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Edit 

• Undo undoes the last action you performed. When there are no actions left to undo, this command will be 
unavailable and appear grayed out.  

• Redo undoes the Undo command. You can continue redoing actions until there are no items left to redo, in 
which case, the Redo command will be unavailable and appear grayed out.  

Important: If you perform a new action when the Redo command is available, you will no longer be able to redo. 
In other words, as soon as you perform an editing action other than Undo, Redo is no longer available. 

• Undo History lets you view a list of previously executed commands in the Undo History panel. As you undo and 
redo commands, you can see your current “position” in the list of commands in the window. 

Tip: To revert to a previous “state” in your project, click and drag the point just after the last step. Any “undone” 
steps will be grayed out. You can do the same to redo grayed-out steps, as well. 

• Cut removes selected events from the grid and copies it to the clipboard. After cutting events, you can paste or 
insert them at another location in the same or another sequence. 

• Copy copies selected events from the grid to the clipboard without removing them. After copying events, you 
can paste or insert them at another location in the same or another sequence. 

• Paste lets you paste the contents of the clipboard at the position marker’s current location. 

• Nudge Event Left/Right by TC shifts the selected event/events left or right (respectively) by the time division set 
in the Time Correct settings. 

• Nudge Event Left/Right by Tick shifts the selected event/events left or right (respectively) by one tick. 

• Time Correct displays options for using time correct (quantization): 

o Apply quantizes the currently selected note events. If no note events are selected, nothing will be quantized. 

o Settings opens the Time Correct window where you can configure its settings. See the Time Correct 
chapter for more information about this. 

• Humanize applies randomization to the timing, length, and/or velocity of MIDI events. See Other Functions and 
Tools > Humanize for more information about this. 

• Pitch Quantize forces the pitches of note events on a MIDI track into a specific scale. See Other Functions and 
Tools > Pitch Quantization for more information about this. 

• Audio Region provides options related to editing the current audio track region: 

o Duplicate copies and pastes the track region immediately after the original one. 

o Mute silences the track region. 
o Reverse reverses the track region. 
o Warp lengthens or shortens the track region without changing its pitch. 

Note: Warp algorithms are very CPU-intensive and can result in audio drop-outs during playback if used 
too freely. Be mindful of how (and how often) you use the warp function. 

• Track provides options related to editing the current track: 

o Merge Tracks lets you copy the pads (and their parameters) from one track into another, essentially 
consolidating two tracks into one. See Editing Processes > Track for more information. 

o Copy Pad opens the Copy Drum Pads window, which lets you copy a pad, bank, or range of pads from 
one Drum track to another. See Editing Processes > Track for more information. 

o Copy Pads opens the Copy Pad window, which lets you copy a pad to one or more pads on the same 
track. See Editing Processes > Track for more information. 

o Delete erases the track from the project. The samples used in that track will remain in the project’s 
sample pool and any other tracks that use them. 

o Clear Arrangement erases all note events or audio from the current track. 

o Rename lets you rename the track.  

o The Explode function (available for Drum Tracks only) immediately breaks down a Drum track containing 
samples and events into multiple new tracks, making it easier to mute individual drum elements using 
Track Mute Mode. Each new track will keep the pad and track insert effects of the original source track. 
Where pads with events are assigned to a mute group, those pads are copied to a single track. 
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o The Events Double Speed function immediately halves the lengths of all note events on the track as 
well as the distance between them. In other words, the track’s notes are pressed closer together so the 
track sounds like it is playing at twice the previous speed. This does not actually affect the pitches of 
notes or the tempo. 

o The Events Half Speed function immediately doubles the lengths of all note events on the track as well 
as the distance between them. In other words, the track’s notes are spread further apart so the track 
sounds like it is playing at half of the previous speed. This does not actually affect the pitches of notes or 
the tempo. 

o Split Events divides all notes or the selected notes into multiple parts. 

o Next Track selects the next track. 

o Previous Track selects the previous track. 

o Pad Color opens the Pad Color window where you can assign specific colors to your pads in each 
program. See Pad Color for more information. 

o Note Mapping opens the Note Mapping window where you can assign a MIDI note to each pad in a 
program. 

 

Preferences opens the Preferences window, which contains many customizable elements of the software. (On 
macOS, Preferences is located in the MPC menu next to the apple icon.) Click the corresponding tab on the left to 
select it (e.g., MIDI, Sequencer, etc.). Click the OK button to close the Preferences window. Preferences are 
automatically saved. See the following Preferences chapter for more information about this. 
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Tools 

• Metronome 

o Count-In enables or disables the metronome pre-count before recording. 

Off disables the metronome pre-count. 

Record enables the pre-count during recording only. 

Record + Play enables pre-count in both Record and Playback Modes. 

o Enable offers the settings for the metronome. 

Off disables the metronome. 

Play enables the metronome sound during playback only. 

Record enables the metronome sound during recording only. 

Record + Play enables the metronome to happen in both Record and Playback Modes. 

o Rate lets you select the metronome click’s time division: 1/4, 1/4T, 1/8, 1/8T, 1/16, 1/16T, 1/32 or 1/32T 
(T indicates a triplet-based time division). 

o Sound lets you select the sound that you want to hear for the metronome: Sidestick 1, Sidestick 2, 
Clap, Metroclick, Shake, Tambourine, Cowbell, or MPC Click. 

o Output lets you set where the metronome signal will be heard: a pair of main outputs (Out 1,2–31,32) or 
a single main output (Out 1–32). 

• 16 Level opens the 16 Levels window. See Other Functions and Tools > 16 Level for more information. 

• Arpeggiator opens the Arpeggiator window, a fully featured arpeggiator and phrase player for melodic program 
types. See Other Functions and Tools > Arpeggiator for more information. 

• MIDI Keys enables or disables the use of your computer keyboard to enter or play a range of 17 MIDI notes, 
starting from a C. This is the same as using the Keyboard button in the toolbar. 
On standard US/American computer keyboard, use the A, S, D, F, G, H, J, K, L, and ; keys to play the white 
keyboard keys, and use the W, E, R, T, Y, U, I, O, and P keys to play the black keyboard keys. Press [ or ] to 
shift the range of playable notes up or down (respectively) by one octave. 

If the MIDI keyboard is shown, the corresponding computer keyboard character will be shown above each key 
(though you can still use MIDI keys even if it is hidden). 

Enabling MIDI Keys disables Pad Keys. 

Tip: Show the MIDI keyboard to visualize the keys in a traditional piano keyboard. See Panels > MIDI Keyboard 
to learn about this. 

• Pad Keys enables or disables use of your computer keyboard to play the 16 pads of 
the current pad bank. This is the same as using the Keyboard button in the toolbar. 
On a standard US/American computer keyboard, use the keys as follows: 

the Z, X, C, and V keys play Pads 01, 02, 03, and 04 

the A, S, D, and F keys play Pads 05, 06, 07, and 08 

the Q, W, E, and R keys play Pads 09, 10, 11, and 12 

the 1, 2, 3, and 4 keys play Pads 13, 14, 15, and 16 

Enabling Pad Keys disables MIDI Keys. 

• Delete Unused Samples deletes any samples not assigned to a pad from the project.  

Important: The samples will be deleted immediately from the project. The software will not ask for confirmation or 
allow you to cancel, but you can undo this action (i.e., with the Undo command or hardware button), if needed. 

Tip: You can delete unused samples by clicking the trash can icon in the upper-right corner of the Project 
panel, as well. 

• Tuner opens the built-in tuner for checking the pitch of an instrument connected to an audio input.  

Use the Input field to select the input for the instrument you would like to tune. 

Use the Frequency field to set the base tuning frequency. 

Play a note and use the indicator to adjust your instrument to the correct pitch. 

To close the tuner screen, click Close or anywhere outside the window. 
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Status 

 

The In and Out boxes indicate the MPC 3 software is receiving or sending 
(respectively) MIDI messages from or to your MPC hardware. 

 

The CPU meter shows the software’s current usage of your computer’s CPU. 

 

The automation button indicates the global automation state. See Automation to 
learn about this. 

 

Use the Auto-Scroll selector to set how the editor behaves relative to the audio 
playhead. 

Follow: Depending on the zoom setting, the editor will scroll along in the 
background while keeping the audio playhead centered. 

Page: The editor will move to the “next page” to follow the audio playhead. 

Off: The editor will not move at all. 

 

Click the Keyboard button to cycle through three options: 

Off: Pad Keys and MIDI Keys are off. Your computer keyboard will work 
normally. 

Pad Keys: Pad Keys is on, enabling your computer keyboard to play the 16 
pads of the current pad bank. See Menu > Tools > Pad Keys to learn about 
this. 

MIDI Keys: MIDI Keys is on, enabling your computer keyboard to enter or play a 
range of 17 MIDI notes, starting from a C. See Menu > Tools > MIDI Keys to 
learn about this. 

 

The volume meter shows the software’s main output level. Click and drag the volume 
slider to adjust it.  

 

The user area is active when you are logged into your inMusic profile.  

Click Log Out to log out of your profile. This will also release all activations on 
the current device. 

Click My Activations to access your downloads and manage your account. See 
Preferences > Activations for more information. 
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Preferences 
 

The Preferences window contains many customizable elements of the software. Click the corresponding tab on the left to 
select it (e.g., MIDI, Sequencer, etc.). Click the OK button to close the Preferences window. Changes to the Preferences 
are saved automatically except for Vintage Mode (in the General tab) and Start Time (in the MIDI / Sync tab). 

To open the Preferences: 

Windows: Click the menu icon (≡), select Edit, and click Preferences. 

macOS: Click the MPC menu, and click Preferences. 

