFD PROB
WEL ®GLIDE FATCH ST REP

STEPS 1& 5 with [GLIDE]

Note: The [GLIDE] parameter does not affect functionality. As both modulate
the pitch when a new note is triggered, the final result is a sum of both pitch modulations.

PITCH ENCODER 3: Microtiming [MICRO] & Ratchet [RATCH]

Press PITCH ENCODER 3 to toggle between the Microtiming [MICRO] and Ratchets [RATCH] parameters and
turn the encoder to set each parameter for the selected steps.

The Microtiming [MICRO] parameter is used to offset step triggers in time, allowing you to trigger each step
early or to delay the trigger. Microtiming [MICRQ] value is indicated by a cursor on a timeline within each
step. In the center position the step is triggered precisely on the grid. Turning the encoder counterclockwise
moves the cursor to the left and triggers the step early, whereas turning the encoder clockwise moves the
cursor to the right and delays the step trigger. This allows for nuanced microtiming of each step and
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escaping the precise rhythmic grid associated with step sequencers. The minimum and maximum [MICRO]
settings move the note to trigger a half beat early or late, which triggers the step precisely on the upbeat. In
the example below step 3 is triggered early and step 7 is delayed.

AUEEPRATTERH 1

PRT ; [N e g e ELb

kel 1 F 1 B

1 _—_—7 P+E
e e e

HOTE GATE WHICFD PROB
WEL GLIDE FRATCH 5T REP

STEP 3 with early and STEP 7 with late Microtiming [MICRQO]

Ratchet [RATCH] count is indicated by a number in each step. In the example below step 8 [RATCH] set to 4
produces four evenly spaced note triggers within the step.

PTHHE II PHTTEFIH1 N %
FHT iFLH

b |

1 .l.l.l.lv F:E
(1 1 3 11 1}

HOTE GATE MICED PROB
WEL GLIDE WRATCH 5T REP

STEP 8 with four Ratchets [RATCH]

Note: All ratchets are evenly spaced within the time of one step. However, this is affected by the
Microtiming [MICRO] parameter. If the [MICRO] parameter triggers a step early, the previous step's time
is shortened causing the ratchets of the previous step to trigger faster. Similarly, if the [MICRO]
parameter delays a step the total length of that step is shortened resulting in ratchets being triggered
faster than without Microtiming [MICRO].

PITCH ENCODER 4: Probability [PROB] & Step Repeat [ST REP]

Probability [PROB] determines the gate probability of the selected steps. The Probability [PROB] value is
indicated by a bar in each step. Setting the [PROB] to O effectively produces a break each time the selected
steps are active. In the example below step 4 has [PROB] set to the half-way position which triggers the step
50% of the time and step 5 [PROB] is reduced only slightly producing only occasional breaks on this step.

4P TRHS RIIEEPATTERH 1 %l
T — === A

41350
FHEE 3 e s T

I — I ——1—
———1—

HOTE GATE MICFD #PROB
VEL GLIDE FRRTCH 5T REP

STEP 4 with 50% Probability [PROB] and STEP 5 with almost maximum [PROB]
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ALT + PITCH ENCODER 1: Automatic multiple step selection

Hold ALT and turn PITCH ENCODER 1 to utilize the automatic SEQUENCER PATTERN step selection. This
function enables quick multiple step selection in useful groups. Turn the encoder to the right to select one of
the following groups:

“ALL" all step selection

“C-1-3" 1st and 3rd column step selection

“C-2-4" 2nd and 4th column step selection

“R-1-3" 1st and 3rd row step selection

“R-2-4" 2nd and 4th row step selection

Once the steps are selected use the other PITCH ENCODERS to change the parameters of all selected steps.

To clear the selection release ALT momentarily, press and hold ALT again and turn the encoder to the left to
select “CLEAR”

In the example below “C-2-4" automatic step selection is used to select all up-beat steps to then use PITCH
ENCODER 1to reduce the Velocity [VEL] of these steps.

®HOTE MICRD PROB
WEL GLIDE FRATCH 5T REP

HOTE MICRD FROB
BUEL GLIDE FRATCH 5T REP

“C-2-4" selects all steps in columns 2 & 4 [VEL] changes for all selected steps

ALT + PITCH ENCODER 2: [MUTE]

Hold ALT and press the PITCH ENCODER 2 to toggle [MUTE] on and off for the selected steps. Step [MUTE] is
indicated by blacked out steps. In the example below Steps 3 and 6 are mutes.

Alternatively the selected steps can be muted by pressing the CTRL encoder.

APTRHMS §IIMMPATTERH ;
PRT : |NCER M 65 N
sor i NEEM ©ES T NGEN N ;o

1 NN N N EE P
=N NE0 0 =R

®HOTE GATE MICFD PROB
VEL GLIDE FRATCH 5T REP

STEPS 3 & 6 muted
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ALT + PITCH ENCODER 3: Pattern Length [LEN]

Hold ALT and turn PITCH ENCODER 3 to set the total Pattern Length [LEN] between 1and 16. The [LEN] value
is indicated by a cursor that moves to the end point of the pattern. In the example below [LEN] is set to 10
steps which is indicated by the cursor after step 10.

®5EL  ®HMUTE WLEH @DV
SEL 10 1/8

Pattern Length [LEN] set to 10 steps

ALT + PITCH ENCODER 4: Time Division [DIV]

Hold ALT and turn the PITCH ENCODER 4 to set the SEQUENCER PATTERN step subdivision in relation to
the

@®5EL ®HMUTE ®LEH @DV
< F SEL 0 11

Time Division [DIV] set to 1/1

PATTERN SCREEN additional settings
There are a few general settings and options in the PATTERN SCREEN.

Click the RIGHT SCREEN ENCODER (PLAY MODE) to toggle between the parameters on the right side of the
PATTERN SCREEN and turn the encoder to change the values.

[SEQ] turns the SEQUENCER “ON” and “OF" regardless of the PLAY key status. This is covered in the first
instructions section

[FLW] determines if the PATTERN SCREEN follows the currently playing PATTERN when several PATTERNS
are chained in QUEUE and played back. The default value “OFF" keeps the PATTERN SCREEN on the
PATTERN selected, regardless of the currently playing PATTERN. Setting [FLW] to “ON” will always display the
PATTERN currently playing in the QUE. For more information about PATTERN chaining in QUEUES refer to
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the and sections. The currently playing PATTERN is indicated
by a loudspeaker icon on the right side of the PATTERN number in the top part of the screen.

SFTERS TV © SEL
AT IEIIII "III o
mﬂﬁjmmﬁﬂ
T R i EE P

=0 I =

®HOTE GATE MICFD PROB
WEL GLIDE FRATCH 5T REP

1

FHEE

[FLW] set to “ON" - the PATTERN SCREEN follows the currently playing PATTERN

[P.T] Pattern transpose allows to transpose whole PATTERN in semitones without changing the [NOTE] values
of all steps. The transposition limits are one octave down and one octave below the [NOTE] values. In the
example below [P.T] is set to +2 which means all notes are played 2 semitones higher.

(APTRHS &) HTTEHH L SEN

AT | TEd HR
<1 }5 s "_." L _FLLJ

PRAGE 4 OH

1 IEIIEIEIIEI P.T o

®HOTE GATE MICFD PROB
VEL GLIDE FRATCH 5T REP

Pattern transpose [P.T] set to +2 semitones

The left side of the PATTERN SCREEN gives control over the currently displayed PATTERN. [PAT] indicated the
PATTERN number. Use the < / > arrow buttons to switch between 8 available PATTERNS. Changing the
displayed PATTERN does not change the currently played PATTERN. For more information on how to change

the currently playing PATTERN refer to the and sections.
QUEUE SCREEN overview
To access the QUEUE SCREEN access the main and then press the LEFT SCREEN

ENCODER (PRESETS) (PTRNS).

The QUEUE SCREEN gives you access to all 8 PATTERNS, copy/paste functionality, control over PATTERN
chaining in QUEUES, changing QUEUES and saving 4 different QUEUES. This section provides an overview of
the information provided in the QUEUE SCREEN and the next section provides detailed instructions for
PATTERN and QUEUE CHAINING.

(JSEL/EDIT [+ B:HILHI]: |ﬁ| COPY L
SEBR-C> D>

SLLRECH OB 1:1]0C 1:1]0

b
2 14>
® FEC DUELE

QUEUE SCREEN
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There is a maximum of 8 PATTERNS per PROJECT (PATTERNS 1 - 8) and a sequence or chain of patterns are

called QUEUES. There are 4 QUEUE slots (QUEUES A, B, C, D) and the QUEUES themselves can also be
chained.

The top line of the screen features the play status and play cursor readout in the center. The play status is
indicated by the play and pause symbols. The play cursor readout follows the formula: [QUEUE] : [PATTERN] :
[PATTERN STEP]. The example above “A:01:01" is read as “QUEUE A, PATTERN 1, STEP 1"

The second line of the screen displays the current QUEUE chain. For example, “A>B>B>C>A>D"

PEARETEE [ B:O1:0M |i| COPY L]
® R>[EEe>C> A D>

IPT+0 | 1+
I¥B] &

1x
& REC OUEUE

QUEUE CHAIN A>B>B>C>A>D

The third line of the screen provides a selection between the 4 QUEUE tabs as well as indicating the first two
PATTERNS of each QUEUE. In this screen you can press the PITCH ENCODERS 1 - 4 to select QUES A, B, C and
D accordingly and the the currently selected QUEUE will be indicated by a highlighted background. The
loudspeaker symbol next to the QUEUE letter indicates the currently playing QUEUE.

Lines four and five allow you to select and chain PATTERNS 1 - 8 using the 8 corresponding KEYPAD KEYS.
The selected PATTERN is indicated by a dotted line and the currently playing PATTERN is indicated by a
highlighted background.

Below you can see the active PATTERN chain of the selected QUEUE. In the example above “1>1>2>1>3>4"

(JSEL/EDIT e J:EIRE K A] [LEA4

HEW PR

EZ‘.*|
glPRT_CH

PATTERN CHAIN 1>1>2>1>3>4

The bottom line displays the text “REC QUEUE", which is a placeholder for recording a new PATTERN chain
for the QUEUE slot. The newly recorded PATTERN chain replaces the currently active PATTERN chain, once it
begins playing back.
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QUEUE SCREEN managing PATTERNS
The QUEUE SCREEN can be used to navigate between different PATTERNS and to copy/paste PATTERNS.

Use the eight KEYPAD KEYS to select a corresponding PATTERN 1 - 8 for editing. The selected PATTERN is
indicated by a dotted line. To enter the PATTERN SCREEN for the selected PATTERN press the LEFT SCREEN
ENCODER (PRESETS) indicated by “SEL/EDIT" on the top left corner of the screen.

To copy/paste PATTERNS first select the source PATTERN to be copied by pressing a KEY 1 - 8 corresponding
to the PATTERNS 1 - 8. Press the RIGHT SCREEN ENCODER (PLAY MODE) to copy the selected PATTERN
indicated by “COPY" on the top right corner of the screen. Now select a target PATTERN to paste to and
press the RIGHT SCREEN ENCODER (PLAY MODE) again indicated by the “PASTE" label.

QUEUE SCREEN chaining PATTERNS

The QUE SCREEN is designed for launching different PATTERNS one by one, as well as for preparing and
launching chains (QUEUES) of up to 12 PATTERNS.

There are 3 modes of selecting and launching a PATTERN or a QUEUE of several PATTERNS:

Hold REC + KEYPAD = enter a PATTERN or a QUEUE of PATTERNS and play after the currently playing
PATTERN.

Hold REC + ALT + KEYPAD = enter a PATTERN or a QUEUE of PATTERNS and play after the currently playing
QUEUE.

Hold REC + CLUTCH (TAP) + KEYPAD = enter a PATTERN or a QUEUE of PATTERNS and play at the next beat
(instant switch).

While selecting a new PATTERN or a QUEUE of PATTERNS the corresponding PATTERN numbers appear
instead of the “O REC QUEUE" label and the O symbol starts blinking. As soon as the REC key is released the
newly selected PATTERNS are placed into the QUEUE. The start of the newly selected PATTERNS is
determined by the choice of the above key combinations.

In the examples below the SEQUENCER is playing a single PATTERN 1. Then a new chain of PATTERNS
“1>1>2>1>3>4" is recorded and finally the recorded PATTERN chain starts playing back, as soon as the previous
PATTERN has ended.

(JSEL/EDIT e J:H L |E| COPY £
LR

SLLARN OB 1100 11]OD 131

[PT+0| NN 2 3

/8] & & 1

® FEC ODUEUE

PATTERN 1 playing
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PEANTETR] 3 R:01:03 [A] [OLEA4
=

O Al 1> [SEERESH STSRENN

e AT
glPAT_CH

PATTERN CHAIN 1>1>2>1>3>4 recorded and queued

(JSEL/EDIT s I H R E A] L34
LR

LR OB 1:1[OC 1:1]00 1]

[PT+0 | N 2
E] & & 1
1> 231> 3> 4>
& FEC OUEUE

Recorded PATTERN CHAIN playing
Now this newly created chain of PATTERNS will be continuously playing in a loop in QUEUE A.

It is possible to change the mode of PATTERN selection during the process as long as the REC key is held
pressed down. If a new chain of PATTERNS is entered, and the REC key is still held pressed down, pushing the
ALT or CLUTCH (TAP) keys will change when the selected PATTERNS will be played according to the 3 modes
above.

Resetting the SEQUENCER with ALT + PLAY ends the currently playing PATTERN and QUEUE and starts
playback of the new QUEUE.

QUEUE SCREEN chaining QUEUES

As can be seen in the previous example, the recorded PATTERN chain is saved in the active QUEUE slot.
There are four slots: QUEUES A, B, C and D. While the active PATTERN chain is playing you can access other
QUEUES by pushing PITCH ENCODERS 1, 2, 3, 4 corresponding to QUEUES A, B, C, D. Selecting and viewing
a QUEUE does not start playing the QUEUE.

QUEUES are selected and played similarly to PATTERNS. Up to 12 QUEUES can be chained.

Hold REC + PITCH ENCODERS = enter a QUEUE or a chain of QUEUES and play after the currently playing
PATTERN.

Hold REC + ALT + PITCH ENCODERS = enter a QUEUE or a chain of QUEUES and play after the currently
playing QUEUE.

Hold REC + CLUTCH (TAP) + PITCH ENCODERS = enter a QUEUE or a chain of QUEUES and play at the next
beat (instant switch).
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(JSEL/EDIT [ H R H N |E| COPY L]
@[EA>B>C>A> D>

=LA OB T:1]OC 11

& REC OUEUE

QUEUE CHAIN A>A>B>C>A>D recorded

Currently active PATTERN chains in each QUEUE and the QUEUE chains are saved in a

QUEUE SCREEN momentary performance tools

The QUE SCREEN offers a few performance tools for momentarily transposing the SEQUENCER and for
momentarily looping the current PATTERN STEP. These momentary actions are performed by holding ALT
and pushing the PITCH ENCODERS. During these actions the QUEUE SLOTS are replaced by the momentary
action parameters.

(JSEL/EDIT B HIAHLE |E| COPY L
@ R> A>[TH}IC> R> D>

0711 -2|07T8 +3|0B V12|08 1738

[FT+0] 1
[#B] &

1>
® REC DUEUE

Holding ALT in the QUEUE SCREEN
Hold ALT and push the PITCH ENCODER 1 or 2 to transpose the SEQUENCER.
Hold ALT and turn the PITCH ENCODER 1 and 2 to set the transposition interval for each encoder
individually between -12 and +12 semitones.

This way you can prepare two momentary pitch shift intervals and use them in a performance.

Hold ALT and push the PITCH ENCODER 3 or 4 to continuously loop the current PATTERN STEP.
Hold ALT and turn the PITCH ENCODER 3 and 4 to set the looping subdivision for each encoder individually
between 1/8 and 1/32.
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MOTION REC

Description

MOTION RECORD is a performance tool that allows you to record and loop manual adjustments of almost
any parameter on MOTOR Synth'’s front panel and its various screens. Furthermore, MOTION RECORD can
also record polyphonic performances on the KEYPAD.

There are eight MOTION RECORD LANES available and each lane can be assigned to a single parameter.
Additionally - each MOTION REC Lane can have a variable length. All recorded motion lanes can be
individually edited post-recording - this includes changing playback speed and playback direction as well as

applying individual LANE mutes.

The recording and playback of motion lanes can be made independent of the MASTER TEMPO or it can be
synchronized with it. Finally, the MOTION RECORD LANE'S can be synchronized with the

List of parameters

The record and playback functions are controlled with the PLAY / STOP and REC keys.
All MOTION RECORD LANES are controlled from the MOTION REC SCREEN.

Enter the MOTION REC SCREEN by pressing the PLAY MODE encoder, then turning the encoder to highlight
“MOTION REC" and then pressing the encoder again to select “MOTION REC".

PLAY HMODE

HCROSS MOD SET
DETUHE S5ET
IH EHY FOLLOWK

ROUTE SET
CUATRIG SET
HMiDl RASSIGH

PLAY MODE > MOTION REC

This list contains an overview of all parameters in this section. For further information refer to the Instructions
sub-section below.

Play status PLAY / STOP key The playback status of all | Play;
LANES Stop
Record status REC key The record state Not recording,;
Armed;
Recording
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[SPEED]

Direction [DIR]

[MUTE]

[SYNC ON REC]

Instructions

MOTOR SYNTH MKI USER MANUAL

RIGHT SCREEN The playback speed for X", 2XT 13X, YA XT
ENCODER (PLAY an individual LANE

MODE)

RIGHT SCREEN The playback direction of | “>" Forwards;
ENCODER (PLAY an individual LANE “<" Backwards;
MODE) “<>" Ping Pong

RIGHT SCREEN The mute status of an Not muted;
ENCODER (PLAY individual LANE Muted

MODE)

RIGHT SCREEN The recording “FREE" free running, not
ENCODER (PLAY synchronization synced;

MODE) “BPM" synced to BPM,;

“PAT" synched to the
currently playing
SEQUENCER PATTERN

Recording and deleting MOTION RECORD LANES

The MOTION RECORD engine is always ready to start recording parameter changes, and can be quickly
armed and engaged by the REC key. However, opening the dedicated MOTION REC SCREEN can be useful
for monitoring the recording process.

Enter the MOTION REC SCREEN by pressing the PLAY MODE encoder, then turning the encoder to highlight
“MOTION REC" and then pressing the encoder again to select “MOTION REC".

PLAY HMODE

HCROSS MOD SET
DETUHE S5ET

IH EHY FOLLOWK

ROUTE SET
CUATRIG SET
MiDl RASSIGH

PLAY MODE > MOTION REC

MOTION REC >
g1: EMPTY

Y: EMPTY

MOTION REC SCREEN
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There are two ways of recording parameter changes.

Instantaneous recording:
First choose a parameter to be recorded, for example the FILTER CUTOFF FREQ knob, then press and hold
down the REC key and start adjusting the desired parameter. A MOTION REC LANE will be created as soon as

the REC is pressed and held down and it will keep recording until the REC key is released, or for as long as
the internal memory allows.

Note: Each new recorded parameter takes up one LANE and during a recording only one LANE can

be recorded. To record several parameter movement lanes, you need to record them onto separate
LANES one by one.

Armed recording:

The second way of creating MOTION REC LANES is to use the ARM function. Press ALT + REC to arm the
MOTION RECORD engine. The REC key is lit up red and the MOTION RECORD will remain armed until any
parameter is adjusted. The recording begins as soon as any parameter change is detected. The REC key will
instantly light up white indicating that a new LANE has been created and that the recording is in progress. To

stop the recording press REC, which will complete the recording process and start playback of the newly
created LANE.

In the example below CROSS MOD knob changes are recorded onto LANE 1. The bar represents the length of
recording.

FEL_BEROTION FEC - SPEED
41: CROSS HOD FREE LEH > o

2: EMPTY

CROSS MOD movement recorded onto LANE 1

Press the PLAY / STOP key to start and stop the playback of all MOTION RECORD LANES.

=B FOTION REC > SPEED 4
1: MCF FC N FREE T4 *»

3: KEY B

el i S G R RS B SRR
Y: EMPTY

Three LANES recorded. LANE 2 selected

To navigate between the LANES turn either the CTRL encoder or the LEFT SCREEN ENCODER (PRESETS).
The selected LANE is indicated by the highlighted parameter name.
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To delete the selected LANE press the DEL button.
To delete all LANES press ALT + DEL and then the RIGHT SCREEN ENCODER (PLAY MODE) to confirm.

Press the CTRL encoder to mute the currently selected MOTION RECORD LANE.

Recording synchronization

Each MOTION RECORD LANE can either be recorded freely (off the tempo grid), or synchronized to the
master BPM or to the length of currently playing PATTERN. The selection of synchronization
needs to be made before a LANE is recorded.

Enter the MOTION RECORD SCREEN and press the > arrow button to open the MOTION REC SETT SCREEN.
Use the RIGHT SCREEN ENCODER (PLAY MODE) to set the [SYNC ON REC] value.

= MOTION REC SETT
SYHC OH RECRBPME

MOTION REC SETT SCREEN

“FREE" is a free running (not synchronized) recording.

“BPM" is a synchronized recording that snaps to quarter note subdivisions of the

“PAT" synchronizes the recording to the currently playing SEQUENCER PATTERN. The recording Iength is
synchronized to PATTERN length and motion recorded events are quantized to PATTERN steps. If another
PATTERN is being played, the recorded LANE will not be played. If the same parameter is also recorded for
another PATTERN, each portion of the LANE will be played during the corresponding PATTERN.

Note: The “PAT” mode requires the to be running.

and free-running parameter movements at the same time. In the example below all three

-
1
1 & Tip: Itis possible to have different synchronization settings for each LANE, thus enabling synchronized
1
]
1 synchronization options are used.

]
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SPEED
FREE 1i4 > o

DIFFERENT LANE SYNC SETTINGS

Changing LANE playback parameters

Each LANE can be modified during playback. To navigate between the LANES turn either the CTRL encoder
or the LEFT SCREEN ENCODER (PRESETS). The selected LANE is indicated by the parameter name being
highlighted.

Push the RIGHT SCREEN ENCODER (PLAY MODE) repeatedly to toggle between [SPEED], Direction [DIR]
and [MUTE] parameters for the selected LANE and turn the encoder to change the parameter values.

[SPEED] determines the playback speed of the selected LANE. “1X" is the recorded speed. A maximum of 4
times faster “4X” playback speed is possible.

Direction [DIR] determines the playback direction of the selected LANE. “>" Forwards, “<" Backwards and “<>"
Ping Pong playback is possible.

[MUTE] allows to mute the selected LANE. Alternatively, press the PRESETS Enoder to MUTE a highlighted
LANE.
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RANDOM GENERATOR

Description

The RANDOM GENERATOR function allows to randomize sound parameter values resulting in unique
sounds. Customizing the amount of randomization allows to control the possible scope of changes. This can
be used for all sound parameters at once or parameters of individual screens. Furthermore, the RANDOM
GENERATOR can be used to generate random and patterns.

Using the RANDOM GENERATOR can be useful for exploring strange parameter combinations, generating
ideas for new presets and introducing slight random changes to existing presets. Because of its nature the
RANDOM GENERATOR can produce strange and even broken patches with conflicting parameter values.
However, the customization options allow to limit the parameters to be randomized and randomization
amount, which can help retain the core patch while introducing subtle random changes.

The RANDOM GENERATION customization setup is saved with so it can be saved and recalled
during a performance.

List of parameters

The RANDOM GENERATOR is accessed by pressing ALT + LATCH / RNDM. The functionality is dependent on
the currently active screen when the button combination is pressed.

To access the sound parameter randomization settings and randomize all parameters at once press ALT +
LATCH / RNDM from the MAIN PLAY SCREEN.

To randomize a specific group of parameters press ALT + LATCH / RNDM from the corresponding screen. For
example VI AMP ENV SCREEN to randomize VOICE 1 AMP ENVELOPE parameters.

To randomize SEQUENCER PATTERN step parameters press ALT + LATCH / RNDM from any of the
SEQUENCER screens.

When randomizing all sound parameters or SEQUENCER PATTERN step parameters it is possible to change
the randomization settings according to the following parameters.

Sound parameter RANDOMIZE SCREEN

[VOICES] LEFT SCREEN VOICES to be “OFF" - VOICE parameters are
ENCODER randomized not randomized,;
(PRESETS) “ALL™
“V1™
“V2"
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[WAVE]

[ENV]

[ACCEL]

[VCF]

[DRIVE]

[CROSS]

[INOTES]

[DETUNE]

[POLY]

[MOD]]

[MOD2]

[MOD?3]

[ARP]

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
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Waveform
randomization amount

AMP ENVELOPE
randomization amount

ACCELERATION &
BRAKE randomization
amount

FILTER randomization
amount

DRIVE randomization
amount

CROSS MOD
randomization amount

KEYPAD note
randomization octave
range

VOICE DETUNE
randomization amount

POLY SETUP
randomization status

MOD 1 randomization
amount

MOD 2 randomization
amount

MOD 3 randomization
amount

ARPEGGIATOR

MOTOR SYNTH MKI USER MANUAL

HOFFYY
25%, 50%, 75%, 100%

“OFF”;
25%, 50%, 75%, 100%

HOFF";
25%, 50%, 75%, 100%

HOFF”;
25%, 50%, 75%, 100%

HOFF”;
25%, 50%, 75%, 100%

HOFF";
25%, 50%, 75%, 100%

“OFF”;
Fromi1to 4

HOFF";
25%, 50%, 75%, 100%

“OFF”;
uONn

“OFF”;
25%, 50%, 75%, 100%

HOFF";
25%, 50%, 75%, 100%

“OFF”;
25%, 50%, 75%, 100%

“OFF";
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SEQUENCER PATTERN step parameter RANDOMIZE SCREEN

ENCODER (PLAY
MODE)

parameter
randomization amount

25%, 50%, 75%, 100%

MOTOR SYNTH MKI USER MANUAL

[APPLY]

[OCT RANGE]

[BASE OCT]

[NTE STEP]

[VEL]

[GATE L]

[MUTE]

[GLIDE]

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

GAMECHANGER | AUDIO

PATTERN steps to be
randomized

[NOTE] randomization
octave range

[NOTE] randomization
base octave

[NOTE] randomization
guantization

Velocity [VEL]
randomization amount

Gate Length [GATE L]
randomization amount

Percentage of steps to
randomly muted

[GLIDE] randomization
amount

“SEL ONLY" - selected
steps only;

“WHLE PAT” - whole
PATTERN

UOFFH;
From1to5

FromOto5

“MICRQ" - microtonal,
no quantization;
“CHROM" - quantized to
the chromatic scale;
“SCALE"- quantized to
the selected [SCALE]

“OFFYY;
25%, 50%, 75%, 100%

“OFF";
25%, 50%, 75%, 100%

UOFF";
25%, 50%, 75%, 100%

UOFF";
25%, 50%, 75%, 100%
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[MICRQO] RIGHT SCREEN Microtiming [MICRO] “OFF";
ENCODER (PLAY randomization amount 25%, 50%, 75%, 100%
MODE)

[RATCH] RIGHT SCREEN Ratchet [RATCH] “OFF";
ENCODER (PLAY randomization amount 25%, 50%, 75%, 100%
MODE)

[PROB] RIGHT SCREEN Step Probability [PROB] “OFF™;
ENCODER (PLAY randomization amount 25%, 50%, 75%, 100%
MODE)

[ST REP] RIGHT SCREEN Step Repeat [ST REP] “OFF";
ENCODER (PLAY randomization amount 25%, 50%, 75%, 100%
MODE)

Instructions

The RANDOM GENERATOR is accessed by pressing ALT + LATCH / RNDM. The functionality is dependent on
the currently active screen when the button combination is pressed.