 
Audio Device 

Audio Device Type and Device or Output & Input: Click these drop-down menus to select an audio hardware 
driver in your computer system. 

Test: Click this button to play a test tone. This is for checking your audio output. Careful! You should lower the 
volume on your audio system beforehand. 

Sample Rate: Click this drop-down menu to select the desired sample rate for your project. This depends on the 
available sample rates of the type of MPC hardware you are using or of your audio interface (i.e., select 96000 Hz 
only if your interface allows a 96 kHz sample rate). 

Audio Buffer Size: Click this drop-down menu to set your audio system’s latency. Lower values result in a more 
immediate playing response but also more CPU consumption. If you are working with larger projects, this may 
cause audible clicks and pops. Higher values are more CPU-friendly but can produce more delay between 
pressing a pad and hearing the corresponding sound. The ideal audio buffer size also depends on your 
computer’s CPU performance. Experiment with this to find the best setting for your system. 

Latency Adjust: This indicates the amount of latency (delay) in your audio system. 

 
Audio/Export 

The settings on this screen determine the parameters for recording and exporting. 

Enable Disk Streaming: This determines whether disk streaming is enabled or disabled. MPC will require a 
restart after disk streaming is enabled or disabled, which may require you to save or discard changes to the 
current project. Once enabled, a sample can be set to stream from disk or memory using the Project window. By 
default, Drum and Keygroup samples are loaded into memory, as this works better for on-demand, rapid 
triggering of multiple, simultaneous voices. 

Note: Disk streaming relies on the performance of the disk you are streaming from. For best operation, it is 
recommended to use an SSD (solid-state drive). Once you have saved a project to your SSD, your files will 
stream from that location. For an unsaved project, your MPC 3 software uses a temporary file location from 
which to stream audio files. Go to Preferences > Project Load/Save and set the Temporary File Location to 
your SSD for best results.  

Recording Bit Depth: This determines bit depth of the audio recorded from a sample.  

Bounce Bit Depth: This determines bit depth of the audio file that is exported when you click the Export Audio 
icon: 16-bit or 24-bit. 

Audio Export: This determines what part of the sequence is exported when you click the Export Audio icon. 

Track: When this is selected, Export Audio will export the currently shown track in the current sequence. 

Program: When this is selected, Export Audio will export all tracks in that sequence that use the currently 
shown program. 

Main: When this is selected, Export Audio will export all tracks in that sequence that use programs routed to 
the main outputs. 

Audio Tail Length: This determines the length of an audio tail (silence) that will be applied to the exported audio 
file. When set to 0, the audio file will not have any additional audio tail. 

Include Track Volume/Pan Settings: When enabled, the exported audio or MIDI file will include its volume and 
pan settings. When disabled, the volume and pan settings will be set to 0 dB and center (C), respectively. 

Bypass Program Effects Plugins: When enabled, the exported audio or MIDI file will include any third-party 
effect plugins that are used with it, but those effects will be bypassed (deactivated). When disabled, those effects 
will be activated. 
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MIDI Export: This determines what part of the sequence is exported when you click the Export MIDI icon. 

Track: When this is selected, Export MIDI will export the currently shown track in the current sequence. 

Sequence: When this is selected, Export MIDI will export all tracks in the current sequence. 

Audio Warp Algorithm: This determines the default time-stretching algorithm, which determines how a sample 
is “warped” when you adjust the length of a sample (e.g., the Warp function in Audio Region Edit Mode for audio 
tracks or in Track Edit Mode for Drum/Keygroup tracks). Select Elastique Pro, Pro Ten or Repitch. When using 
Repitch, warping an audio sample will adjust its pitch to synchronize it with the MPC tempo. You can override 
the default algorithm by selecting another option in Track Edit Mode or by changing the algorithm in the Audio 
Editor.  

Note: Warp algorithms can be very CPU-intensive, and can result in audio drop-outs during playback if used too 
freely. Be mindful of how (and how often) you use the warp function.  

Audio Track Auto Warp: This determines how recorded audio track regions are warped. When set to On, any 
audio track region that you record will be warped automatically to match the current sequence tempo. You can 
then adjust the sequence tempo while the audio track region remains in time. 

Note: When you record an audio file, the current sequence tempo will be embedded with it. This information is 
stored within the sample file when you save the project. When you warp an audio track region, the warping 
algorithm uses this sequence tempo and the current value in the BPM field to generate the “stretch factor.” 

BPM Auto Detection: This enables automatic detection of BPM from loaded samples. 

BPM Detection Range: This defines the range of detectable BPM values when you use any automatic BPM 
detection function in the software or when you press the Tap Tempo button to enter a new tempo. 

 

MIDI / Sync 

The settings on this screen determine how the MPC 3 software sends, receives and synchronizes with connected 
USB and MIDI devices. 

Input Ports: This indicates the available installed MIDI Input ports on your computer system and any connected 
devices. Next to each port are three options: 

Global: Enable this option to always send incoming MIDI data from this port to the current track. 

Control: Enable this option to send incoming MIDI data from this port to MIDI Learn. 

Track: Enable this option for this MIDI port to appear in the list of available track MIDI inputs. 

Output Ports: This indicates the available MIDI Output ports. Next to each port are two options: 

Sync: Enable this option to send MIDI Clock or MTC information over this output port, based on the Sync 
Output setting. 

Track: Enable this option for this MIDI port to appear in the list of available track MIDI outputs. 

Click the reset arrow to reset the MDI Input/Output Port settings. Double-click the port name to rename it.  

Enable MIDI ports when discovered: When enabled, the Track ports are automatically turned on when a MIDI 
device is plugged in so it can immediately be selected as an input or output. 

MIDI Machine Control (MMC) Receive: When enabled, the MPC 3 software will be able to receive MIDI 
Machine Control (MMC) information. When disabled, the MPC 3 software will not receive this information. 

Ableton Start/Stop Sync: When enabled, the MPC 3 software will sync with Ableton Link to synchronize the 
beat, phase and tempo of Ableton Live and Ableton Link-enabled applications over a wireless or wired network. 

Sync Receive: This determines whether the MPC 3 software receives MIDI Clock information (MIDI Clock), MIDI 
Time Code information (MIDI Time Code (MTC)), communication from Ableton Link, or no synchronization 
information (Off). 

Important: Audio recording is disabled when receiving MIDI Clock sync. Use MIDI Time Code to record audio 
while receiving MIDI sync.  

MIDI Machine Control (MMC) Send: When enabled, the MPC 3 software will be able to send MIDI Machine 
Control (MMC) information. When disabled, the MPC 3 software will not send this information. 

Sync Output: This determines whether the MPC 3 software sends MIDI Clock information (MIDI Clock), MIDI 
Time Code information (MIDI Time Code (MTC)), or neither (Off). 

MTC Frame Rate: This determines the frame rate used by MIDI Time Code (MTC), which is important for correct 
timing, especially when working on film scoring projects: 24, 25, 30 drop, or 30 non-drop. In most cases, you 
should select 25. 
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Start Time: This is the starting time that will be sent when Sync Output is set to anything other than Off. The 
time is formatted in hours:minutes:seconds:frames. 

Filter ‘All Notes Off’ CC: When enabled, “All Notes Off” (“MIDI panic”) messages will be ignored. This is useful if 
you are using an external MIDI device that can send these types of messages but you want to filter them out. 
When disabled, “All Notes Off” messages will be received normally.  

Program Change: This determines what an incoming MIDI program change message will change: a Program, 
Sequence, or Track. 

 

Activations 

If you have purchased an MPC instrument or effect plugin, use this screen to activate your purchase. You can 
activate purchases on up to three devices. 

Note: Activation requires an internet connection. 

 
To activate plugins: 

1. Click the Log In button to sign into your inMusic Profile through a browser. If you do not already have an 
account, you will be prompted to create one.  

2. Once you have been logged in, you can try out plugin instruments through a free trial, or activate your 
purchases. 

To register a purchase, use the Enter Serial field to enter your serial number and then click Register. 

To refresh the page with your latest purchases or activations, click Refresh.  

To sort this list of purchases or activations, tap the All, Instruments, FX, or Features categories at 
the top of the list.  

To start a trial, click the Get Trial button next to the desired plugin. 

To activate a plugin on your computer, click the Activate button next to its name. Click Deactivate to 
remove the plugin activation from your computer.  

To download a purchase to your device, tap the download icon to begin downloading the plugin to your 
computer. The download icon will change to show the installation progress. Once the process is complete, 
you can use your plugin with MPC. 

To log out of your account, click Log Out. All plugin activations associated with your device will be 
released and will need to be reactivated if you log back in. 

 

Plugins 

Here you can select up to four locations on your hard disk where the software will look for installed VST or AU 
plugins that you can use in the MPC 3 software. 

Click the … button to the right of the field to select a desired location. After selecting a new location, we recommend 
using the Scan New function. When you configure these Plugin tab settings for the first time, you should click 
Rescan All to perform a complete scan of all selected plugin locations. 

See the Plugins chapter to learn about managing your plugins once they are scanned. 

 

Sequencer 

The settings on this screen determine how sequencing works in Grid Editor and in the Step Sequencer. 

Track Mute State Per Sequence: When enabled, you can maintain separate track mute statuses when 
changing sequences. This can allow you to create unique mute setups for each sequence, providing greater 
flexibility in live performance and arrangement creation. 