Randomize all sound parameters and customize the randomization amount

To randomize all MOTOR Synth’s current sound parameters press the EXIT (POLY MODE) button to return to
the MAIN PLAY SCREEN and then press ALT + LATCH / RNDM to enter the RANDOMIZE SCREEN.

ALT+RAHD TO [dilsld]sll-43
HOTES [0FF |
DETUHE OFF
POLY OFF

rMOn SO
MObg 5O7.
DRIVE MOD3 SO
CROS5 ARP SO

RANDOMIZE SCREEN

The RANDOMIZE SCREEN displays a variety of different parameter groups that can be randomized with
randomization amount settings. All parameter groups are listed in the section.

Push the LEFT SCREEN ENCODER (PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE) to toggle between
the parameter groups and turn the encoders to set the randomization amount for each. In the example
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below only V1 parameters will be randomized and various parameter groups have different randomization
amounts and some are turned off.

ALT+RAHD TO [dilsld]sii-43
VOICES Ll HOTES [0FF |
IHMAUE 5O DETUHE OFF
EHUY 157 POLY OFF

ACCEL OFF rMOn 257
SO+ MObg 257
[OFF | MOD3 OFF
CROS5 257 ARP 257

RANDOMIZE settings for VOICE 1

While the RANDOMIZE SCREEN is open, pressing ALT + LATCH / RNDM the second time will generate
random parameter values for all parameters according to the settings in the RANDOM|ZE SCREEN thus
generating a new patch.

T E EE E D EEDEEDEEDEED DD EEDEEEEEEEEEEEEEEEEEEEEEENEEEENEENEEEENEEEEEEEE &=

% Tip 1: The RANDOM GENERATOR can be used to introducing subtle changes to the existing sound
instead of generating completely random sounds. Use the RANDOMIZE SCREEN to limit which
parameter groups will be randomized and set the randomization amounts to the lowest possible 25%.

fn o o o o N N BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN BN B BN B Bm B E

Randomize individual groups of sound parameters

To randomize only one specific group of parameters enter the dedicated screen for the desired parameters,
for example, VI AMP ENV SCREEN, and press ALT + LATCH / RNDM.

This will andomize the parameters only in the active screen. In the example below only VOICE 1 AMP
ENVELOPE parameters are randomized. This is indicated by a temporary pop-up “RANDOMIZED!"

V1 AMP ENV RANDOMIZED

Note: Randomizing within various screens still follows the RANDOM GENERATOR customization
settings set in the RANDOMIZE SCREEN. If randomization for the given parameter group is set to “OFF"
then parameters will not be randomized.
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Randomize SEQUENCER PATTERN step parameters and customize the randomization
amount

The _PATTERN steps have a dedicated RANDOM GENERATOR customization options. Enter the
SEQUENCER and then press ALT + LATCH / RNDM to enter the SEQ RANDOMIZE SCREEN for the selected
PATTERN.

SEDL FAMDOMIZE @PATTERH 1

SRPPLY IISEL OrL EMHUTE 257 [
OCT RHG 2 GLIDE OFF
BASE OCT a P OFF

0
H OFF
EP

HTE STEF SCALE
WEL 507
GATE L 50¢ ©5TFHR

OFF
OFF

ALT+RAMD TO RAHDOMIZE!

SEQ RANDOMIZE SCREEN

Similarly to the sound parameter randomization the SEQ RANDOMIZE SCREEN displays a list of SEQUENCER
PATTERN step parameters that can be randomized with randomization amount settings. All parameters are
listed in the section.

Push the LEFT SCREEN ENCODER (PRESETS) & RIGHT SCREEN ENCODER (PLAY MODE) to toggle between
the parameter groups and turn the encoders to set the randomization amount for each.

While the SEQ RANDOMIZE SCREEN is open, pressing ALT + LATCH / RNDM the second time will generate

random step parameter values according to the settings in the SEQ RANDOMIZE SCREEN thus generating a
PATTERN.
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INPUT SIGNAL PROCESSING

Description

The MOTOR Synth features a1/ 4 ' audio input jack on the back panel and the incoming audio signal can be

used and routed in two ways:
- An INPUT envelope follower can gate or duck MOTOR Synth VOICES or a trigger signal can be

extracted from the incoming audio for triggering the and
- Theinput signal can be mixed with the MOTOR Synth voices before (pre) and after (post) the

Note: The variable INPUT gain allows the use of audio signals of various amplitudes, including
microphone level without requiring a separate preamp. This is useful for using the microphone INPUT for
gating, ducking and triggering sounds.

List of parameter

To access INPUT signal processing press the PLAY MODE encoder and then use the LEFT SCREEN
ENCODER (PRESETS) to choose either “IN ENV FOLLOW" for INPUT envelope follower or “ROUTE SET" for
mixing the INPUT with MOTOR VOICES.

PLAY MODE

a5 HMOD SET ARP k&
SED
MOTION REC

PLAY MODE /IN ENV FOLLOW & ROUTE SET

IN ENV FOLLOW (envelope follower) and ROUTE SET (INPUT routing) each have a separate set of parameters
and this section is organized accordingly.

The lists below contain an overview of all parameters in this section. For further information refer to the
Instructions sub-section.

IN ENV FOLLOW parameters

VOICE 1 Status [VT] LEFT SCREEN INPUT envelope follower
ENCODER status for MOTOR VOICE 1 “OFF”
(PRESETS)
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VOICE 2 Status [V2]

ARPEGGIATOR
Trigger Status [ARP]

SEQUENCER Trigger
Status [SEQ)]

[MODE]

Envelope Follower
Mode [FOLLOW]

INPUT Threshold
[THRES DB]

INPUT Gain boost or
cut [GAIN DB]

[ATTACK]

[RELEASE]

INPUT Conditioning
Bandpass Filter
Cutoff [FC]

INPUT Filter
Bandwidth [BW]

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)
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INPUT envelope follower
status for MOTOR VOICE 2

INPUT trigger assignment
to ARPEGGIATOR

INPUT trigger assignment
to SEQUENCER

INPUT toggle between
GATE and DUCKING

INPUT envelope follower
mode.

The INPUT level threshold
for GATE / DUCKING

INPUT level boost or cut

Attack time for the INPUT
trigger envelope

Release time for the INPUT
trigger envelope

Center frequency of the
INPUT signal conditioning
filter

Bandwidth of the INPUT
Signal conditioning filter

HONH
“OFF”

uONn
HOFFH

uONn
“OFF”

"OFF"

“DUCKING"

“GATE"

“ENV" output level is
modulated in proportion to
the INPUT level amplitude;
“ONSET" - output level is
modulated by [ATTACK]
and [RELEASE] parameters
triggered by INPUT

transients

From -60 dB to O dB

From -20 dB to 60 dB

From 0.00 to 10.00 seconds

From 0.00 to 10.00 seconds

From 0.0 to 10.0 octaves

From O to 100 % of the
frequency spectrum
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ROUTE SET parameters

[INPUT ROUTE] RIGHT SCREEN INPUT signal routing
ENCODER (PLAY
MODE)
Input Clean Volume RIGHT SCREEN The level of INPUT
[CLEAN VOL] ENCODER (PLAY signal
MODE)

Instructions

INPUT ENVELOPE FOLLOWER

*MSTR" mix with MOTOR
VOICES post-FILTER
“VCF" mix with MOTOR
VOICES pre-FILTER

From O to 100

The IN ENV FOLLOW section allows you to utilize the INPUT signal in several ways - to gate or duck the
VOICES or to trigger the or . Furthermore, it is possible to combine these

applications.

To access the IN ENV FOLLOW SCREEN press the PLAY MODE encoder and then use the LEFT SCREEN

ENCODER (PRESETS) to choose “IN ENV FOLLOW™.

PLAY MODE

a5 HMOD SET ARP k&
SED
MOTION REC

FOLLOM EHU
THRES DB -30
GAIN DB o
TRIG DST: ATTACH 0.01
ARF OFF RELERSE 0.50

SED OFF FC 5.0
Bk 100

IN ENV FOLLOW SCREEN

The RIGHT SCREEN ENCODER (PLAY MODE) is used to toggle and change the gating and ducking
parameters. The LEFT SCREEN ENCODER (PRESETS) is used to change the gating and ducking status for

individual voices and to toggle and triggering.

The [MODE] parameter can be set in one of three states: “OFF", “DUCKING” and “GATE".

GAMECHANGER | AUDIO
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In the “OFF” mode the INPUT signal does not affect the VOICES. In the “DUCKING"” and “GATE"” modes the
VOICES can be ducked and gated respectively by the incoming audio signal. The effect is applied to a VOICE
if the VOICE status is set to “ON" with the LEFT SCREEN ENCODER (PRESETS).

IM EMY FOLLOI

FOLLOK ENY
THRES DB -30
GAIH DB 0

TRIG D3T: ATTACK 0.01
ARF OFF RELERSE  0.50

SED OFF FC 5.0
Bl 100

[MODE] set to “CATE"” and applied only to V2

Envelope Follower Mode [FOLLOW] determines how the INPUT signal's envelope affects GATE and DUCKING.

In the “ENV” mode the output volume is modulated in proportion to the amplitude of the INPUT signal, as
long as it is above the [THRES DB] level. The INPUT signal's rising and/or falling slopes can be adjusted by the
[ATTACK] and/or [RELEASE] parameters respectively.

The “ONSET"” Envelope Follower Mode [FOLLOW] does not create a full envelope based on the input signal,
but rather produces a trigger from each transient that crosses the [THRES DB] level and the following GATE
and DUCKING effect is fully determined by the values set with the [ATTACK] and [RELEASE] time parameters.

[GAIN DB] amplifies or attenuates the INPUT signal. This allows using various INPUT signal levels including
microphones on low volume sound sources, such as the human voice.

A conditioning band-pass filter can be applied to the INPUT signal to dial in a specific frequency band for
GATING and DUCKING. The INPUT Conditioning Bandpass Filter Cutoff [FC] determines the center frequency
for the filter and the INPUT Filter Bandwidth [BW] parameter determines the width of the filter band,
expressed as a percentage of the Input signal's available frequency spectrum.

The [ARP] and [SEQ] parameters allow you to use the INPUT signal to trigger the and

, either separately or both together. When either of the parameters is set to “ON” the MOTOR
Synth's clock and the current MASTER TEMPO is detached from triggering them. Instead, triggers are
generated each time the INPUT signal crosses the [THRES DB] level. Each trigger advances the
ARPEGGIATOR and/or SEQUENCER to the next step.

Note: GATE / DUCKING and TRIGGER functions are independent and can be enabled simultaneously,
but the INPUT signal conditioning parameters such as [THRES DB], [GAIN DB], [FC] and [BW] are shared.

INPUT ROUTING

The MOTOR Synth offers to mix the INPUT signal together with the MOTOR VOICES pre- and post-
This is done independently from INPUT ENV FOLLOW.

To access INPUT routing press the PLAY MODE encoder and then use the LEFT SCREEN ENCODER
(PRESETS) to choose “ROUTE SET”
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PLAY HMODE
155 r ARP
1

1
ROUTE SET

PLAY MODE / ROUTE SET

ROUTE SETTIMGS

INPUT ROUTE
CLEAH uOL

ROUTE SETTINGS SCREEN

MOTOR SYNTH MKI USER MANUAL

Both parameters in the ROUTE SETTINGS SCREEN are controlled with the RIGHT SCREEN ENCODER (PLAY

MODE).

[INPUT ROUTE] selects whether the INPUT signal is mixed with MOTOR VOICES pre-FILTER “MSTR" or

post-FILTER “VCF”

[CLEAN VOL] determines the level of INPUT signal sent to the output stage. This parameter does not affect
the INPUT signal level for the GATE / DUCKING engines.

GAMECHANGER | AUDIO
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CV AND TRIGGER INPUTS

Description

The MOTOR Synth features 3 control voltage and 3 trigger inputs on the back panel. These are labeled CV1,
CV2, CV3, TRIGI, TRIG2 and TRIG3. The CV inputs can be assigned to nearly any parameter on the MOTOR
Synth and the TRIGGERS have several predefined destinations.

The CV input range is from -10V to +10V and all CV inputs can be individually attenuated and inverted. The
TRIGGER inputs accept triggers and gates crossing 2.5V.

Instructions

CV and TRIGGERS are managed in the CV ASSIGN SCREEN and CVATTENUATE SCREEN. Push PLAY MODE
encoder and use the LEFT SCREEN ENCODER (PRESETS) to choose “CV/TRIG SET".

PLAY MODE

MODb S5ET ARP k&
1 JE SET SED
IN EMY FOLLOW MOTION REC

ROUTE SET
HLUATRIG SET
HMiDl RASSIGH

PLAY MODE / CV/TRIG SET
Use the </ > arrow buttons to navigate between both screens.

R (GEEIERY - CY RTTEHUATE >
{CUT 1.0 Iy
| UNRSSIGHED

Chg 1.0 1
UHRASSIGHED UHRASSIGHED

3 1.0 |
UNRSSIGHED | yHRSSIGHED

CV ASSIGN SCREEN CVATTENUATE SCREEN

CV/TRIG MODES

There are several [CV/TRIG MODES] in the CV ASSIGN SCREEN that determine the CV and TRIGGER
assignment. Turn the LEFT SCREEN ENCODER (PRESETS) to select one of the below:

HOFF”
CV and TRIG inputs are disabled even if there are parameters assigned

“PARAM"”

CV1 - PARAM (assigned parameter modulation mode)
CV2 - PARAM
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CV3 - PARAM

TRIG1 - OFF

TRIG2 - CLK RST (MASTER TEMPO reset)
TRIG3 - CLK (MASTER TEMPO sync)

“1V/OCT ALL"

CV1-1V/OCT ALL (pitch of all VOICES)
CV2 - PARAM

CV3 - PARAM

TRIGT - GATE ALL (gate of all VOICES)
TRIG2 - CLK RST

TRIG3 - CLK

“1vV/OCT V1/2"
CV1-1V/OCT V1
CV2 - IV/OCT V2
CV3 - PARAM
TRIG1 - GATE V1
TRIG2 - GATE V2
TRIG3 - CLK

“TRIG ARP/SEQ”

CV1-1V/OCT ALL

CV2 - PARAM

CV3 - PARAM

TRIG1 - GATE ALL

TRIG2 - TRIG A/S (trigger ARPEGGIATOR and SEQUENCER simultaneously)

TRIG3 - CLK (in this case only modulation and BPM detection is synced to external clock via TRIG3)

“TRIG ARP”

CV1-1V/OCT ALL

CV2 - PARAM

CV3 - PARAM

TRIG1 - GATE ALL

TRIG2 - TRIG ARP

TRIG3 - CLK (in this case only modulation and BPM detection is synced to external clock via TRIG3)

“TRIG SEQ"

CV1-1V/OCT ALL

CV2 - PARAM

CV3 - PARAM

TRIGT - GATE ALL

TRIG2 - TRIG SEQ

TRIG3 - CLK (in this case only modulation and BPM detection is synced to external clock via TRIG3)

CV assignment

If a CV slot is set to “PARAM" then it can be used to modulate any parameter it is assigned to.
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To assign a parameter select a PARAM assign slot by turning the RIGHT SCREEN ENCODER (PLAY MODE).
Press the encoder to start the assignment process. Adjust any knob/switch on the MOTOR Synth's front panel
or any parameter in all individual screens via the SCREEN ENCODERS to ASSIGN it as the destination. The
last adjusted parameter will be assigned to the CV input.

The assignment needs to be confirmed. If the CV ASSIGN SCREEN wasn't exited during the assignment press
RIGHT SCREEN ENCODER (PLAY MODE). If the screen was exited press ALT + SYNC TEMPO in the
MODULATION SECTION.

The confirmed assigned parameter is displayed on the right from the CV slot.

% CW ASSIGH > iRy
(JCYU/TRIG MODE PARAM

Cu1 1.3u
TRIG1T O

W2 DETUHE

CV1 assigned to FILTER CUTOFF, CV2 assigned to V2 DETUNE, CV3 assigned to V1 DECAY

To cancel the assignment process at any time press DEL.

To clear the assignment for the selected CV slot press DEL.

CV attenuation

All 3 CV inputs can be attenuated and inverted in the CV ASSIGN SCREEN. Press the > arrow button to
navigate to the CVATTENUATE SCREEN and push the LEFT SCREEN ENCODER (PRESETS) to toggle
between the CV slots and turn the encoder to attenuate and/or invert the incoming CV. The positive values
attenuate the CV and the negative values attenuate and invert it.

(i 1]Iciy B CY ATTEHLUATE *

Cul -1.0 |
UCF FC

WH [

W2 DETUHE

Cvl 1.0 |
U1 DECAY

CV linverted and CV2 attenuated by 50%
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MIDI ASSIGN

Description

The MIDI ASSIGN section gives control over MIDI mod wheel, channel pressure assignments as well as
settings for MIDI velocity curve and pitchwheel depth.

For general MIDI settings see the section.

Instructions

To access MIDI ASSIGN press the PLAY MODE encoder and then use the LEFT SCREEN ENCODER
(PRESETS) to choose “MIDI ASSIGN”
PLAY rMODE

MOD SET (ARP E
{E SET SED
W FOLLOK MOTION REC

PLAY MODE / MIDI ASSIGN

Use the </ > arrow buttons to navigate between MIDI ASSIGN and MIDI SET SCREENS.

mibi ASSIGH mibi ASSIGH ENAEE]
1
LOG WHOTE OUT JREYSE
DEPTH 1.0 UHASSIGHED JH MIH_ -2
; ( IMASSIGHE JH MAX 2
I IHASSIGHE :

SEMS 1 Ha5Iil 3
= E M5 1 TI H55 l.': 3 - " ]
=EEHS OCO [ IHASSIGHE U1 U2 DCOo

MIDI ASSIGN SCREEN MIDI SET SCREEN

MIDI mod wheel and channel pressure assignment

The MIDI ASSIGN SCREEN gives control over MIDI mod wheel and channel pressure assignments and
individual depths for each assignment slot.

Turn the RIGHT SCREEN ENCODER (PLAY MODE) to scroll through three mod wheel assignment slots and
three channel pressure assignment slots. In the example below the first mod wheel slot is highlighted.
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Press the RIGHT SCREEN ENCODER (PLAY MODE) to start the assignment process for the selected slot. The
“UNASSIGNED " text will change to “TURN KNOB" and pop-up will appear “TURN TO ASSIGN MODWHEEL
SLOT1 " which indicates that the mod wheel slot 1is armed.

JRH TO ASSIGHM MODMHEEL S5LOT 1...

DEPTH 1.0 TUREH EHOB...
f 1 IMASSIGHE

1 IMHASSIGHE

LEME [ ASSIGHE
GEME ] UHASSIGHE

'= g 0 [ | ES5IGHE

MIDI mod wheel slot T assignment

It is possible to turn any knob or encoder on the front panel or navigate to other screens and adjust any
parameter with the SCREEN ENCODERS to assign it as the destination for the selected mod wheel slot.

For example, if the TUNE VOICE 2 knob is now turned the [V2 DETUNE] parameter will be assigned to the
armed modwheel slot. This is indicated by a new pop-up on the screen “MODWHEEL SLOT 1->V2 DETUNE"..

MODIJHEEL SLOT 1 -* W2 DETUNE

JOEPTH
DEPTH i
DEPTH ]

::CH PRESSURE::
CH SEMS W1 0.5 UHASSIGHED
CH SEMS Y2 0.5 UHASSIGHED

To confirm the assignment press ALT + SYNC TEMPO in the MODULATION section. Alternatively, if the MIDI
ASSIGN SCREEN is still active, press the RIGHT SCREEN ENCODER (PLAY MODE) to confirm the assignment.

To cancel the assignment process press DEL at any time.

Any parameter in the MOTOR Synth that is assigned as an active mod wheel or channel pressure destination
is indicated by the M and CP symbols respectively.

MODWHEEL ASSIGN CHANEL PRESSURE ASSIGN

The MIDI ASSIGN SCREEN also allows to dial in the maximum mod wheel and channel pressure depth for
each individual assignment slot.
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Push the LEFT SCREEN ENCODER (PRESETS) to jump between the assignment slots and turn the encoder
to set the maximum modulation depth from the parameter’s actual value. Both positive and negative
modulation is possible.

JOEPTH
DEPTH i
]

DEPTH .
::CH PRESSLRE:::
CH SEHS W1 0.5 UHASSIGHED
CH SEHS M2 0.5 UHASSIGHED

Mod wheel slot 1 DEPTH set to -0.5 which inverts and attenuates the mod wheel by 50%

Note: The allow for two
specific behaviors of knobs and switches during the mod wheel and channel pressure assignment
process which requires the user to turn the knob of the desired parameter. One of the optional behaviors
freezes the parameter so that it is not changed during the assignment process. The other option is for
the parameter to follow the knob movement also during the assignment process.

MIDI Velocity curve and pitch wheel

The MIDI SET SCREEN offers additional MIDI control settings.
Press the LEFT SCREEN ENCODER (PRESETS) to jump between Velocity Curve [VEL CURVE] and Pitch
Wheel Depth [PITCHWH MIN / MAX] parameters. Turn the encoder to change parameter values.

[VEL CURVE] can be set to “FLAT" (no velocity), Linear “LIN", Logarithmic “LOG"” and Squared “SQ". The [VEL
CURVE] is visually represented in the lower part of the screen.

mili ASSIGH ESuNTE-1)

JVEL CURVE S0 WHOTE OUT JREYSE
PITCHIMH MIN -2
PITCHIMH MAX 2

vl 2 DCo

MIDI SET SCREEN

The [PITCHWH MIN / MAX] parameters set the minimum and maximum pitch modulation depth for MIDI
pitch wheel in semitones. Intervals up to one octave up and down are possible.

Turn the RIGHT SCREEN ENCODER (PLAY MODE) to set the [NOTE OUT] parameter which determines what

generates the MIDI note output: “KEYS” - MIDI notes generated by the KEYPAD, “SEQ" - MIDI notes
generated by the
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DELETE

Description

The DEL button allows you to reset parameters to the or currently loaded values as well
as perform additional actions in various screens.

7

MASTER TEMPO

4

CTRL

< >
‘ 0
PLAY / STOP

AVE DEL

Instructions

Reset parameters to PRESET values

To reset a single parameter to the currently loaded PRESET value, select the parameter within the
corresponding screen and press the DEL button. This will change the parameter value to the one saved in
the PRESET that was last loaded. This is indicated by a monetary pop-up message. To reset all sound
parameters to the currently loaded PRESET value press EXIT (POLY MODE) to navigate to the MAIN PLAY

SCREEN and press DEL.

In the example below V1 ACCELERATION [CURVE] is reset to the PRESET value from the VI ACCEL SCREEN.

U1 ACCEL CURYE CLEARED TO PRESET

FROM

V1 ACCEL CURVE value reset to PRESET value

Reset parameters to INIT values

To reset parameters to the INIT values navigate to the desired screen and press ALT + DEL. This will show a
prompt with a confirmation step. Use the SCREEN ENCODERS to confirm or cancel. If confirmed all
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parameters within the given screen will be reset to INIT values. To reset all sound parameters to the INIT
values press EXIT (POLY MODE) to navigate to the MAIN PLAY SCREEN and press ALT + DEL.

In the example below all FILTER parameters are cleared to INIT values from the FILTER SCREEN.

SCREEH PARAMS CLEARED TO IHIT!

FLeL)
T 1 |

1
AMT 100

FILTER parameters reset to INIT values

To change the INIT parameter values refer to the section.

Clear ARPEGGIATOR RHYTHM and SEQUENCER STEPS

and uses CLEAR and RESET to clear all or individual STEPS to the
default values.

To reset all STEPS to the default values press ALT + DEL regardless of the current STEP selection. This will
show a prompt with a confirmation step. Use the SCREEN ENCODERS to confirm or cancel.

ARP FHYTHH B o AFP FHYTHM CLERRED
[[E. == 1= — ——

e
aadlic ——
CLEAR ALL RHYTHM? e e

SUEL FATCH F ROV FROB

ARP RHYTHM all STEPS cleared to the default values

To reset the selected steps to the default values press DEL. This is indicated by a monetary pop-up message.

GEL STEPS CLEREED PAT 1
PAT : M=N MW : E E FH-.JI
$1 3 .
S17: NEN R e OFF

: B3 iiEI X
NENER ER r2

®HOTE GATE MICFD PROB
VEL GLIDE FRATCH 5T REP

SEQUENCER selected STEPS cleared to the default values

Delete MOTION RECORD lanes
uses the DEL button to erase all or individual MOTION RECORD LANES.
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To erase all MOTION RECORD LANES press ALT + DEL regardless of the current selection. This will show a
prompt with a confirmation step. Use the SCREEN ENCODERS to confirm or cancel.

1= r0TI0N REC > SPEED 4 || =r10TIOH REC > SPEED 4
1: CROSS MOD FREE TH > (41: EFMPTY 1

All MOTION REC LANES deleted

To erase a single MOTION RECORD LANE use the CTRL or LEFT SCREEN ENCODER (PRESETS) to select it
and press DEL This is indicated by a monetary pop-up message.

SLOT 1 CLEARRED!

T FFFTE
g: NCF FC W1

3: ¥1 SCALE
E-----------------
4: DRIVE ¥1

Selected MOTION REC LANE deleted
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PRESETS AND PROJECTS

Description

The MOTOR Synth PRESETS save and recall sound-related parameters, whereas PROJECTS save and recall
sound parameters, SEQUENCES, routing and system settings. All PRESETS and PROJECTS are saved and
recalled from the SD card. PRESETS are organized in BANKS. Up to 128 BANKS with 128 PRESETS each is
possible. Both the BANKS and PRESETS can be switched via MIDI. The MOTOR Synth is shipped with sample
PRESETS which can be edited, renamed, moved between BANKS or deleted.

PRESETS and PROJECTS are managed in the BROWSE PRESETS SCREEN accessible via the PRESET encoder
from the MAIN PLAY SCREEN.

7
\ \ CROSS MOD
' d

MASTER TUME TUNE YOICE 2

A

VOLUME c; 3 = FILTER

EMY

R _(i ] d!

FILTER ENV RESOMANCE
AMOUNT

1
w
=
o
>
2

7 — 7 mc v FRE 5 PITCH {5, TREM

MASTER TEMPO

Instructions

PRESET and PROJECT comparison

PRESETS are intended for storing sound patches, but PROJECTS are intended for saving ,
, settings and all settings. However, the PROJECTS also save all current sound
parameters. So loading a PROJECT also loads all PRESET parameters in the background.
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Browsing and loading PRESETS
Push the PRESET encoder whole in the MAIN PLAY SCREEN to access the BROWSE PRESETS SCREEN.

Use </ > arrow buttons to browse through BANKS. The selected BANK is indicated by a checkmark after the
BANK number.

BROKSE PRESETS

+ BAHK 1- DEMO-2 >
PC: PRESET (PRESS 'PRESET' TO LORD)

1: EFHEE TOI

0 ERTUHMHEL

W_anuHE.'FHu:lE:T

BANK 1 selected

Turn the PRESET encoder to scroll through PRESETS within the selected BANK. The selected PRESET name
is highlighted. Push the PRESET encoder to load the selected PRESET. The loaded PRESET is indicated by a
checkbox in front of the PRESET number.

BROKSE PRESETS

<*BAHK 1: [.»] DEMO_2>
PC: PRESET CPRESS 'PRESET' TO LOAD]

1- SPACE TOI
-] d: SUBBASS

3: ROBO DISCO
Y: DOPPLERTUHHEL

LOAD OPTIONS/PROJELT...

PRESET 2 loaded and PRESET 3 selected

If a note is being played during a PRESET change, the output will be temporarily muted while all sound
parameters are loaded.