Instant MIDI Track Mute: When disabled, if you mute a MIDI track, its Note On messages will be ignored, and 
samples and notes that are playing will finish playing their entire length (this is how legacy MPCs’ track-muting 
worked). This is useful if you are using loops and want a loop to play to the end of a bar but not play the next 
time the sequence loops. When enabled, if you mute a track, the MIDI track volume (0) will be sent. The loop will 
continue to play but at zero volume, allowing the loop to continue playing when the track is unmuted. This is 
useful when you want to have the track muted immediately. 

Instant Audio Track Mute: When disabled, if you mute an audio track, it’s audio will continue playing for the 
length of the current sample. When enabled, the audio will be muted immediately. 
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Rec Arm: This determines the behavior of the Record Arm buttons. When set to Single, selecting a different track 
will automatically arm that track and disarm all other tracks. This is the default mode and it is the same as previous 
MPC releases. When set to Multi, you can tap any track's record button to add it to the group of armed tracks. 

Solo: This determines the behavior of the Solo buttons. When set to Single, only one track can be soloed at a 
time by default. However, you can still press and hold Shift to solo multiple tracks at the same time. When set to 
Multi, you can solo multiple tracks at the same time by default.  

Record Track Mute Events: When enabled, track mute events are recorded when you are in Track Mute Mode 
(timing correct settings will affect the recorded position events). When disabled, track mute events will not be 
recorded while in Track Mute Mode. This feature is useful if you want to use Track Mute Mode to record track 
mutes into your sequences as opposed to using Track Mute Mode for performance or listening purposes only. 

Track Mute Events Write Automation: When enabled, track mute events can be captured when writing 
automation. Make sure the global automation button is set to W (write) before recording to capture track 
automation. When disabled, these events cannot be recorded with automation. 

Track Mute and Solo Events Are Undoable: When enabled, track mutes and solos can be undone and will 
appear in the Undo History. When disabled, these actions will not be affected by pressing undo. 

Track Mute Uses Track Colors: When enabled, each track’s color will be applied to the respective pads in 
Track Mute Mode. When disabled, track mute pad colors are always yellow (unmuted) and red (muted). 

Pad Mute and Solo Events Write Automation: When enabled, pad mute and solo events can be captured when 
writing automation. Make sure the global automation button is set to W (write) before recording to capture pad 
automation. When disabled, these events cannot be recorded with automation. 

Pad Mute and Solo Events Are Undoable: When enabled, pad mutes and solos can be undone and will appear 
in the Undo History. When disabled, these actions will not be affected by pressing undo. 

Pad Mute Uses Track Colors: When enabled, each pad’s color will be applied to the respective pads in Pad 
Mute Mode. When disabled, pad mute pad colors are always yellow (unmuted) and red (muted). 

Record Pad Aftertouch Events: When enabled, pad aftertouch data (from your MPC hardware’s pressure-
sensitive pads) will be recorded. When disabled, pad aftertouch data will be ignored. 

Record Pad XY Events: When enabled, XY data from the MPCe pads will be recorded. When disabled, XY data 
will be ignored. 

Place Events Recorded During Count-In at Start Point: When enabled, pressing a pad during the recording’s 
pre-count will record that note event at the start of the recording (this is how the MPC3000 worked). When 
disabled, no notes will be recorded until the pre-count is finished and recording has begun. 

Note: This setting is ignored when recording with the Arpeggiator active. 

Truncate Duration: This determines if/how events are cropped if they exceed the length of the current Sequence 
when recording: 

To Sequence Length: If the length of an event exceeds the length of the sequence, it will be truncated. This 
ensures that the event will not overlap itself when the sequence loops. 

To Sequence End: If an event exceeds the length of the sequence, it will be truncated to the end of the 
current sequence. In other words, the event will stop playing when the sequence ends or loops. 

As Played: Events will play back exactly as they were recorded, even if they overlap themselves when the 
sequence loops. 

For example, if you record a note starting on the second bar of a 4-bar loop 
and hold it for 5 bars, the note would end: at bar 7 (As Played), at bar 6 (To 
Sequence Length), or bar 4 (To Sequence End). See image for details. 

Play Truncate Duration: This determines if/how events are cropped if they 
exceed the length of the current track during playback. 

As Recorded: Events will play back exactly as they were recorded, even if they overlap themselves when the 
sequence loops. 

Truncate Length: If the length of an event exceeds the length of the sequence, it will be truncated. This 
ensures that the event will not overlap itself when the sequence loops. 

Q-Link Playhead Increment: This determines whether turning Q-Link Knob 2 (Playhead) in Main Mode will move 
the playhead location by 1/16th-note increments (1/16 Note) or according to the time division (TC Division). 

Q-Link Swing Control Applies TC Settings On Release: When this box is selected, moving the Swing 
parameter assigned to a Q-Link knob will apply the timing correct settings (including the new Swing value) when 
you release the knob. 

Display Resolution: This is the display resolution (in PPQN—pulses per quarter note) of pulse values in certain 
areas of the operating system. Please note that this setting affects the display resolution, not the timing. 

Bar 1 2 3 4 5 6 7 8

As played

To Sequence Length

To Sequence End
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Hardware 

The settings on this screen determine the behavior of your MPC hardware’s pads as well as connected footswitches. 

Pad Threshold: This determines how much force is required to strike the pads for them to trigger. 

Pad Sensitivity: This determines how the pads respond to touch. At lower values, you need to use more force to 
generate a high-velocity note. At higher values, it is easier to generate high-velocity notes, even if you do not use 
much force while pressing a pad. 

Pad Curve: This determines how striking the pads translates into velocity values. The A 
curve is essentially linear, while the B, C, and D curves are exponential. 

Pad Response (Velocity & Aftertouch): View these meters when striking and pressing 
the pads to help gauge the force and pressure you are applying to them. These meters 
are useful when adjusting the Pad Threshold and Pad Sensitivity parameters (above). 

Footswitch 1 & Footswitch 2: These determine how footswitches connected to your 
MPC hardware will work. You can select either transport commands (e.g., Play or Stop) 
or trigger commands for pads and other buttons. 

Display: This determines how the display functions for a connected MPC Touch. 

Screen Dimming: This determines how much time must pass before your MPC 
hardware automatically dims its touchscreen while On Battery (if applicable, this can 
help preserve battery life) or on Wall Power. 

VU Meter Source (only when using MPC X/MPC X SE in Controller Mode): This determines what audio signal 
level is shown in the level meters (on the right side of the screen). When set to Main, the level meters show the 
audio signal sent out of Outputs 1/2 (the Main L/R outputs on the rear panel). When set to Current Program, 
the level meters show the audio signal of the currently selected program (i.e., the program used by the currently 
selected track and any other tracks that also use it). 

Show Hardware Info: Click this button to open a window with information about your connected MPC hardware 
(firmware version, driver version, etc.). 

Tap Tempo: This determines how many times you have to press the Tap Tempo button before the new tempo is 
recognized. 

Flash Tap Tempo Light: When enabled, the Tap Tempo button’s light will flash in time with the tempo. When 
disabled, the Tap Tempo button’s light will be off. 

Bank Button Press: This determines how the Pad Bank buttons work.  

Select A-D: Pressing a Pad Bank button once will select the corresponding bank from Pad Banks A–D. 
Pressing and holding Shift while pressing a Pad Bank button will select the corresponding bank from Pad 
Banks E–H. 

Select/toggle bank: Pressing a Pad Bank button will alternate between the corresponding bank from Pad 
Bank A–D and Pad Bank E–H. In other words, you do not need to hold Shift to select one of Pad Banks E–H. 

Shift + Q-Link Press: This determines the behavior of pressing Shift and the Q-Link button (if applicable) on your 
MPC hardware. Select Q-Link Edit to open the Q-Link Edit window, or Cycle Backwards to move backwards 
between the four Q-Link banks.  

Default Touch Strip Mode: For MPC hardware with a Touch Strip controller (MPC Key 61/37, MPC Live III), this 
determines the default Touch Strip control mode. 

Disable Internal Mic While Speaker is On (MPC Live III only): When enabled, the MPC Live III internal mic is 
automatically turned off when the built-in speaker is set to On. When disabled, you can use the microphone and 
speaker at the same time, but Monitor controls for tracks using the microphone are automatically disabled.  

Global Pitch Bend: When enabled, this will override the pitch bend settings of all programs, so that those with 
pitch bend disabled or set to different ranges will only use the Global Range instead. When disabled, all 
programs may use their individual pitch bend settings. 

Range Down and Range Up: These determine the maximum shift of semitones up or down that will be applied 
when pitch bend is used.  

MIDI 
Velocity 

Applied
Force









  

 
40 

 

 
Inspector 
 

The “Inspector” is a panel on the left edge of the window shows information about the 
current sequence, track, and program as well as two “dynamic” channel strips for 
convenient monitoring and mixing. 

 
To show or hide the Inspector, do one of the following: 

• Click the i icon in the lower-left corner of the window. 

• Click the menu icon (≡), go to View > Inspector, and select Show Inspector. 
 
 
Sequence 
 
Click the > or ∨ next to the Sequence field to collapse or expand this section. 

Click the Sequence field or down arrow () to select a sequence. 

Double-click the Sequence field to rename the sequence.  

Click the small menu icon (≡) to select or deselect which items are shown in this section: 

Bars: the number of bars in the sequence 

BPM: the sequence tempo (as opposed to the global tempo) 

Trans (Transpose): the transposition of the sequence in semitones 

Loop: determines whether or not sequence playback will loop 

Start: the first bar of the sequence loop 

End: the last bar of the sequence loop 

Time Signature: the number of beats per bar, and the note value of each beat 

Note: Time signature is applied to all sequences in the current project. 

 

Right-click the Sequence field to show a menu of some editing processes. See Editing 
Processes > Sequence for more information. 

 

Right-click the Sequence field and select Sequence Settings to open the Sequence 
Settings window. 

Use the Name field to rename the sequence.  

Use the Auto-Select Track field to select a track in your project that will automatically 
be selected when selecting the sequence. Select None to keep the current track in 
focus when changing sequences.   
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Program 

 

The Program section is shown only when a Plugin, MIDI, or CV track is selected. 

Click the > or ∨ next to the Program field to collapse or expand this section. 

Click the small menu icon (≡) to select or deselect which items are shown in this 
section, depending on the selected track type: 

Plugin Track: 

Plugin: the plugin that the program is using. See the Plugins chapter to learn 
about scanning and selecting plugins. Click the window icon next to the menu 
to show the plugin’s graphical user interface in a separate window. 

Preset: the preset/patch (if any) within the plugin. 

MIDI Channel: the MIDI channel the program is using. 

MIDI Track: 

Prog Ch: the program change message the program sends out. 

Bank: the Bank message (Most Significant Byte or MSB) that the program 
sends out. 

LSB: the Least Significant Byte (LSB) message that the program sends out. 

CV Program: 

Melodic or Drum CV Program: Tap the keys icon to select Melodic 
operation or the pads icon to select Drum operation. 

In Melodic operation:  

CV Port: the CV port the program is using. 

Gate Port: the Gate port the program is using. 

Md.Wheel/Mod Wheel: the CV port the modulation wheel is using. 

Vel Port/Velocity Port: the CV velocity port. 

Note/Note Tracking: the CV program’s note track: lowest, highest or last. 

In Drum operation: 

CV Map: click Edit to assign each pad in the program to a specific CV 
Port and Data Type. 

Note: This window is currently only supported while using MPC hardware 
in controller mode. 
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Mixer Window 
 

If you want to see channel strips for both the Pad Mixer and the Channel Mixer at the same time, you can open the 
Mixer Window, which provides an overview of the channel strips in both modes in one screen. 

 

To open or close the mixer window, do one of the following: 

• Click the menu icon (≡), and go to View and click Show Mixer Window. 

• Click the two-sliders icon in the lower-left corner of the window. 

 

 

 

The upper half of this window shows the Pad Mixer channel strips (see Modes > Pad Mixer to learn about these). 

The lower half of the window shows the Channel Mixer channel strips (see Modes > Channel Mixer to learn about these). 

All selectors and channel strips work as they normally do in their respective modes. 

Tip: This window can be very helpful when using a dual-monitor computer setup.  

 

Use the three icons at the top of the window to select which channel strips are shown: 

Click the pad-and-slider icon to show just the Pad Mixer channel strips. 

Click the two-sliders icon to show just the Channel Mixer channel strips. 

Click the pad-and-three-sliders icon to show both Pad Mixer and Channel Mixer channel strips. 
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Q-Links 

 

The Q-Links panel shows the 16 Q-Link knobs with their assigned 
parameters listed below. 

Click the Q-Link Mode menu to select the current edit mode of the Q-Link 
knobs: 

Screen: In this edit mode, the Q-Link knobs will control a default 
parameter or group of parameters in your currently selected mode 
(e.g., Main Mode, Sample Edit Mode, etc.). 

Project: In this edit mode, the Q-Link knobs can control 16 parameters 
within the current project overall. See the following Project section to 
learn how to use this mode. 

Track: In this edit mode, the Q-Link knobs control 16 track parameters. 
See the following Track section to learn how to use this mode. 

Pad Scene (for drum programs only): In this edit mode, the Q-Link 
knobs can control 16 parameters for the currently selected pad. See 
the following Pad Scene section to learn how to use this mode. 

Pad Parameters: In this edit mode, the 16 Q-Link knobs correspond to the 16 pads, each one controlling the 
same parameter for each pad. This is useful if you need to adjust the same parameter on multiple pads at once 
rather than having to select and edit each pad individually. See the following Pad Parameters section to learn 
how to use this mode. 

Track FX Rack: In this edit mode, the Q-Link knobs can control 16 FX Rack parameters. The assignments can 
be saved as part of an FX Rack preset. 

MIDI: In this edit mode, the Q-Links are fixed to a selection of MIDI performance controls, allowing you to control 
modulation, pitch bend, sustain and other common MIDI messages as you play.  

Volume: In this edit mode, the Q-Links are fixed to control the volume level of the available tracks. 

Pan: In this edit mode, the Q-Links are fixed to control the stereo panning of the available tracks. 

Send 1–4: In these edit modes, the Q-Links are fixed to control each Send control on the available tracks. 

Note: When using MPC hardware with four Q-Link knobs (e.g., MPC Live, MPC One, etc.), a gold rectangle in this 
panel indicates the four knobs that can be controlled by that bank of four Q-Link knobs. 
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Project 

 

In the Project Q-Link Edit Mode, the Q-Link knobs control 16 parameters within the current project. 

 

These are the available sources for each Q-Link knob: 

Track: track parameters—select one of the tracks in your project. For drum programs and keygroup programs, 
you can select either the entire track or a specific pad or keygroup within it. 

Return: return mixer parameters (Returns 1–4). 

Submix: submixer parameters (Submixes 1–8). 

Main: main mixer parameters (Outputs 1/2–31/32). 

 

These are the available parameters for each Q-Link knob: 

Mixer: mixer parameters (options vary based on the Source) 

Track: track parameters (options vary based on the type of track; available only if the Source is a drum track, 
keygroup track, MIDI track, or CV track) 

Insert 1–4: insert effect parameters (options vary based on the effect; available only if the Source has an insert 
effect loaded) 

 

Track 
 
In the Track Q-Link Edit Mode, the Q-Link knobs control 16 parameters within the currently selected track. 
 
These are the available sources for each Q-Link knob: 

Track: track parameters—select the track. For drum tracks, you can select either the entire track or a specific 
pad within it. 

 
These are the available parameters for each Q-Link knob: 

Mixer: track mixer parameters (options vary based on the Source) 
Track: track parameters (options vary based on the type of track; available only if the Source is a drum track, 
MIDI track, or CV track, not an audio track) 
Insert 1–4: insert effect parameters (options vary based on the effect; available only if the Source has an insert 
effect loaded)  

 
 
Pad Scene 
 
In the Pad Scene Q-Link Edit Mode, the Q-Link knobs control your favorite 16 parameters for the currently selected 
pad. You can select another pad simply by pressing it, allowing you to adjust the same 16 parameters for that new 
pad. (These 16 parameter assignments are automatically saved with other user settings. Any project you load will use 
these assignments.) 
This option works for drum tracks only. 
 
The only available sources for each Q-Link knob are pads within a drum track. 
To select a pad, press it. 
 
These are the available parameters for each Q-Link knob: 

Mixer: pad mixer parameters (Level, Pan, Pad Mute, Pad Solo, or Send 1–4) 
Track: pad parameters (i.e., parameters used in Track Edit Mode) 
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Pad Parameters 
 
In the Pad Parameters Q-Link Edit Mode, the Q-Link knobs control the same pad parameter for each of the 16 pads 
in the current pad bank. 
For example, if the Parameter is set to Level, the 16 Q-Link knobs will adjust the 16 independent Level settings for 
each pad in the current pad bank. You could then set the Parameter to Pan and use the Q-Link knobs to adjust the 
panning of all 16 pads. 
This option works for drum tracks only. 
 
The only available sources for each Q-Link knob are pads within a drum track. 
To select a pad, press it. 
 
These are the available parameters for each Q-Link knob: 

Mixer: pad mixer parameters (Level, Pan, Pad Mute, Pad Solo, or Send 1–4) 
Track: pad parameters (i.e., parameters used in Track Edit Mode) 

 
 
 

Pads 

 

The Pads panel shows the 16 pads with their assigned samples. All pads will 
display their assigned colors. 

Click a Pad Bank letter at the top of this panel to select a pad bank. 

Each pad will display different contents, depending on the current mode. See the 
description of this panel in the chapter for each mode. 

Each pad can also display a color, which you can customize for each track. See 
Pad Color to learn how to do this. 

 

 

 

 

 

 

 

Pad Perform  

 

The Pad Perform panel lets you assign musical scales/modes, chords, or 
progressions to the pads for more creative performance. Learn about the specific 
parameters in Modes > Main Mode > Pad Perform. 
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Sequence 

 

You can use any of these functions on the currently selected sequence. Right-click 
click the Sequence field in the Inspector to select the following: 

 

• The Half Length function will immediately halve the length of the sequence 
(without deleting any note events). 

 

• The Double Length function will immediately double the sequence and copy all 
events from the first half to the second half. 

 

• The Clear Arrangement function erases all events from the sequence and resets 
all of its settings. 

 

• The Erase function erases all or part of a track in a specific sequence. 

Use the Sequence field to select the sequence you want to erase. 

Use the Track field to select the track you want to erase within the sequence. 

Use the Start and End fields to set the time range (in bars, beats, and ticks) of the sequence you want to 
erase. The Start fields set the start of the time range, and the End fields set the end of the time range.  

Select one of the Erase options to select what types of events you erase: 

o All erases all pad events from the designated time range and reset all of its settings. 

o Automation erases only automation from the designated time range. Use the Parameter field to select 
what type of automation is erased. 

o Note erases only specific pad events from the designated time range. In the diagram of the eight pad 
banks that appears, press each pad in each bank to select or deselect its notes. 

o Except Note erases everything except pad events from the designated time range.  

Click Do It to continue or Cancel to return to the previous screen. 

 

• The Copy function copies the contents of one sequence to another. 

Use the Copy Contents of Sequence field to select the “source” sequence. This is the sequence whose 
events you want to copy. 