It is possible to ignore and when
loading a PRESET. These PRESET Load preferences can be selected in the

Saving PRESETS

Any sound patch can be saved as a PRESET at any point. To save a PRESET enter the BROWSE PRESET
SCREEN and push the SAVE button. The top line of the screen displays “SAVE PRESET TO:" and the screen
highlights the next free PRESET slot in the selected BANK.

SAUE PRESET TO:

< BAHK 2: <<EMPTY:: >

PC: PRESET
1: {{EHFTH'}}

BAHK HEI‘-IHHE
SAVE PRESET TO...
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It is possible to select another BANK and PRESET slot, including overwriting a taken slot. Once the slot is
chosen push the SAVE button or the RIGHT SCREEN ENCODER (PLAY MODE). This opens the PRESET
NAME EDITING SCREEN. The name is edited with keys and buttons indicated on the screen.

SAUE PRESET...
BAHK: 8 PLC: 1

PRESET_1H

/

MASTER TEMPO

||||I1I|||||1||I
|||||IIIIIl||||||
|
I

|||1|IIIIH|F|||

1 e

||||||I|IIII|]||I
.||||IIIII||||||I

...:||||Illlll||||

G A M ECCH AN G ERI| AU

(=]
o

The REC key toggles the KEYPAD between letters, numbers and symbols. The PLAY / STOP key adds space,
the </ > arrow buttons move the cursor, the DEL button erases symbols, the TAP key adds an underscore
and the ALT key adds a dash.

Once the name is entered, push the SAVE button or the RIGHT SCREEN ENCODER (PLAY MODE).

If a taken PRESET slot is being overwritten a warning message is displayed. Press the RIGHT SCREEN
ENCODER (PLAY MODE) to confirm. Or the PRESET saving process can be canceled any time by pressing the
PRESETS encoder.

SAUE PRESET...
BAHK: 0 PC: 19

OVERHRITE?
Ty

THIHGS

Overwrite warning

PRESET loading with MIDI

PRESETS can be recalled via MIDI messages. For general MIDI channel configuration, refer to
section.
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To select a BANK use CC 0 and value 0-127 corresponding to the bank number. All further PC messages will
recall PRESETS in the selected BANK.

To recall a PRESET within the selected BANK use PC messages 1-128 corresponding to the PRESET slot
number.

PRESET options

To edit PRESET properties enter the BROWSE PRESETS SCREEN, turn the PRESET encoder to highlight the
required PRESET and push the RIGHT SCREEN ENCODER (PLAY MODE) indicated by “OPTIONS/PROJECT".

B1: PC2: SUBBASS

HREHAME... | #:PROJELCT::
MOYE... LOADR PROJ B

DELETE SAYE PROJ
SET RS INIT
REMOVE IHIT

PRESET OPTIONS SCREEN

The PRESET OPTIONS SCREEN allows you to edit multiple properties of the highlighted PRESET. Turn the
PRESETS encoder to highlight a property option and push the encoder to select or edit.

[RENAME] opens the PRESET NAME EDITING SCREEN. For information on this screen, refer to the
section.

REHAME PRESET...
SUBBASS

CAHLCEL

RENAME PRESET

[MOVE] opens a MOVE PRESET SCREEN. Turn the PRESETS encoder to highlight Program Change [PC] or
[BANK] parameter, press the encoder to select the parameter, turn the encoder to enter the desired [PC] or
[BANK] number, and press the encoder once more to exit the parameter. Press the RIGHT SCREEN
ENCODER (PLAY MODE) to ACCEPT the MOVE. If the selected PRESET slot is taken an warning message will
be displayed with an extra confirmation step.

MOWE PRESET TO:

PL:| 2
BAHHK: 1

B1: PCE: SUBBASS

MOVE PRESET
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[DELETE] removes the PRESET from the slot. Selecting [DELETE] opens a warning message. Push the RIGHT
SCREEN ENCODER (PLAY MODE) to confirm. To cancel push the PRESETS encoder.

B1: PCE: SUBBASS

nAreifALJ-

DELETE? i

DELETE PRESET
[SET AS INIT] allows to set the highlighted PRESET as the initial (INIT) PRESET each time the MOTOR Synth is
turned on. Selecting [SET AS INIT] opens a warning message. Push the RIGHT SCREEN ENCODER (PLAY
MODE) to confirm. To cancel push the To cancel push the PRESETS encoder.

B1: PC2: SUBBASS

AarsifAaLdr-

SET AS IHIT? i

B1-PCE
SUBBRSS

SETAS INIT

[REMOVE INIT] allows to remove the initial (INIT) PRESET and restore the FACTORY INIT PRESET. Selecting
[REMOVE INIT] opens a warning message. Push the RIGHT SCREEN ENCODER (PLAY MODE) to confirm. To
cancel push the PRESETS encoder.

BANK renaming

To rename the selected BANK enter the BROWSE PRESETS SCREEN and push the SAVE button. Then push
the PRESETS encoder indicated by “BANK RENAME" to rename the BANK.

SAUE PRESET TO:

<*BAHK 1: [.»] DEMO_2>
PC: PRESET

gl: E2 B2 L3
21: DUD0 PUHCH TRIP

gdd: CLUB ATTACK
gd: Z<EMPTH:>

BAHKE FEHAME... SAUE...

BANK RENAME option during PRESET SAVING

The BANK NAME EDITING SCREEN functions the same as the PRESET NAME EDITING SCREEN. For
information on this screen, refer to the section.

Browsing, saving and loading PROJECTS

PROJECTS are intended for saving SEQUENCES, MOTION RECORD, MASTER TEMPQO, SETTINGS MENU and
other aspects of the MOTOR Synth. Unlike PRESETS, the MOTOR Synth does not ship with sample PROJECTS.
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To access PROJECTS enter the BROWSE PRESETS SCREEN by pushing the PRESET encoder. Push the RIGHT
SCREEN ENCODER (PLAY MODE) indicated by “OPTIONS/PROJECT".

B1: PC2: SUBBASS

H #:PROJECT::
HMOVE... LOAD PROJ g

DELETE SAYE PROJ
SET RS INIT

REMOVE IHIT

PRESET OPTIONS

Turn and push the RIGHT SCREEN ENCODER (PLAY MODE) to select between PROJECT Loading [LOAD
PRQOJ] or PROJECT Saving [SAVE PROJ].

[SAVE PROJ] opens a list of PROJECTS. Turn the PRESET encoder to highlight a PROJECT slot and press the
RIGHT SCREEN ENCODER (PLAY MODE) (SAVE) to save the PROJECT. If a taken PROJECT slot is being

overwritten a warning message is displayed. Press the RIGHT SCREEN ENCODER (PLAY MODE) (SAVE) to
confirm.

I v FroacrT.

0: FIRST PROJECT

BACK SRYE...
SAVE PROJECT

[LOAD PROJ] opens the list of PROJECTS.Turn the PRESET encoder to highlight a PROJECT and press the
RIGHT SCREEN ENCODER (PLAY MODE) to load the PROJECT.

I 0o FroacrT.

0: FIRST PROJECT
1- SECOHD PROJECT

oPTIOHS... IIleRCE LOAD...

LOAD PROJECT
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To access PROJECT property options, highlight a PROJECT and pusht the PRESETS encoder for OPTIONS.
This opens the PROJECT OPTIONS SCREEN with [RENAME] and [DELETE] functions.

PROJECT OPTIOHS
FIRST PROJECT

"DELETE...

PROJECT OPTIONS

The renaming and deletion process is the same as for PRESETS. Please refer to the section
for more information.

PRESETS and PROJECTS on the SD card

PRESETS and PROJECTS can be managed on a computer, by inserting the SD card in a card reader or by
connecting the MOTOR Synth via USB cable and switching on USB MODE on the MOTOR Synth..

When connected via USB cable, power off the MOTOR Synth. Press and hold CTRL + ALT + DEL and power

on the MOTOR Synth. This will enter the USB SD CARD MODE. Now it will be visible as a USB drive on your
computer.

PRESETS and PROJECTS are stored in separate folders.

- v & Manage

Home Share View Dirive Toals .- 0
« ¥ 1 < » MOTOR SYNTH (D3) v | D D Search M
(] mName ) . Type

PROJECTS File folder
PRESETS File folder

2 itemns ==

PROJECTS and PRESETS folders
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The PRESETS folder contains subfolders for all BANKS. Renaming a BANK subfolder will change the BANK
name and CC O value. The subfolder name consists of the letter “B” followed by the CC O value “0-127" then
followed by underscore and the BANK name. For example, the subfolder name “B1_DEMO_2" is displayed in
the MOTOR Synth as “BANK 1: DEMO_2" and it is selected with CC O value 1.

v =

“ Home Share View - 0

<« L | > MOTOR SYNTH (.. > PRESETS v: | © 0 Search P...
[ Name R Date modified Type
BO_DEMO_1 26.04.2023 15:28

B1_DEMO_2 26.04.2023 15:28 File folg

< ¥

2 items = e

PRESETS folder contains BANK sub-folders

Each BANK subfolder contains PRESETS as MSPR files. Renaming the file will change the PRESET name and
PC message number. The file name consists of the letter “P” followed by the PC message number “1-128"
then followed by underscore and the PRESET name. For example, the file name “P1_SPACE TOlL.mspr" is
displayed in the MOTOR Synth as “1: SPACE TOI” and it is recalled with PC message 1.

v -

“ Home Share View o

« v 4 « PRESETS » B1_DEMC_2 v O 2 Search B...
[ Name Date modified Type ™
P1_SPACE TOLmspr MSF
| P2_SUBBASS.mspr MSP
. P3_ROBO DISCO.mspr MSP
P4_DOPPLERTUNMEL mspr MSP
P5_SPACECRAFT.mspr MSP
| P6_BASS 8STEP.mspr MSP
< >
22 items ‘ =

BROKSE PRESETS

< BANK 1: DEMO_2 >
PC: PRESET CPRESS 'PRESET' TO LOAD]

1: SFACE TOI

0 ERTUHMHEL

LOAD OPTIONS/PROJELT...

PRESETS on the SD card and MOTOR Synth
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The PROJECTS folder contains subfolders for all PROJECTS. Renaming a PROJECT subfolder will change the
PROJECT name. The subfolder name consists of the letters “Pj" followed by the PROJECT number, then
followed by an underscore and the PROJECT name. For example, the subfolder name “PjO_FIRST PROJECT"
is displayed in the MOTOR Synth as O: FIRST PROJECT.

v = (]
“ Home Share View . o

&« v 4 > MOTOR SYNTH... > PROJECTS v b D Saarchip.
[] Name Date modified Type
PjO_FIRST PROJECT File fold
Pj1_SECOND PROJECT File folc
2 >
2 items | T =

N 0 FrocrT.

0: FIRST PROJECT
1: SECOHD PROJELCT

oPTIONS... IIleRCE LOAL...

PROJECTS on the SD card and MOTOR Synth

Each PROJECT subfolder contains three files always with the same name:
“conf.msgp” - the SETTINGS MENU parameters

“preset.mspr” - the background PRESET of the PROJECT

“project.mspj” - SEQUENCES and MOTION RECORD

For a project to function properly, these files must remain with the same name.

Home Share View 0

« v 4 “ PROJE.. » PjO_FIRST PROJECT v D £ Search Pj..
[1 Name Date modified Type
conf.msgp MSGP R
| preset.mspr MSPR F
project.mspj MSPJ) Fi
< »
3 iterns ==

PROJECT files on the SD card.
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Firmware version 1.2 PRESET converter

The firmware version 1.2 was implemented with many major updates to the instrument. As a result all
PRESETS created with older firmware versions need to be converted to work properly with the latest
firmware.

The online PRESET management tool is available at:

MOTOR SYNTH

This is preset management tool for MOTOR SYNTH (MKI and MKII). You can use this tool if have Motor Synth MKI
and wish to k working presets on your Motor Synth MKI following the vi.2 update (select target MKI v1.2+).

MK (V1.2+)

Online PRESET management tool
Choose the “MK | (V1.2+)" part of the tool.
Access your and create a compressed .zip file of the whole PRESETS folder.

Drag and drop the compressed .zip file into the online PRESET management tool.

MOTOR SYNTH

= Drag and drop presets to reorder them within a bank or to move them to another bank

= Drag and drop banks to change their order

= Preset and bank numbers will change automatically

= Click on a bank or preset name to rename it

» Uploaded legacy s (ones saved with MS MK1 firmware version v1.2 or earlier) are converted to be compatible
with M5 MK1 vi.2+ prior to downloading

Drag and drop your MS presets (.zip or .mspr files) here or

LOAD GCA PRESETS

Drag and drop
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The tool will display all BANKS and PRESETS.

[B1] DEMO_2

R (19/128)
= [F2] SUBBASS
= [81] DEMO_2 (22/128)

=2 [P3] ROBO DISCO

52 [P4] DOPPLERTUNNEL

P5] SPACECRAFT

PE] BASS BSTEP

All BANKS and PRESETS in the tool

It is now possible to rename both BANKS and PRESETS by clicking on the names and to rearrange them by
clicking on the icons and dragging them.

Once all changes are done or if no changes were required, press the CONVERT & DOWNLOAD button. The
converted PRESETS will be downloaded as a compressed .zip file. It contains the PRESETS folder which needs
to be uncompressed and replace the old PRESETS folder on the SD card.
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SETTINGS MENU

Description
The SETTINGS MENU holds access to the general settings of the MOTOR Synth. These settings are stored in

To access the SETTINGS MENU press ALT + PRESETS / MENU. Use the </ > arrow buttons to navigate left
and right between various SETTINGS MENU sections. Push the LEFT SCREEN ENCODER (PRESETS) & RIGHT
SCREEN ENCODER (PLAY MODE) to highlight various parameters and turn the encoders to change values.

Some of the SETTINGS MENU parameters are duplicates to parameters in other screens. These are indicated
in the tables below.