Use the Over Contents of Sequence field to select the “destination” sequence. This is the sequence where 
the source sequence will be copied. 

Use the Sequence Name field to rename the destination sequence. 

Click Do It to continue or Cancel to return to the previous screen. 

 

• The Insert Bars function adds empty bars to a sequence at a specified point. 

Use the Sequence field to select the desired sequence. 

Use the # of Bars field to set how many bars you will insert. 

Use the Before Bar field to set where you will insert the bars. The bars will be inserted before this one. 

Click Do It to continue or Cancel to return to the previous screen. 
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Velocity 

Tap the boxes next to Layers 1–8 to select how many layers will be used to create the sampler patch. 

Use the Velocity value sliders to set the velocity of each layer. 

 
Sampling 

Use the Note length slider to set the length of the sampled note in seconds. 

Use Tail slider to set the length of the Audio Tail in seconds. This will add extra seconds to the end of the 
resulting audio file. This is useful if you are capturing samples whose sounds exceed the defined audio length 
(e.g., long reverb or delay, one-shot samples with long decays, etc.). We recommend using an audio tail of at 
least a couple of seconds. 

Use Base name to set the naming convention for the samples that will be created by the Auto Sampler. 

 
Looping 

Use the Enable looping field to select how the resulting 
samples can or cannot be looped: 

• Off: The sample will not loop. 

• Forward: You can hold down the pad to cause that 
sample to repeat from the Loop Position to the end 
of the sample. Release the pad to stop the repeating 
playback. 

• Reverse: You can hold down the pad to cause that 
sample to play in reverse, repeating from the end of 
the sample to the Loop Position. Release the pad to 
stop the repeating playback. 

• Alternating: You can hold down the pad to cause that 
sample to play from the Loop Position to the end of 
the sample and then play in reverse until it reaches the 
Loop Position again. This will repeat as long as you 
are holding the pad down. Release the pad to stop the 
repeating playback. 

Use the Loop start and Loop end sliders to set the starting 
and ending points in the sample where the loop will occur. 

Use the Crossfade slider to set the amount of crossfade 
between the loop end and loop start in seconds. 

Use the Crossfade Type field to select Equal Power or 
Linear crossfade. 

 
Under On completion, check Make current track to load the completed sampler patch as the current track. 

 
Under Info, the Session Duration field provides an estimate of how long the auto sampling process will take. 

 

Click OK to initiate the auto sampling process. A Progress window will appear. Click Cancel to stop the auto 
sampling process. Any samples already created will be retained. 

 

Click Cancel to close the Auto Sampler window without continuing.  
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Generate Random Events 
 
The Generate Random Events function lets you create random melodic or drum patterns on the current MIDI track. 
 

To open the Generate Random Events window, click the menu icon (≡), select Tools, and click Generate 
Random Events. 

 

Click the Event Type menu to select the type of events you want to create: Drum events or Melodic events. 

Click the Replace menu to select how the events will be created relative to the existing events on the track: 

• Replace all events: Select this option to replace all events on the track with the randomly generated ones. 

• Replace events in note range: Select this option to replace all events in the designated note range on the track 
with the randomly generated ones. Use the Bank or Start pad and End pad menus to set the note range for 
drum events or the Start note and End note menus to set the note range for melodic events. 

• Add to existing events: Select this option to add the randomly generated events to the track without replacing or 
overwriting the existing ones. 

Click and drag the Pattern size (bars) field up or down to set how many bars the events will use. Alternatively, click it, type 
a value, and press Enter. The highest possible value is the number of bars in the current sequence. 

Click the Note length menu to select the duration of the events. (This feature is nonfunctional if Legato is enabled 
while generating melodic events.) 

Click Apply to generate the events while keeping this window open. 

Click Do It to generate the events and close the window.  

Click Close to close the window without generating any events. 

 

If Event Type is set to Drum events: 

 

Click the Bank menu to select the pad bank that will be used to generate the events or select Range to use the 
Start pad and End pad menus to define a specific pad range instead. 

Click the Start pad or End pad menus to define a specific pad range over which the events will be generated. 
You can use these menus only if the Bank menu is set to Range. 

Click and drag the Density (%) slider left or right to set how closely together the events will be placed in the 
track. Alternatively, click anywhere along its length, or click it, type a value, and press Enter.  

Click and drag the Rhythm variation slider left or right to set how widely or narrowly the rhythmic patterns of the 
generated notes vary. Alternatively, click anywhere along its length, or click it, type a value, and press Enter. 
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If Event Type is set to Melodic events: 

 

Click the Start note or End note menus to define a specific note range over which the events will be generated. 

Click Legato to select or deselect it. When selected, the generated notes will be extended or shortened to create 
a long, unbroken phrase from the first note event’s start point to the last note event’s end point. Each note event 
will sustain until another note event starts. If multiple note events start at the same time (and are not the last note 
events), their lengths will become identical. When deselected, the generated notes will use the duration set by the 
Note length menu. 

  
 Without legato applied. With legato applied. 

Click and drag the Polyphony field up or down to set the maximum number of note events that can be sounding 
simultaneously in the track: 1–8. Alternatively, click it, type a value, and press Enter. 

Click Constrain notes to scale to select or deselect it. When selected, the notes will be within the scale 
determined by the Scale menu. When deselected, the notes will be chromatic. 

Click and drag the Density (%) slider left or right to set how closely together the events will be placed in the 
track. Alternatively, click anywhere along its length, or click it, type a value, and press Enter. 

Click the Root note menu to set the root note of the scale that the generated notes will use. 

Click the Scale menu to select the scale or mode that the notes will use (based on the Root note selection). 
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Convert To Progression 
 

The Convert Track to Progression function automatically detects the 
chords that are played on the currently selected track, which you can save 
as a chord progression. 

 

To open the Generate Random Events window, click the menu 
icon (≡), select Tools, and click Convert to Progression. 

 
Use the Name field to enter a name for the progression. 

The Saved To field indicates where the file is saved. The file will be 
saved as a .progression file in the Progressions folder in [your hard 
drive]\Program Files\Akai Pro\MPC (Windows) or [your hard 
drive]/Users/[your user name]/Library/Akai/MPC/Progressions (macOS). 

Use the Root Note field to set the root note of the progression. This 
defines the starting note of the scale of the progression. 

The Chords Detected field indicates how many chords were automatically 
detected in the track. 

Use the Scale Type menu to select the scale or mode of the progression 
based on the Root Note. 

 

The panel below lists the chords in the order they are played. 

Click the red root note of a chord to play it. Click the text next to it to rename the chord. 

Click and drag the Type field up or down to select whether the chord is played at its root note (Root), in the 
octave range as it appears in the track (Normal), above its root note (AboveRoot), or below its root note 
(BelowRoot). 

The Notes column indicates how many notes were detected in the chord. 

 

Click Do It to convert the track or Cancel to close the window without converting. 
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Note Mapping 
 

Note Mapping lets you assign specific MIDI notes to your pads in 
each track except for keygroup tracks. 

 

To show the Note Mapping window, click the menu icon 
(≡), select Edit > Track, and click Note Mapping. 

Important: If the Note Mapping window is already open and 
you want to assign pad colors for another track, click Close, 
select a track that uses the desired track, and then open the 
Note Mapping window again. 

 
The Pad column indicates the pad bank and number of each pad 
in the track. 

The Note Name column indicates the note value (e.g., G#3, A 4, 
etc.). 

The MIDI Note column indicates the MIDI note number 
(corresponding to the note value). 
 
Click Edit next to each pad to open a submenu listing the 
available octaves. Select an octave and then select the note you 
want to assign to the pad. 
 
Click Classic MPC to assign a preconfigured note mapping to the pads that was used on early MPCs. 
 
Click Chromatic C-2 or Chromatic C1 to assign all notes to all pads chromatically in an ascending order, beginning 
with either C-2/MIDI Note 0 or C1/MIDI Note 36 assigned to Pad A01. 
 
Click Close to close this window and use the current note mapping. 
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Pad Color 
 

Pad Color lets you assign specific colors to your pads in 
each track. 

To show the Pad Color window, click the menu icon (≡), 
select Edit > Track, and click Pad Color. 

Important: If the Pad Color window is already open and 
you want to assign pad colors for another track, click 
Close, select a track that uses the desired track, and then 
open the Pad Color window again. 

 

 

 

 

 

Use the Display As field to set how the pad lights will display: 

Off: The pads will be unlit whether you are playing them or not. 

Classic Velocity: The pads will be unlit while you are not playing them. When you press them, they will light with 
colors according to the velocity: red indicates a high velocity, yellow indicates a low velocity. 

Fixed: The pads will be lit with their assigned colors whether you are playing them or not. 

Off->Velocity: The pads will be unlit when you are not playing them. When you press them, they will light with 
their assigned color with a brightness that corresponds with the velocity. 

Dim->Velocity: The pads will be dimly lit when you are not playing them. When you press them, they will light 
with their assigned color with a brightness that corresponds with the velocity. 

Bright->Velocity: The pads will be brightly lit when you are not playing them. When you press them, they will 
light with their assigned color with a brightness that corresponds with the velocity. 

 

Use the Pads field to determine whether you are setting the color for one pad (Edit single pads) or all pads (Edit all pads). 

Tip: To quickly assign that color to all pads in the track, press and hold Shift while clicking a color button. 

 

Use the Empty pads menu to set how empty pads will display: 

Empty pads off: Pads without any sounds will remain off. 

Empty pads dim: Pads without any sounds will remain more dimly lit than pads with sounds assigned. 

Empty pads normal: Pads without any sounds will appear the same as pads with sounds assigned. 