SETTINGS MENU sections

INPUT ROUTING SCREEN

INPUT Routing [IN] LEFT SCREEN INPUT signal routing “MSTR"” mix with
ENCODER MOTOR VOICES
(PRESETS) post-FILTER

“VCF" mix with MOTOR
VOICES pre-FILTER

INPUT VOLUME SCREEN

W1 SENDYRETY  (rmeTTi)4
F r,—l [IHPUT |

MOTORS [—B%
|

U3 SEMDRET:
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INPUT Volume [VOL] | RIGHT SCREEN The level of INPUT signal From O to 100
ENCODER (PLAY
MODE)
STARTUP SCREEN

(JSTARTUF RELECTFIC

AL dn i | —
RIS
dadndads  rH

W W W IIHIHI

Startup motor LEFT SCREEN The acoustic sound of motorsat | “ELECTRIC”
sound [STARTUP] ENCODER startup “GAS”"
(PRESETS) “DIESEL"
MIDI SCREEN

LI TTA U7 HOTE It CH|
BASE C1/03 EIHE W2 HOTE IH  CHI
HOTES IH OH

=:0UT FILTER :

HOTES OUT OH :

RT OUT

STRT/STP OH

CC OuTt OH RT IH
HFRPH OUT FILT CLC/PC IM

The MIDI SCREEN provides control over MIDI input and output parameters. For extended info on full MIDI

implementation refer to the MIDI section.
Parameter Control Description Value Range
[BASE (I/O)] LEFT SCREEN The main MIDI input/output CH1-16
ENCODER channel. “ALL"
(PRESETS) “OFF”"
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[INOTES OUT]

[RT OUT]

[STRT/SP]

[CC OUT]

[INRPN OUT]

[V1 NOTE IN]

[V2 NOTE IN]

[NOTES IN]

[RT IN]

[CC/PC IN]

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

LEFT SCREEN
ENCODER
(PRESETS)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

RIGHT SCREEN
ENCODER (PLAY
MODE)

MIDI note output filter

MIDI clock output filter

Start/Stop message output filter

Continuous controller output
filter

MIDI NRPN output filter

MOTOR VOICE 1 MIDI note input
channel that overrides the
[BASE (I/O)]. Also available in the
NOTES TO VOICES SCREEN

MOTOR VOICE 2 MIDI note
input channel that overrides the
[BASE (I/O)]. Also available in the
NOTES TO VOICES SCREEN

MIDI Note input filter

MIDI clock input filter

Continuous controller and
program change input filter

PARAMETER SETTINGS AND BRIGHTNESS SCREEN
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“FILT"
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“FILT”

HO N n
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UOFFH

CH1-16
uALLn
uOFFn

UO N n
“FILT"
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(JPOT MODE RELATINE
IHHILE RASSIGH CHAHG
POPUP TIMEOUT 1 5E
FILTER UHITS CEH

W e

STROBE BRIGHT  FLULL
BUTTOH BRIGHT  HALF

The PARAMETER SETTINGS AND BRIGHTNESS SCREEN provides control over potentiometer and encoder
settings, as well as strobe and KEYPAD and button brightness.

[POT MODE] LEFT SCREEN Determines how “RELATIVE" - remaining
ENCODER potentiometers function when value range of a given
(PRESETS) the physical position does not parameter is spread
match with the value loaded across the available
with a physical range of the

potentiometer - thus
ensuring smooth knob
behavior at all times;

“JUMP” - a change of
the physical position of
a potentiometer
immediately affects the
parameter;

“CATCH" - the
parameter is affected
only after the
potentiometer crosses
the parameter value.

[WHILE ASSIGN] LEFT SCREEN Determines if physical “CHANGE" - parameters
ENCODER potentiometer and encoder are affected normally;
(PRESETS) adjustments affect parameters
during the process | “FREEZE" - parameters

are not affected

[POPUP TIMEOUT] LEFT SCREEN Determines the time duration of | From 1to 10 seconds
ENCODER pop-up Mmessages.
(PRESETS)
[FILTER UNITS] LEFT SCREEN Determines the “CENTS”
ENCODER [CUTOFF] measurement units. “HZ"
(PRESETS)
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[STROBE BRIGHT] LEFT SCREEN The brightness of the motor bay | “FULL"
ENCODER strobe “HALF"
(PRESETS) “DIM”

[BUTTON BRIGHT] LEFT SCREEN The brightness of keys and “FULL”
ENCODER buttons “HALF"
(PRESETS) “DIM”

PRESETS SETTINGS SCREEN

::LOAD FROM PRESET::

JHEYPAD (HMOTES) [OH |
i OFF

OoH

INIT PRESET: |DISABLED
LORDED: [FACTORY IHIT

The PRESETS SETTINGS SCREEN provides control over loading settings as well as information about
the selected INIT PRESET and currently loaded PRESET.

[KEYPAD (NOTES)] LEFT SCREEN Determines if the “ON”"
ENCODER parameters of each “OFF"
(PRESETS) PRESET are loaded

[RND SETTINGS] LEFT SCREEN Determines if the “ON”
ENCODER parameters of “OFF”
(PRESETS) each PRESET are loaded

[ARP SETTINGS] LEFT SCREEN Determines if the “ON”
ENCODER parameters of “OFF"
(PRESETS) each PRESET are loaded

SERVICE SCREEN

HSERVICE MODE
FACTORY RST

Fld: 1.22 Hi4 REW:0
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The SERVICE SCREEN provides information about the _version, power supply status as well as
access to the SERVICE MODE and option to reset the MOTOR Synth to the factory settings.

[SERVICE MODE] LEFT SCREEN Puts the MOTOR Synth in the
ENCODER SERVICE MODE
(PRESETS)

[FACTORY RESET] LEFT SCREEN Resets the MOTOR Synth to NA
ENCODER factory settings. This does not
(PRESETS) affect

The MOTOR Synth detects any need for calibration upon startup and offers to perform calibration if needed.
Additionally, the calibration can be manually started in the SERVICE MODE.

SERVICE MODE

IJAVE_CHLIE B
AVE_CHELCH

ACL: 43, IMAVE_CALIBE-RES
M13: 53.bC nlT

Note: Disconnect the MOTOR Synth from speakers and headphones when performing calibration, as
it may produce loud output.

PADLOCK SCREEN

Nobody knows why that padlock is there.
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MIDI IMPLEMENTATION

MIDI basic information

Transmit/ Recognize/ Remarks

Export Import

1. Basic information

MIDI channels 1-16 1-16 Available settings from MIDI IN/OUT:

e BASE CHANNEL -
Receive/Transmit CC/PC/NRPN
channel;

e Vi1CH,V2CH,DCOCH -
Receive/Transmit midi notes per
voice

MIDI message filters input: NOTES,
RT(Clock), CC/PC, NRPN

MIDI message filters output: NOTES,
RT(Clock), START/STOP, CC/PC, NRPN

Note numbers 0 -127 0 - 127 As Motor Synth's input system supports
microtonality, it sends closest frequency
note on/off messages

Program change No Yes Selects and loads preset from SD card in
current bank if exists.

Bank Select response? No Yes Selects current bank if exists in SD card

Mode 1: Omni-On, Poly No Yes Accepts all midi channels, POLY set to

Mode 2: Omni-On, Mono No Yes maximum (POLY) for all voices, all sound

Mode 3: Omni-Off, Poly No Yes off event

Mode 4: Omni-Off, Mono No Yes Accepts all midi channels, POLY set to

Multi Mode No No minimum (UNI) for all voices, all sound off
event

Accepts set midi channels, POLY set to
max (POLY) for all voices, all sound off
event

Accepts set midi channels, POLY set to
minimum (UNI) for all voices, all sound off
event

Note-On Velocity No Yes Assignable with depth coefficient for all
envelopes separately (AMP, FILTER, MOD)

Note-Off Velocity No No
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Channel Aftertouch (Yes/No) No Yes Assignable to 3 parameters
simultaneously (MIDI ASSIGN)

Poly (Key) Aftertouch (Yes/No) No No

Pitch Bend (Yes/No) No Yes Accepts pitch bend in channels set in
voice midi channel settings (MIDI
IN/OUT)

Active Sensing (Yes/No) No No

System Reset (Yes/No) No No

Tune Request (Yes/No) No No

Universal System Exclusive:

Sample Dump Standard No

Device Inquiry No

File Dump No

MIDI Tuning No

Master Volume No

Master Balance No

Notation Information No

Turn GM1 System On No

Turn GM2 System On No

Turn GM System Off No

DLS-1 No

File Reference No

Controller Destination No

Key-based Instrument Ctrl No

Master Fine/Coarse Tune No

Other Universal System Exclusive No

Manufacturer or Yes Yes OX00 0x21 OX6D

Non-Commercial System

Exclusive

NRPNs (Yes/No) Yes Yes Motor synth accepts all parameter

change including sound and global
parameters thru NRPN (see NRPN table).
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RPN oo (Pitch Bend Sensitivity) No No
RPN 01 (Channel Fine Tune) No No
RPN 02 (Channel Coarse Tune) No No
RPN 03 (Tuning Program Select) No No
RPN 04 (Tuning Bank Select) No No
RPN 05 (Modulation Depth No No
Range)

2. MIDI Timing and
Synchronization

MIDI Clock (Yes/No) Yes Yes Synced SEQUENCER, ARP, MOTION REC,
MODULATION options

Song Position Pointer (Yes/No) No No

Song Select (Yes/No) No No

Start (Yes/No) Yes Yes Resets SEQUENCER, ARP, MOTION REC,
Continue (Yes/No) No Yes MODULATION position to start after first
Stop (Yes/No) Yes Yes MIDI clock event after start event

MIDI Time Code (Yes/No) No No

MIDI Machine Control (Yes/No) No No

MIDI Show Control (Yes/No) No No

If yes, MSC Level supported

3. Extensions Compatibility

General MIDI compatible? No No
Is GM default power-up mode?

DLS compatible? No No
Standard MIDI Files No No
XMF Files No No
SP-MIDI compatible? No No
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CC MAP

o] BANK No Yes MSB only

1 MODWHEEL No Yes MSB. LSB is CC33
2 MOD RATE LFO1 Yes Yes MSB. LSB is CC34
3 MOD RATE LFO2 Yes Yes MSB. LSB is CC35
4 | MOD RATE LFO3 Yes Yes MSB. LSB is CC36
5 | MOTOR VOL Yes Yes MSB. LSB is CC37
6 | DATA ENTRY MSB (used for NRPN) No Yes MSB. LSB is CC38
7 | VOLUME Yes Yes MSB. LSBis CC39
8 NULL Yes Yes MSB. LSB is CC40
9 |VvivoL Yes Yes MSB. LSB is CC41
10 | V2VOL Yes Yes MSB. LSB is CC42
11 | VCFFC Yes Yes MSB. LSB is CC43
12 | NULL Yes Yes MSB. LSB is CC44
13 NULL Yes Yes MSB. LSB is CC45
14 | VCF RES Yes Yes MSB. LSB is CC46
15 [ NULL Yes Yes MSB. LSB is CC47
16 | NULL Yes Yes MSB. LSB is CC48
17 | VCF EG Yes Yes MSB. LSB is CC49
18 | V1 DELAY Yes Yes MSB. LSB is CC50
19 | V1HOLD Yes Yes MSB. LSB is CCs1
20 | V1 ATTACK Yes Yes MSB. LSB is CCs2
21 | V1 DECAY Yes Yes MSB. LSB is CC53
22 | V2 ATTACK Yes Yes MSB. LSB is CCs4
23 | V2 DECAY Yes Yes MSB. LSB is CCs5
24 | V2 DELAY Yes Yes MSB. LSB is CC56
25 | V2HOLD Yes Yes MSB. LSB is CCs7
26 | VCF ATTACK Yes Yes MSB. LSB is CC58
27 | VCF DECAY Yes Yes MSB. LSB is CC59
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28 | VCF DELAY Yes Yes MSB. LSB is CC60
29 | VCF HOLD Yes Yes MSB. LSB is CC61
30 | KEYTRACK AMNT Yes Yes MSB. LSB is CC62
31 | KEYTRACK GLIDE Yes Yes MSB. LSB is CC63
32 [ NULL No No RESERVED
33 | LSB for CC1 MODWHEEL Yes Yes LSB for CC1
34 | LSB for CC2 MOD RATE LFO1 Yes Yes LSB for CC2
35 | LSB for CC3 MOD RATE LFO2 Yes Yes LSB for CC3
36 | LSBfor CC4 MOD RATE LFO3 Yes Yes LSB for CC4
37 | LSB for CC5 MOTOR VOL Yes Yes LSB for CCs
LSB for CC6 DATA ENTRY MSB (used for
38 | NRPN) Yes Yes LSB for CC6
39 | LSBfor CC7 VOLUME Yes Yes LSB for CC7
40 | LSB for CC8 NULL Yes Yes LSB for CC8
41 | LSB for CCo V1 VOL Yes Yes LSB for CCg
42 | LSB for CC10 V2 VOL Yes Yes LSB for CC10
43 | LSB for CC11 VCF FC Yes Yes LSB for CC11
44 | LSB for CC12 NULL Yes Yes LSB for CC12
45 | LSB for CC13 NULL Yes Yes LSB for CC13
46 | LSB for CC14 VCF RES Yes Yes LSB for CC14
47 | LSB for CC15 NULL Yes Yes LSB for CC15
48 | LSB for CC16 NULL Yes Yes LSB for CC16
49 | LSB for CC17 VCF EG Yes Yes LSB for CC17
50 | LSB for CC18 V1 DELAY Yes Yes LSB for CC18
51 | LSB for CC19 V1 HOLD Yes Yes LSB for CC19
52 | LSB for CC20 V1 ATTACK Yes Yes LSB for CC20
53 | LSB for CC21 V1 DECAY Yes Yes LSB for CC21
54 | LSB for CC22 V2 ATTACK Yes Yes LSB for CC22
55 | LSB for CC23 V2 DECAY Yes Yes LSB for CC23
56 | LSB for CC24 V2 DELAY Yes Yes LSB for CC24
57 | LSB for CC25 V2 HOLD Yes Yes LSB for CC25
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58 | LSB for CC26 VCF ATTACK Yes Yes LSB for CC26
59 | LSB for CC27 VCF DECAY Yes Yes LSB for CC27
60 | LSB for CC28 VCF DELAY Yes Yes LSB for CC28
61 | LSB for CC29 VCF HOLD Yes Yes LSB for CC29
62 | LSB for CC30 KEYTRACK AMNT Yes Yes LSB for CC30
63 | LSB for CC31 KEYTRACK GLIDE Yes Yes LSB for CC31
64 | SUSTAIN on/off NOT SUPPORTED No No LSB only
65 | ACCEL LINK Yes Yes LSB only
66 | ENV LINK Yes Yes LSB only
67 | CROSS PW Yes Yes LSB only
68 | CROSS MOD Yes Yes LSB only
69 | DRIVE Yes Yes LSB only
70 | TONE V1 Yes Yes LSB only
71 | TONE V2 Yes Yes LSB only
72 | V1 ACCEL Yes Yes LSB only
73 | V1 ACCEL FROM Yes Yes LSB only
74 | V1 BRAKE Yes Yes LSB only
75 | V1 BRAKE TO Yes Yes LSB only
76 | V2 ACCEL Yes Yes LSB only
77 | V1 ACCEL FROM Yes Yes LSB only
78 | V2 BRAKE Yes Yes LSB only
79 | V1 BRAKE TO Yes Yes LSB only
80 | V1SUSTAIN Yes Yes LSB only
81 | V1 RELEASE Yes Yes LSB only
82 | V2 SUSTAIN Yes Yes LSB only
83 | V2 RELEASE Yes Yes LSB only
84 | VCF SUSTAIN Yes Yes LSB only
85 | VCF RELEASE Yes Yes LSB only
86 | OSC DRIFT RATE Yes Yes LSB only
87 | NULL Yes Yes LSB only
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88 | NULL Yes Yes LSB only
89 | MOD1 CLK SRC Yes Yes LSB only
90 | MOD2 CLK SRC Yes Yes LSB only
91 | MOD3 CLKSRC Yes Yes LSB only
92 | OSC DETUNE Yes Yes LSB only
03 | V1 DETUNE Yes Yes LSB only
94 | V2 DETUNE Yes Yes LSB only
05 | KEYTRACK Yes Yes LSB only
06 | DATA INCREMENT NOT SUPPORTED No No LSB only
97 | DATA DECREMENT NOT SUPPORTED No No LSB only
98 | NRPN LSB (see NRPN parameter list) Yes Yes LSB