 

Check the Pads Follow Track Color to set all pads to the current track’s color. 

 

Click a pad to select it, and then click one of the color buttons to assign its color. 

Tip: To select the color button corresponding a specific pad’s color, press and hold Shift, and then press the 
pad or click it on the window. 

 

To make the current pad color settings the defaults for all tracks on the same type (e.g., drum tracks, keygroup 
tracks, etc.), click Make Default. 

 
Click Close to close the window. 

 



  

 
115 

 

 
Export 
 

Audio Mixdown 

 

The Audio Mixdown window lets you render and export either the current 
sequence or song as an audio file. In Song Mode, this will export the 
entire song. In any other mode, this will export the current sequence only. 

To open the Audio Mixdown window, click the menu icon (≡), and go 
to File > Export and click As Audio Mixdown. 
 

 

Audio Length 

Use the Start Bar and End Bar fields to define where the resulting 
audio file will start and end, respectively. 

Use the Audio Tail field to add extra seconds to the end of the resulting 
audio file. This is useful if you are using effects or samples whose 
sounds exceed the defined audio length (e.g., long reverb or delay, one-
shot samples with long decays, etc.). We recommend using an audio 
tail of at least a couple of seconds. 

 

Render Source 

Select Stereo Output and use the adjacent field to select a pair of outputs: Out 1,2–31,32. The mixdown will be 
taken from these outputs. 

Select Separate Tracks to create a mixdown of each track used in the sequence or song. 

Important: Each pad or keygroup must have their output routed to Track to be included in the mixdown. This is 
the typical (and default) setting.  

 

Render Options 

If your Render Source is set to Stereo Output, select Main Inserts to include main insert effects in the mixdown. 

If your Render Source is set to Separate Tracks, select Export Returns to include return buses in the 
mixdown. 

If your Render Source is set to Stereo Output, click Save as Project Preview to save the sequence or song as 
a project preview file (which you can play for reference in the Browser). If you select this box, Stereo Output will 
automatically be selected, as well. 

 

File Formats 

Click WAV, AIFF, MP3, FLAC or OGG to select the file format of the mixdown. 

For WAV and AIFF files, use the Bit Depth field to select a bit depth of 8, 16, or 24 bits, or 32 bits, floating point 
(32 F). For FLAC files, you can select a bit depth of 16 or 24 bits. For MP3 and OGG files, you can select a 
Bitrate of 128, 160, 192, or 320 kbps. 

Use the Sample Rate field to select a sample rate of 44.1 kHz, 48 kHz, 88.2 kHz, or 96 kHz. In most cases, we 
recommend selecting 44.1 kHz. 

 

Click Export to enter the Save screen where you can select a name and location to save your audio mixdown. 

Click Cancel to return to the previous screen. 



  

 
116 

 

 

Ableton Live Set Export  

 
The Ableton Live Set Export function lets you can export the current MPC sequence as an Ableton Live Set (.ALS) 
file. 

 
To Ableton Live Set export window, click the menu icon 
(≡), go to File > Export and then click As Ableton Live 
Set…. 

 

Use the Export MIDI As settings to choose how MIDI 
tracks and clips are exported, either as Audio files or MIDI 
files. When using Plugin, Drum or Keygroup programs, you 
can render clips as Audio to preserve the sound of the 
instruments, or render clips as MIDI data. 

 

Check the Include Track Volume/Pan Settings box to 
include these settings in the export. 

 

Check the Bypass Track Effects Plugins box to not 
include track effects plugins in the export. 

 

Use the Audio Tail field to set the amount, in seconds, of 
extra time added to the end of the resulting audio files. 

 

Use the Bit Depth field to set the bit depth to 8, 16 or 24. 

 

Use the Sample Rate field to set the sample rate to 44.1, 
48, 88.2 or 96 kHz. In most cases, we recommend selecting 
44.1 kHz. 

 
Click Export to enter the Save screen where you can 
select a name and location to save your export.  

Click Close to cancel and return to the previous screen. 
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Plugins 
 

The MPC 3 software enables you to scan third-party plugins (VST, VST3, or AU formats) to use within your projects.  

Instrument plugins can be used with plugin tracks. See Tracks > Plugin Tracks to learn about this. 

Effect plugins can be used as insert effects on pads, keygroups, audio tracks, most types of tracks, submixes, 
returns, and main outputs. See Effects > Insert Effects to learn about this. 

See the following Scanning Plugins section to learn how to scan your computer and external storage devices for the 
plugins you want to use. 

See the Plugin Manager section to learn how to manage all of your scanned plugins. 

See the Selecting Plugins section to learn how to select a plugin when using plugin tracks or insert effects. 

 

 

Scanning Plugins 

 

In order to use plugins in the MPC 3 software, the 
software must scan any folders on your computer or 
external storage device where they are located. 

 

To scan your plugins: 

1. Windows: Click the menu icon (≡), select Edit, and 
click Preferences. 

macOS: Click the MPC menu and click Preferences. 

2. In the Preferences window that appears, click the 
Plugins tab. 

3. Click the … button next to one of the VST Folders 
fields. 

4. In the window that appears, select the location where 
your plugins are stored. Select the folder and click 
Open (while not actually in the folder). 

5. The file path will appear in the VST Folders field. 
Click the box next to it so it is selected. 

If you have plugins stored in other locations, you can 
repeat Steps 3–5 to select those locations. 

6. Click Scan New to scan these recently selected 
locations. This is helpful if you have already scanned 
other locations and want to scan just the one/ones 
you recently added. 

Alternatively, click Rescan All to scan all four 
locations again.  

The list of scanned plugins will appear in the list 
below. When the scan is completed, the status bar 
above it will show Done. 

7. Click OK to close the window. 
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Plugin Manager 

 

The Plugin Manager lets you view and manage the status of all plugins in your MPC 3 software. 

To open the Plugin Manager, click the menu icon (≡), select Tools, and click Plugin Manager. The Plugins window 
will appear. Alternatively, click the gear icon in the lower-left corner of the window that appears when selecting a 
plugin or an insert effect. 

 

 

 

Use these boxes and the Search field to filter the plugins shown in the list below. 

VST: Select this box to show VST plugins. 

VST3: Select this box to show VST3 plugins. 

Instruments: Select this box to show instrument plugins. 

Insert Effects: Select this box to show insert effect plugins. 

Good: Select this box to show plugins that were successfully scanned. 

Bad: Select this box to show plugins that failed to scan. 

Search: Use this field to enter a search term. The results will appear in the list below. 

 

The columns (described below, left to right) indicate the plugins’ status. Click a column to sort the list by that category. 
Right-click the top of a column to auto-size this column, auto-size all columns, or to show or hide specific columns. 

Note: The MPC 3 software supports VST, VST3, or AU plugins. 

Use: Select this box to allow the MPC 3 software access to this plugin. If this box is deselected, it will not appear 
if you select an instrument plugin (to use for a plugin track) or an effect plugin (to use on an insert effect slot).  

Name: This is the plugin’s name. 

Manufacturer: This is the plugin’s manufacturer. 

Version: This is the version of the plugin. 

Type: This is the type of plugin. An FX icon indicates an effect plugin. A keyboard icon indicates an instrument 
plugin. 

Path: This is where the plugin is located on your computer or external storage device. 
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Channels: This is how many MIDI channels can be sent to and from the plugin. 

OK: This indicates whether the plugin has been successfully scanned or not. OK indicates that the plugin is 
properly scanned and can be used in the MPC 3 software. Failed indicates that the plugin was not properly 
scanned. To rescan the plugin, click it and then click Rescan in the lower-right corner. 

Fav: This indicates whether the plugin is a “favorite” or not. Favorites will appear in a separate category when 
you select an instrument or effect plugin. Click the box to select or deselect it. 

Rescan: Click this to prompt the MPC 3 software to rescan the selected plugin. 

Close: Click this to close the window. Alternatively, press Esc. 

 
 
Selecting Plugins 

 
Instrument plugins can be used with plugin tracks (see Tracks > Plugin Tracks to learn how to create a plugin 
track). 

 
To select an instrument plugin for a plugin track, select the plugin 
track, and then click the Plugin field in the Program section of the 
Inspector. 

In the window that appears: 

Click the + or – button to expand or collapse each category. Favorites 
are instrument plugins whose Fav box is selected in the Plugin 
Manager. 

The right edge of the window shows how many MIDI channels can be 
sent to and from each plugin. 

Use the Search field to search for an instrument plugin by name. 

Select Sort by type to sort the plugins by type. 

Select Sort by manufacturer to sort the plugins by manufacturer. 

Double-click a plugin or click it and then click Select to load it. 

Click the gear icon to open the Plugin Manager. See Plugin Manager to learn about this. 

Click Close or press Esc to close the window without loading any plugin. 

 
 
Effect plugins can be used as insert effects on pads, keygroups, audio tracks, most types of tracks, submixes, 
returns, and main outputs (see Effects > Insert Effects to learn how these work). 

 
To load an effect plugin, double-click an empty slot in the Inserts 
section of a channel strip. In the window that appears: 

Click the + or – button to expand or collapse each category. Favorites 
are effect plugins whose Fav box is selected in the Plugin Manager. 

The right edge of the window shows how many MIDI channels can be 
sent to and from each effect. 

Use the Search field to search for an effect plugin by name. 

Select Sort by type to sort the effects by type. 

Select Sort by manufacturer to sort the effects by manufacturer. 

Double-click an effect or click it and then click Select to load it. 

Click the gear icon to open the Plugin Manager. See Plugin Manager 
to learn about this. 

Click Close or press Esc to close the window without loading any effect. 
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Track Edit Mode 
 

Track Edit Mode contains all parameters for editing your Tracks. 