99 | NRPN MSB (see NRPN parameter list) Yes Yes MSB

100 | RPN NOT SUPPORTED No No LSB

101 | RPN NOT SUPPORTED No No MSB

102 | MOD1 SHAPE Yes Yes LSB only
103 | MOD2 SHAPE Yes Yes LSB only
104 | MOD3 SHAPE Yes Yes LSB only
105 | MOD DEPTH 1A Yes Yes LSB only
106 | MOD DEPTH 1B Yes Yes LSB only
107 | MOD DEPTH 2A Yes Yes LSB only
108 | MOD DEPTH 2B Yes Yes LSB only
109 | MOD DEPTH 3A Yes Yes LSB only
110 | MOD DEPTH 3B Yes Yes LSB only
111 | V1 SCALE Yes Yes LSB only
112 | V2 SCALE Yes Yes LSB only
113 | CROSS SCALE Yes Yes LSB only
114 | V1 WAVE Yes Yes LSB only
115 | V2 WAVE Yes Yes LSB only
116 | FM AM Yes Yes LSB only
117 | VCF TYPE Yes Yes LSB only
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118 | VA FILT Yes Yes LSB only

119 | V2 FILT Yes Yes LSB only

120 | All Sound Off No Yes LSB only (any value)

121 | Reset All Controllers No Yes LSB only (any value)

122 | Local Control On/Off No Yes LSB only (any value)

123 | All Notes Off No Yes LSB only (any value)

124 | Omni Mode Off (+ all notes off) No Yes LSB only (any value)

125 | Omni Mode On (+ all notes off) No Yes LSB only (any value)
Mono Mode On (all voices to minimal poly

126 | setting, * all notes off) No Yes LSB only (any value)
Poly Mode On (all voices to max poly setting, +

127 | all notes off) No Yes LSB only (any value)

NRPN MAP

NRPN PARAMETER

ADDR

0 ViVOL

1 V2VOL

2 MOTOR VOL
9 CLEAN VOL
DRIVE

VCF RES
VCF FC

VCF EG

V1 DETUNE

10
13
16
19
22
V2 DETUNE
DETUNE MIN
DETUNE MAX
DRIFTIDETUNE
CROSS MOD

23
25
26
27
28

29 ALL FREQ

30 V1 ACCEL
31
32

33

V1 BRAKE
V1 ACCEL FROM
V1 BRAKE TO
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TYPE

UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
UNIPOLAR FLOAT

BIPOLAR FLOAT

UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR INTEGER
BIPOLAR INTEGER

PARAMETER
VALUE RANGE

w1
w1

w1

o]

0

0
0..1
0..1

0.1

0 ..12000
-1.0..1
-12..0..12
-12..0..12
-12..-1
1..12

-50..0..50

-1200 .. O ...
1200

-12..0..12

-12..0..12

MIDI DATA RANGE (NRPN) RETAINS
0 ..16383 No
0..16383 No
0 ..16383 No
0..16383 No
0 ..16383 No
0 ..16383 No
0 ..12000 No
0..8192 ..16383 No
0..8192..16383 No
0..8192 ..16383 No
0..-1 No
0..12 No
0..8192 ..16383 No
0 ..16383 No
0..8192 ..16383 No
0 ..16383 No
0..16383 No
8180 .. 8192 .. 8204 No
8180 .. 8192 ... 8204 No
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34
35
36
37
38
39
40
1
48
49
51
54
55
57
60
61
63
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88

V1 ACCEL CURVE
V1 ACCEL MODE
V2 ACCEL

V2 BRAKE

V2 ACCEL FROM
V2 BRAKE TO
V2 ACCEL CURVE
V2 ACCEL MODE
V1 WAVE

V2 WAVE

VCF TYPE V1

V1 SCALE

Va2 SCALE
KEYTR MODE V1
KEYTR AMT V1
KEYTR AMT V2
KEYTR GLIDE V1
V1 ENV TYPE

V1 DELAY

V1 ATTACK

V1 DECAY

V1 SUSTAIN

V1 HOLD

V1 RELEASE

V1 ATT CURVE
V1 DEC CURVE
V1SUS TIME

V1 REL CURVE
V1 ENV RST

V1 VEL SCALE
V2 ENV TYPE

V2 DELAY

V2 ATTACK

V2 DECAY

V2 SUSTAIN

V2 HOLD

V2 RELEASE

V2 ATT CURVE
V2 DEC CURVE
V2 SUS TIME
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BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR INTEGER
BIPOLAR INTEGER
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT

8180 .. 8192 .. 8204
8180 .. 8192 .. 8204

o

0..

(o]
0.
(o]
(o]

O O 0o O 0o o O O O O O O O O O o o o o o o o o o o o o o o o o o
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.. 8192 .. 16383
1

.. 16383

.. 16383

.. 8192 ... 16383

1

A A WO W W

w1

.. 8192 .. 16383
.. 8192 .. 16383
.. 16383

.6

.. 16383

.. 16383

.. 16383

.. 16383

.. 16383

.. 16383

.. 8192 ..16383
.. 8192 ... 16383
.. 16383

.. 8192 .. 16383
.1

.. 8192 .. 16383
.6

.. 16383

.. 16383

.. 16383

.. 16383
..16383

.. 16383

.. 8192 ..16383
.. 8192 ... 16383
.. 16383

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
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89
90
o1
105
106
107
108
109
110
11
112
113
114
115
116
117
144
145
146
148
149
150
151
152
153
154
155
156
157
158
159
160
161
162
163
164
165
166
167
168

V2 REL CURVE
V2 ENV RST

V2 VEL SCALE
VCF ENV TYPE
VCF DELAY

VCF ATTACK
VCF DECAY

VCF SUSTAIN
VCF HOLD

VCF RELEASE
VCF ATT CURVE
VCF DEC CURVE
VCF SUS TIME
VCF REL CURVE
VCF ENV RST
VCF VEL SCALE
UNLINK MODE
ACCEL LINK
ENV LINK

MOD RATE LFO1
MOD RATE LFO2
MOD RATE LFO3
MOD1 SUBDIV UP

MOD1 SUBDIV DOWN

MOD2 SUBDIV UP

MOD2 SUBDIV DOWN

MOD3 SUBDIV UP

MOD3 SUBDIV DOWN

MOD1 ACT SLOT
MOD2 ACT SLOT
MOD3 ACT SLOT
V1 PITCH MOD
V1 AMP MOD

FC MOD

RES MOD

V2 PITCH MOD
V2 AMP MOD
MOD1 SHAPE
MOD2 SHAPE
MOD3 SHAPE
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BIPOLAR FLOAT
UNIPOLAR INTEGER
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER

© o © 0 © o

.12

.12

[y

MOTOR SYNTH MKI USER MANUAL

w1

.6

.. 16383
.. 16383
.. 16383
.. 16383
.. 16383
.. 16383

.. 16383

w1

w1
w4
w4
.. 16383
.. 16383
.. 16383

© o © o © o

.. 8192 ...

.. 8102 ..

.. 8192 ...
.. 8192 ...

.. 8192 ...

.. 8102 ..

.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ...

16383

16383

16383
16383

16383

16383

16383
16383
16383
16383
16383
16383

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
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169
170
171
172
173
174
175
176
177
178
179
180
181
182
183
184
185
186
187
188
189
190
191
192
193
194
195
106
197
108
199
200
201
202
203
204
205
206
207
208

MOD1 SLOPE

MOD2 SLOPE

MOD3 SLOPE
MOD1 X OFFS STEP

MOD1 X OFFS TRI

MOD1 X OFFS SQ

MOD1 X OFFS SAW UP
MOD1 X OFFS SAW DOWN
MOD1Y OFFS STEP
MOD1Y OFFS TRI

MOD1Y OFFS SQ

MOD1Y OFFS SAW UP
MOD1 Y OFFS SAW DOWN
MOD2 X OFFS STEP
MOD2 X OFFS TRI
MOD2 X OFFS SQ

MOD2 X OFFS SAW UP
MOD2 X OFFS SAW DOWN
MOD2 Y OFFS STEP
MOD2Y OFFS TRI

MOD2 Y OFFS SQ

MOD2 Y OFFS SAW UP
MOD2 Y OFFS SAW DOWN
MOD3 X OFFS STEP

MOD3 X OFFS TRI

MOD3 X OFFS SQ

MOD3 X OFFS SAW UP
MOD3 X OFFS SAW DOWN
MOD3Y OFFS STEP
MOD3Y OFFS TRI

MOD3Y OFFS SQ
MOD3 Y OFFS SAW UP
MOD3 Y OFFS SAW DOWN
MOD1 CURVE TRI

MOD1 PW PWM

MOD1 CURVE SAW UP
MOD1 CURVE SAW DOWN
MOD2 CURVE TRI

MOD2 PW PWM

MOD2 CURVE SAW UP
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UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT

O O o o o o o

O O O O 0O O 0O O O O O O O O o o o o o o o o o o o o o o o o

.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
.05
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.. 16383
.. 16383
.. 16383

.. 8102 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8102 ...
.. 8192 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8102 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8102 ...
.. 8102 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..

16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383
16383

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
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209
210
211
212
213
214
215
216
217
218
219
220
221
222
223
224
225
226
227
228
229
230
231
232
233
234
235
236
237
238
239
240
241
242
243
244
245
246
247
248

MOD2 CURVE SAW DOWN

MOD3 CURVE TRI
MOD3 PW PWM
MOD3 CURVE SAW UP

MOD3 CURVE SAW DOWN

STEP MOD1 TYPE
STEP MOD2 TYPE
STEP MOD3 TYPE
STEP MOD1 STEPS
STEP MOD2 STEPS
STEP MOD3 STEPS
STEP MOD1 PATT
STEP MOD2 PATT
STEP MOD3 PATT
NOISE MOD1 GRAIN
NOISE MOD2 GRAIN
NOISE MOD3 GRAIN
MOD1 ENV TYPE
MOD1 DELAY
MOD1 ATTACK
MOD1 DECAY
MOD1 SUSTAIN
MOD1 HOLD
MOD1 RELEASE
MOD1 ATT CURVE
MOD1 DEC CURVE
MOD1 SUS TIME
MOD1 REL CURVE
MOD1 ENV RST
MOD2 ENV TYPE
MOD2 DELAY
MOD2 ATTACK
MOD2 DECAY
MOD2 SUSTAIN
MOD2 HOLD
MOD2 RELEASE
MOD2 ATT CURVE
MOD2 DEC CURVE
MOD2 SUS TIME
MOD2 REL CURVE
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BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT

N O O O

N

N

O O o O o o o o o o o o o
D

O O o O O O o O O O O 0O O O O 0o o o o 0o 0o 0o o 0o o o o o o o o o o o o o o o o o
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c o oo »h b b

..16383
..16383
.. 16383

.. 16383
.. 16383
.. 16383
.. 16383
.. 16383
.. 16383

.. 16383

.1
.6

.. 16383
.. 16383
.. 16383
.. 16383
.. 16383
..16383

.. 16383

.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8102 ...
.. 8192 ..

.. 8102..
.. 8102..

.. 8192 ...

.. 8192 ...
.. 8192 ..

.. 8192 ...