For drum tracks, this mode includes the parameters of four layers as well as all synthesis parameters and 
insert effect settings. See the Drum Tracks section to learn more. 

For keygroup tracks, this mode contains slightly more parameters than drum tracks. See the Keygroup 
Tracks section to learn more. 

For plugin tracks, this mode shows the graphical user interface for the plugin. Skip to Plugin Tracks to 
learn more. 

For MIDI tracks and CV tracks, skip to MIDI Tracks and CV Tracks. 

For general information on the differences between the types of tracks, please see General Features > 
Tracks. 

 

To enter Track Edit Mode, do any of the following: 

• Click the four-pads icon in the toolbar (if shown). 

• Click the down arrow () next to the other mode icons in the toolbar, and click Track Edit. 

• Click the menu icon (≡), and go to View > Mode and click Track Edit. 

 

 

 

The upper half of the window can display the Grid Editor, Wave Editor, or List Editor. Click the Grid, Wave, or List 
tab to enter the corresponding editor. See General Features > Editors to learn more about each one. 

The lower half of the window can display the Q-Links panel, Pads panel, Track Editor panel, and Project panel. 
Click the corresponding selector to show or hide each one. See General Features > Panels to learn more about the 
Q-Links or Project panels. The Pads panel is described in this chapter here. The Track Editor panel is described in 
this chapter here. 
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Track Editor 
 
The Track Editor shows different settings depending on the type of track that is selected in Track Edit Mode. This is 
non-functional when an Audio track is selected. 
 
 
Drum Tracks 
 

 
 
When using a drum track, the Track Editor shows the parameters for each pad and the track overall. 
To select a pad, press it. Its parameters will appear on the screen immediately. 
 
In the Global section, set the playback mode and tuning for the overall track. 

Note: The Sample Layers section has some parameters similar to those in this section (Semi, Fine). Remember that 
the Global section parameters control the overall settings for the sample, while Sample Layers controls the settings 
for each layer (up to eight). 

Polyphony sets the playback mode for the track’s pads. In Mono Mode, only one pad will sound at a time. If a 
pad is played while another (or the same one) is still playing its sample/samples, the new pad will immediately 
mute all other currently playing pads in that track. In Poly Mode, several pads can be triggered at the same time 
(limited only by the total number of voices available). 

Semi lets you transpose the track up to 36 semitones up or down. 

Fine provides fine-tuning of the track up to 99 cents up or down. 
 
In the Pad section, set the volume and panning for the current pad. 

Note: The Sample Layers section has some parameters similar to those in this section (Level, Pan). Remember that 
the Pad section parameters control the overall settings for the sample, while Sample Layers controls the settings for 
each layer (up to eight). 

Level controls the overall volume level of the loaded sample/samples. 

Pan controls the overall panning of the loaded sample/samples in the stereo field. 
Vel Scale controls the velocity scaling of the pad. For example, if the scaling is set to 50 and the incoming note 
velocity is 120, the note velocity would be 60 instead. 

 
The Simultaneous Play section lets you set up to four pads that can be triggered by pressing one pad only. This 
function is useful for triggering a stack of sounds (e.g., layered bass drums). Use each Pad menu to select the desired 
pad. 
 
The Mute Targets section lets you select up to four pads (in the same track) for the currently selected pad. When the 
currently selected pad is played, it will immediately silence its mute targets. Use each Pad menu to select the desired 
mute target. 

Tips: 

This feature is useful for programming realistic hi-hats, especially if only the open or closed hat should be heard. 

This feature is similar to the mute group feature, available for both drum tracks and keygroup tracks. 







  

 
133 

 

 

 

 

The Randomize section lets you add randomized variety to the Pitch, Level, Pan, and Sample Offset parameters of 
each layer sample. You can also adjust the Envelope (Attack, Decay, Cutoff, Resonance) parameters of all layers. 
Turn each knob to adjust the amount of randomization for the selected parameter. Use the Total Amount field to 
scale the total amount of randomization applied. The Random Seed field provides a randomization value between 1–
999,999. Re-entering this value provides repeatable randomness across sessions, projects, or presets.  

 

The Envelope section lets you create a variable control signal that can be used, for instance, to modulate the filter, 
amplitude, or pitch settings of a sound over a given period of time. 

The Amp Envelope controls affect level changes over time. Use the fields or click and drag the “handles” of the 
envelope to shape the envelope or time-variant modulation output. See the later Anatomy of an Envelope 
section to learn about the envelope parameters. 

The Filter Envelope controls affect the filter frequency. Use the fields or click and drag the “handles” of the 
envelope to shape the envelope or time-variant modulation output. See the later Anatomy of an Envelope 
section to learn about the envelope parameters. 

The Pitch envelope controls affect the pitch of the sample. Use the fields or click and drag the “handles” of the 
envelope to shape the envelope or time-variant modulation output. See the later Anatomy of an Envelope 
section to learn about the envelope parameters. 

You can also save and load Partial Pad Presets in the Envelope section. These can be used to save and load the 
complete state of the synthesis engine that processes a pad, along with a selection of setup parameters, including 
filter and drum effect chains and expressive Mod Matrix routings for MPCe pads.  

Tap the disk icon to save the current pad state as a partial preset. 

Tap the menu icon to open the list of included partial pad presets saved to your computer.  

 

The Filter section lets you set the type and characteristics of the filter. 

Click the Type menu to select a filter for the selected pad. You can set the default Type setting for new drum 
tracks and keygroup tracks in Project tab of the Preferences (see General Features > Preferences). 

Use the Cutoff knob to set the cutoff frequency for low-pass and high-pass filter types or the center frequency 
for band-pass and band-stop filter types. 

Use the Reso knob to set the resonance/emphasis of the frequencies around the cutoff point. 

You can also click and drag the filter handle to adjust the Cutoff and Resonance at the same time with instant 
visual feedback. 

Tip: Use values lower than 80 to give more brilliance to the sound. At values higher than 80, the sound will result 
in a strong audible boost around the cutoff frequency.  
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Anatomy of an Envelope 

 

An envelope creates a variable control signal. It can be used, for instance, to modulate the filter settings of a sound 
over a given period of time. 

For drum tracks, use the AD/AHDS selector to select an AD or AHDS envelope. When Sample Play is set to Note-
On, it will use an ADSR envelope. 

Keygroup tracks use AHDS envelopes. When Sample Play is set to Note-On, it will use an ADSR envelope. 

 

With AHDS envelopes, the following happens when you trigger a sample: 

1. Within the period of time defined by Attack, the sample volume rises 
to its maximum value. 

2. The sample’s maximum volume will be maintained during the Hold phase. 

3. During the Decay phase, the sample’s volume will gradually drop to 
the Sustain level. 

4. The sample’s volume will stay at the Sustain level until the pad is 
released.  

Use the additional A Shape and D Shape handles to adjust the curve of 
the Attack and Decay phases, respectively. 

 

With AD envelopes, the following happens when you trigger a sample: 

1. Within the period of time defined by Attack, the sample volume rises 
to its maximum value. 

2. The sample’s maximum volume will be maintained until its Decay 
phase, when the sample’s volume will gradually drop to “zero” over the 
set duration. Click the Type drop-down menu to select how the decay 
functions: 

Decay From Start: The volume will start decreasing immediately 
after reaching its maximum level. 

Decay From End: The maximum volume will be maintained for a 
hold phase until it reaches the decay phase. 

Use the additional A Shape and D Shape handles to adjust the curve of 
the Attack and Decay phases, respectively. 

 

With ADSR envelopes, the following happens when you trigger a sample: 

1. Within the period of time defined by Attack, the sample volume rises 
to its maximum value. 

2. During the Decay phase, the sample’s volume will gradually drop to 
the Sustain level. 

3. The sample’s volume will stay at the Sustain level until the Release 
phrase begins. 

4. The sample’s volume will drop to “zero” over the duration set by Release. 

Use the additional A Shape, D Shape and R Shape handles to adjust the 
curve of the Attack, Decay and Release phases, respectively. 

 





  

 
148 

 

 

The upper half of the window shows the waveform. While you can edit 
the waveform in this part of the window, it is different from the 
standard Wave Editor. 

The large waveform display shows the “active” section of the sample 
waveform. The strip above the large display shows an overview of the 
entire sample waveform. If the waveform display is showing only part 
of the entire sample waveform, a white box in the overview will 
indicate the current position. 

The timeline provides a reference for the length of the sample. Click 
the down arrow () or right-click anywhere on the timeline to select 
the increments it will use: Time (secs:ms), Samples, or Beats. 

Scroll left or right on the waveform to move through it. Use the sliders 
in the lower-right corner or click the timeline and drag down or up to 
zoom in or out. 

The green marker and red marker are the start point and end point 
(respectively). These two points define the region of the sample that 
will be played. 

To move the start point or end point of the selected region, do 
either of the following: 

• Click and drag its marker left or right. 

• Use the Start or End fields in the Parameters panel. 

• Use the first column of Q-Link knobs to adjust the start point or the second column of Q-Link knobs to 
adjust the end point. The top-most Q-Link knob provides coarse adjustment (x1000), while the bottom-most 
one knob provides fine adjustment (x1). 

Tip: A recorded sample may have some silence at the beginning or end, which makes it difficult to time it correctly in 
a musical context. Fix this by adjusting the start point. You can also adjust end point to remove any extra silence or 
unwanted audio at the end. In addition to making your workflow easier, having a “tight,” well-edited sample can 
enhance your production or performance. 

 

 

The lower half of the window can display the Q-Links panel, Pads panel, Parameters panel, and Project panel. 
Click the corresponding selector to show or hide each one. See General Features > Panels > Project to learn more 
about the Project panel. 