16383
16383
16383
16383
16383

16383
16383

16383

16383
16383

16383

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
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249
250
251
252
253
254
255
256
257
258
259
260
261
274
275
276
277
278
279
280
281
283
284
285
286
287
288
289
290
201
292
204
205
297
208
300
301
302
303
304

MOD2 ENV RST
MOD3 ENV TYPE
MOD3 DELAY
MOD3 ATTACK
MOD3 DECAY
MOD3 SUSTAIN
MOD3 HOLD
MOD3 RELEASE
MOD3 ATT CURVE
MOD3 DEC CURVE
MOD3 SUS TIME
MOD3 REL CURVE
MOD3 ENV RST
MOD1 CLK SRC
MOD2 CLK SRC
MOD3 CLK SRC
MOD1 PHASE RST
MOD2 PHASE RST
MOD3 PHASE RST
V1 POLY

Va2 POLY

PWH R LOW

PWH R HI

MODW ASSIGN 1
MODW ASSIGN 2
MODW ASSIGN 3
MODW SCALE 1
MODW SCALE 2
MODW SCALE 3
CH PRES ASSIGN V1
CH PRES ASSIGN V2
CH PR SCALE V1
CH PR SCALE V2
ARP V1

ARP V2

ARP MODE

ARP TIME DIV
ARP GATE LEN
ARP SWING

ARP NOTE REPEAT
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UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER

O O O o o o o o
Sl
O

©O o o o o o o o o
w iR

w

N
N
o

o O o o
o :
»
N

o o o o o

01..0.9

0..3

4
w4
4

O O o O O O o O O O O 0O O O O 0o o o o 0o 0o 0o o 0o o o o o o o o o o o o o o o o o
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w1

.6

..16383
.. 16383
.. 16383
.. 16383
.. 16383
.. 16383
.. 8192 ..
.. 8102 ...
.. 16383
.. 8192 ..

.1

o w w

.. 464
.. 464
.. 464
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 464
.. 464
.. 8192 ..
.. 8192 ..

.. 16383
.. 16383

16383
16383

16383

16383
16383
16383

16383
16383

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
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305
306
307
308
309
310
31
312
313
314
315
316
317
318
319
320
321
322
323
324
325
326
327
328
329
330
331
332
333
334
336
337
340
341
342
343
344
345
346
347

ARP PATTERN LEN
ARP ACCENT PAT
ARP PATT SHIFT
ARP PATT REP
KEYS ROOT
KEYS SCALE
KEYS STEP

KEY C B1

KEY C B2

KEY C B3

KEY C B4

KEY C Bs

KEY C B6

KEY C B7

KEY C B8

VOC LSB

VOC RSB

VOC Q

VOC FC

VOC BLEND
VOC BW

VOC FILT COUNT
VOC ON

VOC IN GAIN
OSC DRIFT RATE
DETUNE CTRL 2
DETUNE CTRL 3
DETUNE CTRL 4
CROSS V1
CROSS V2
CROSS PW
CROSS SCALE
TONE MODE
TONE V1

TONE V2

RND VOICE EN
RND D WAVE
RND D AMP ENV
RND D ACCEL
RND D VCF
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UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER

o

o

© N

N
N
o

3.2189 .. 0.6158
3.2189 .. 9.6158
0.

0.

o O o o o o o o o o o

o O O o o o o o o o o o o o o

N N N N

.11
.. 10

.2

.. 7900
.. 7900
.. 7900
.. 7900
.. 7900
.. 7900
.. 7900
0..

7900

.2

.2

¢}

¢}

O O 0o O o o O O O O O 0O O 0O O O O 0o o 0o o o o o o o o o o o o o o o o o o
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w7
-9
8180 .. 8192 .. 8204
-3
w11

.. 10

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
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348
349
350
351
352
353
354
355
356
357
358
359
361
364
365
366
367
368
369
370
371
372
374
375
376
377
378
379
380
381
382
383
8192
8103
8194
8195
8196
8197
8108
8200

RND D DRIVE
RND D NOTES
RND D DETUNE
RND D MOD1
RND D MOD2
RND D MOD3
RND D MOD DST
RND D CROSS
RND D ARP

RND D POLY

V1 SUS BREAK
V2 SUS BREAK
VCF SUS BREAK
MOD1 SUS BREAK
MOD2 SUS BREAK
MOD3 SUS BREAK
MOD1 VEL SCALE
MOD2 VEL SCALE
MOD3 VEL SCALE
ARP OCT RANGE
DETUNE EN V1
DETUNE EN V2
ARP GLOBAL ON
MOD1A SCALE
MOD2A SCALE
MOD3A SCALE
MOD1B SCALE
MOD2B SCALE
MOD3B SCALE
V1 FILT

V2 FILT

FM | RING
VOLUME

IN ROUTE
MASTER ROUTE
TUNE

LATCH

V1M CURVE

V2 M CURVE

VCF M CURVE
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UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT

N N N N N S

©o o o oo o o o o o
~

[N

1
KN
o o o o o o o o o o
: i

[E [E

o O O O o o o o o o o o o o o
i

[y

N
N
o

.12

-2..0..2

-2.0..2

-2.0..2

8190

8180 .. 8192 ... 8204

0.

o]
0.
(o]

O O O o o o o o o o o o o o o o o o o

o O O O o o o o o o o o o o o
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N N N R S S

4
4

.1

.. 8192 ...
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ..
.. 8192 ...
.. 8192 ..
.. 8192 ..

w1
w1

w1

.. 16383
.. 16383
.. 16383
.. 16383
.. 16383
.. 16383

1

.. 8102..

.. 8192 ...

8192 ...

16383
16383
16383
16383
16383
16383
16383
16383
16383

.. 8192 ... 8194

16383
16383
16383

No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
No
Yes
Yes
No
No
No
No
No
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8203
8204
8205
8206
8207
8208
8209
8210
8211
8212
8213
8214
8215
8216
8218
8219
8220
8221
8222
8223
8224
8225
8226
8228
8229
8230
8231
8232
8233
8234
8235
8236
8237
8238
8240
8241
8242
8243
8244
8245

MOD1 M CURVE
MOD2 M CURVE
MOD3 M CURVE
MASTER BPM
EXT PPQ

CV TRIG MODE
CV1 ASSIGN

CVa ASSIGN

CV3 ASSIGN
CV1ATTEN

CV2 ATTEN

CV3 ATTEN
KEYPAD V1
KEYPAD Va2
SEQEN
VELOCITY CURVE
BANK

PRESET

LOAD KEYBANK
IN GATE MODE

IN GATE FOLLOW
IN GATE V1

IN GATE V2

IN TRIG ARP

IN TRIG SEQ

IN GATE THRES
IN GATE GAIN

IN GATE ATT

IN GATE REL

IN GATE FC

IN GATE BW

MIDI BASE CH
MIDI CH V1
MIDICH Va2
MIDI RT IN FILT
MIDI CC IN FILT
MIDI NOTES IN FILT
MIDI CLK OUT FILT
MIDI TRANSP OUT FILT
MIDI CC OUT FILT
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BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
BIPOLAR FLOAT
BIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT
BIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR FLOAT
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER

-2 .

-2 .

-2 .

O O o o o o o o o o o o o

0.2

0.2

0..2

. 127

.. 127

O O o O O O o O O O O 0O O O O 0o o o o 0o 0o 0o o 0o o o o o o o o o o o o o o o o o
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.. 8192 .. 16383
.. 8192 .. 16383
.. 8192 .. 16383
.. 16383

w1

w7

.. 464

.. 464

.. 464

.. 8192 .. 16383
.. 8192 .. 16383
.. 8192 .. 16383
.1

w1

w1

w3

.. 127

.. 127

w1
w1

.. 16383

.. 8192 .. 16383
.. 16383

.. 16383

.. 16383

.. 16383

.17

.17

.17

w1

No
No
No
No
Yes
No
No
No
No
No
No
No
No
No
No
No
No
No
Yes
No
No
No
No
No
No
No
No
No
No
No
No
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes

Yes
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8246
8247
8248
8249
8250
8251
8252
8253
8254
8255
8256
8257
8258
8259
8260
8261
8262
8263
8264
8265
8266
8267
8268
8269

8270

8271
8272
8273
8274

MIDI NRPN OUT FILT
MIDI NOTES OUT FILT
POT BEHAVIOR
STROBE BRIGHT

BUT BRIGHT
CUTOFF UNITS

RND DEPTH

SEQ RAND ALL STEPS
SEQ RAND NOTE STEP
SEQ RAND BASE

SEQ RAND RANGE
SEQ RAND VEL

SEQ RAND GATELEN
SEQ RAND MUTE
SEQ RAND MICRO
SEQ RAND RATCH
SEQ RAND PROB
SEQ RAND REP

KEEP STOLEN

MOT STARTUP

MIDI OUT NOTE SRC
RND LOAD EN
PARAM POPUP TIME
SEQ RAND GLIDE

INIT PRESET REF

ARP LOAD EN

VAL FREEZE AT ASSIGN
INIT TUNING

MIDI CLK WHEN STOP

MIDI SYSEX

GENERAL INFO REQUEST

Sysex status byte [1 byte]

UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR FLOAT

UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER

UNIPOLAR INTEGER

UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER
UNIPOLAR INTEGER

Real-time/None Real-time byte [1 byte]

Ping in this general channel [1 bytes]
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& 0.1 Yes
& 0.1 Yes
& 0.2 Yes
& 0.2 Yes
& -2 Yes
& 0.1 Yes
1 0..16383 No
1 0.1 o
2 0.2 No
® -5 No
= -5 No
- 0.4 No
- 0.4 No
“ 0-4 No
“ 0.4 No
“ 0.4 No
“ 0.4 No
“ 0.4 No
& 0.1 Yes
& -2 Yes
& 0.1 Yes
& 0.1 Yes
9 °-9 Yes
° -5 No
COFFFFFF O - OXOOFFFFFF Ves
= 0.1 Yes
o 0.1 Yes
03 ©..63 Yes
o 0.1 Yes
OxFO
Ox7E

Oxhh (if OX7F responds if any channel)
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General info (sublD - 1) [1 byte] 0x06

Gen. info request(sublD - 2) [1 byte] 0x01

End of sysex [1 byte] F7
GENERAL INFO RESPONSE

Sysex status byte [1 byte] OxFO

Real-time/None Real-time byte [1 byte] Ox7E

MS Base channel [1 bytes]

Oxhh (Ox7F if all)

General info (sublD - 1) [1 byte]

0x06

Gen. info replay(sublD - 2) [1 byte]

0x02

Manufacturers System Exclusive id code [3 byte]

0x00 0x21 Ox6D

Device family code [2 bytes] 0x00 0x01

Device family member code [2 bytes] 0x00 0x01

Software revision level. Format device specific [2 bytes 0x00 0x01

now]

End of sysex [1 byte] F7
GLOBAL PARAMETER REQUEST

Sysex status byte [1 byte] OxFO

Real-time/None Real-time byte [1 byte] OX7E

Ping in this general channel [1 bytes]

Oxhh (if Ox7F responds if any channel)

Data Dump (sublD - 1) [1 byte]

Oox07

Gen. param dump request (sublD - 2) [1 byte]

Ox01

Manufacturers System Exclusive id code [3 bytes]

0Ox00 0x21 Ox6D

End of sysex [1 byte] F7
GLOBAL PARAMETER DUMP
Sysex status byte [1 byte] OxFO

GAMECHANGER | AUDIO
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Real-time/None Real-time byte [1 byte]

Ox7E

Manufacturers System Exclusive id code [3 bytes]

Ox00 0x21 Ox6D

Data Dump (sublD - 1) [1 byte] 0x07
Global param dump request (sublD - 2) [1 byte] 0x01
Device family code [2 bytes] 0x00 0xO01
Device family member code [2 bytes] 0x00 0x01

All Global parameter value data in 14b format (MSB, LSB)
ordered by NRPN ID [size: parameter count x 2 bytes]

Oxhh Oxhh Oxhh ... Oxhh

End of sysex [1 byte] F7
SOUND PARAMETER REQUEST

Sysex status byte [1 byte] OxFO

Real-time/none Real-time byte [1 byte] Ox7E

Ping in this general channel [1 bytes]

Oxhh (if Ox7F responds if any channel)

Data Dump (sublD - 1) [1 byte]

Oox07

Sound parameter dump request (sublD - 2) [1 byte]

0x02

Manufacturers System Exclusive id code [3 bytes]

Ox00 0x21 Ox6D

End of sysex [1 byte] F7
SOUND PARAMETER DUMP

Sysex status byte [1 byte] OxFO

Real-time/None Real-time byte [1 byte] OX7E

Manufacturers System Exclusive id code [3 bytes]

0x00 0x21 Ox6D

Data Dump (sublD - 1) [1 byte] 0x07
Sound parameter dump request (sublD - 2) [1 byte] 0x02
Device family code [2 bytes] 0x00 0x01
Device family member code [2 bytes] 0x00 0x01
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All Sound parameter value data in 14b format (MSB, Oxhh Oxhh Oxhh ... Oxhh
LSB) ordered by NRPN ID [size: parameter count x 2

bytes]

End of sysex [1 byte] F7
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FIRMWARE UPDATE

Description

The MOTOR Synth Firmware updates allow for new features to be released in future and bug fixes if
discovered.

Note: Firmware version 1.2 introduces major updates. PRESETS created with an older firmware version
might not function on version 1.2 and later. It is possible to convert the PRESETS to work on version 1.2
and later. Please refer to section.

Procedures

Check Firmware version

The Firmware version can be checked in the

Update Firmware

The Firmware can be updated by (main.hex) and copying it onto the SD card'’s
root folder and restarting the MOTOR Synth.

The SD card can be browsed on a computer, by inserting the SD card in a card reader or by connecting the
MOTOR Synth via USB cable and switching on USB MODE on the MOTOR Synth.

When connected via USB cable, power off the MOTOR Synth. Press and hold CTRL + ALT + DEL and power
on the MOTOR Synth. This will enter the USB SD CARD MODE. Now it will be visible as a USB drive on your
computer.

Copy the main.hex file to the root folder of the SD card.

-~ i 2 Manage
“ Home Share View Drive Tools v @
- v P < » MOTORSYNTH (D) v D > Search M..
Mame Type

PROJECTS File folder
PRESETS

main.hex HEX File

3 items ==l
main.hex in the root folder of the SD card

Restart the MOTOR Synth and it will detect the main.hex file and offer to update the firmware. After updating
the MOTOR Synth will delete the main.hex from the SD card.
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