The other three panels vary based on the current editing method: Trim Mode, Chop Mode, or Track Mode. The 
options for each mode are slightly different. Please refer to the following Trim Mode, Chop Mode, and Track Mode 
parts of this chapter to learn how each works. 

 

Tip: You can use Trim Mode for a specific slice of the sample, previously created and selected in Chop Mode. This 
allows for a more detailed view of a single slice than in Chop Mode and gives you more options for auditioning the 
slice. You can easily switch between Trim Mode and Chop Mode while doing this. 

 

To use both Trim Mode and Chop Mode to edit a sample slice: 

1. Click Chop in the Q-Links panel. 

2. Set all fields as desired to create your sample slices. 

3. Select the desired slice. 

4. Click Trim in the Q-Links panel. The region you are now editing is indicated by the normal start point and end 
point markers rather than slice markers. 

• Click Chop at any time to return to Chop Mode. 
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Trim Mode 
 

 
 

We recommend using Trim Mode to simply crop the start and/or end from a sample. 

 

To enter Trim Mode, click the Trim tab in the Q-Links panel. 

 

 

Q-Links 

 

In the Q-Links panel: 

Use the first column of Q-Link knobs to adjust the start point. This is the 
same as adjusting the Start field in the Parameters panel. 

Use the second column of Q-Link knobs to adjust the end point. This is 
the same as adjusting the End field in the Parameters panel. 

Use the third column of Q-Link knobs to adjust the loop point if Loop Lock 
is off. If Loop Lock is on, adjusting the loop point will also adjust the start 
point. This is the same as adjusting the Loop field in the Parameters panel. 

Use Q-Link Knob 16 to select the desired slice, if the sample has been split 
into multiple slices in Chop Mode. This is the same as adjusting the Slice 
field in the Parameters panel. 

Use Q-Link Knob 8 to scroll through the waveform in the large waveform 
display above. 

Use Q-Link Knob 4 to zoom in or zoom out of the waveform. 

For the first three columns, the top-most Q-Link knob provides coarse adjustment 
(x1000), while the bottom-most one knob provides fine adjustment (x1). 
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When Link Slices is enabled (after you have created slices in Chop Mode), changing the start point of a slice will also 
change the end point of the previous slice. Similarly, changing the end point of a slice will also change the start point of 
the next slice. Disable Link Slices if you are trying to create slices that use non-contiguous parts of the sample. This is 
the same as clicking the gear icon in the upper-right corner of the Wave Editor and using the Link Slices submenu. 

Important: Link Slices must be disabled to make slices nonsequential, noncontiguous, or overlapping. 

 

Enable Zero Snap to force start points, end points, and loop points to occur only at the waveform’s “zero-crossings.” 
This can help to avoid clicks and glitches when playing a sample. This is the same as clicking the gear icon in the 
upper-right corner of the Wave Editor and using the Zero Snap submenu. 

 

 

Pads 

 

The Pads panel enables you to play certain parts of the selected sample: 

 

Play Sample (One Shot) (Pad 10) plays the sample once from the start 
point to the end point. Press the pad once to play it. 

Play Sample (Note On) (Pad 11) plays the sample once from the start 
point to the end point. Press and hold the pad to play it, and release the 
pad to stop playing it. Alternatively, click and hold anywhere in the 
waveform display. 

Play Loop Continuous (Pad 16) plays the sample repeatedly from the 
loop point to the end point. 

Play Loop (Pad 13) plays the sample from the loop point to the end point. 
Press and hold the pad to play it, and release the pad to stop playing it. 

Play to Loop Start (Pad 14) plays the part of the sample just before the 
loop point. Press and hold the pad to play it, and release the pad to stop 
playing it. 

Play from Loop Start (Pad 15) plays the sample from the loop point to 
the end of the sample regardless of the end point. Press and hold the pad 
to play it, and release the pad to stop playing it. 

Play All (Pad 9) plays the entire sample. 

 

Pads 1–4 have the same respective functions as Pads 5–8, but Pads 1–4 play the sample part as “One Shots” 
(pressing the pad once will play the entire part) while Pads 5–8 play the sample part as “Note Ons” (pressing the pad 
and holding it will play the part; releasing it will stop playback): 

Play from Start (Pad 1, Pad 5) plays the sample from the start point to the end point. 

Play to Start (Pad 2, Pad 6) plays the part of the sample just before the start point to the start point. 

Play to End (Pad 3, Pad 7) plays the part of the sample just before the end point to the end point. 

Play from End (Pad 4, Pad 8) plays the part of the sample from the end point to the end of the sample. 
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Track Mode 
 

 
 

Track Mode lets you edit a sample in the context of the track in which you will use it. You can adjust the pad 
parameters as though you were in Track Edit Mode, auditioning and hearing how it will sound in the track’s audio path. 

 

To enter Track Mode, click Track in the Q-Links panel.  

 

 

Q-Links 

 

In the Q-Links panel: 

Use the first column of Q-Link knobs to adjust the start point. This is the 
same as adjusting the Start field in the Parameters panel. 

Use the second column of Q-Link knobs to adjust the end point. This is the 
same as adjusting the End field in the Parameters panel. 

Use the third column of Q-Link knobs to adjust the loop point if Loop Lock 
is off. If Loop Lock is on, adjusting the loop point will also adjust the start 
point. This is the same as adjusting the Loop field in the Parameters panel. 

Use Q-Link Knob 16 to display either the sample as it has been edited (Pad) 
or the entire sample (All). This is the same as adjusting the Slice field in the 
Parameters panel. 

Use Q-Link Knob 8 to scroll through the waveform in the large waveform 
display above. 

Use Q-Link Knob 4 to zoom in or zoom out of the waveform. 

For the first three columns, the top-most Q-Link knob provides coarse adjustment 
(x1000), while the bottom-most one knob provides fine adjustment (x1). 

 

When Link Slices is enabled (after you have created slices in Chop Mode), changing the start point of a slice will also 
change the end point of the previous slice. Similarly, changing the end point of a slice will also change the start point of 
the next slice. Disable Link Slices if you are trying to create slices that use non-contiguous parts of the sample. This is 
the same as clicking the gear icon in the upper-right corner of the Wave Editor and using the Link Slices submenu. 

Important: Link Slices must be disabled to make slices nonsequential, noncontiguous, or overlapping. 
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Enable Zero Snap to force start points, end points, and loop points to occur only at the waveform’s “zero-crossings.” 
This can help to avoid clicks and glitches when playing a sample. This is the same as clicking the gear icon in the 
upper-right corner of the Wave Editor and using the Zero Snap submenu. 

 

 

Pads 

 

The Pads panel shows their assigned samples in the current track. 

Click each pad to hear its sample/samples. The sample on its first layer will 
automatically appear in the waveform display for editing. 

 

 

 

 

 

 

 

 

 

 

Parameters 

 

The Parameters panel includes controls for editing the 
sample length and tuning as well as buttons for assigning 
the sample (see this section) and processing the slice or 
sample (see this section). 

 

Use the Slice field to display either the sample as it has 
been edited (Pad) or the entire sample (All). This is the same 
as adjusting Q-Link Knob 16 in the Q-Links panel. 

If the Slice field is set to All, you can display the sample as 
it has been edited but keep the start point and end point by 
clicking To Pad. The Slice field will change to Pad, but the 
start point and end point will remain in their current locations. 

 

Use the Start field to adjust the start point. This is the same 
as adjusting the first column of Q-Link knobs in the Q-
Links panel. 

Use the End field to adjust the end point. This is the same 
as adjusting the second column of Q-Link knobs in the Q-
Links panel. 

Use the Loop field to adjust the loop point if Loop Lock is 
off. If Loop Lock is on, adjusting the loop point will also 
adjust the start point. This is the same as adjusting the third 
column of Q-Link knobs in the Q-Links panel. 
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Click the Lock button to turn Loop Lock on or off. When on, the loop point is the same as the start point. When off, 
the loop point is independent from the start point and indicated by a separate loop marker. 

 

Click the Loop menu to cycle between the three loop modes: 

Off: The sample will not loop. 

Forward (Fwd): When the loop reaches its end point, it will start playing again from the loop point. 

Reverse (Rev): When the loop reaches its end point, it will play in reverse. When it reaches the loop point again, 
it will return to the end point and continue playing in reverse. 

Alternating (Alt): When the loop reaches its end point, it will play in reverse. When it reaches the loop point 
again, it will start playing forward again from the loop point. 

 

Use the X-Fade field to apply a crossfade to a looping sample. You must first make sure the loop Lock setting is set 
to Off, and then use the Loop menu to select a loop mode. Make sure there are at least 10 samples of space 
between the Start point and Loop point, then use the X-Fade field to set the length of the crossfade in samples. 

Click the icons next to the X-Fade field to select a Linear (straight lines) or Equal Power (curved lines) crossfade. 

Press Pad A16 – Play Continuous Loop to hear the crossfade applied to the sample. 

 

Use the Tune field to transpose the sample from its original pitch up to 24.00 semitones up or down. 

 

Use the Root Nt field to set the root note of the sample. This defines which note will play the sample at its original 
pitch when in a keygroup track. 

 

Click From BPM to tune a sample to the current sequence. Use the Edit Tuning 
window on connected MPC hardware to adjust the following: 

Use the Beats field to match the number of beats in the sequence. 

To tune the sample to the sequence, click Match. The Tune field will adjust 
automatically and close the window. The sample is now tuned to the sequence. 

To tune the sample to the sequence and adjust the sequence tempo, click 
To Sequence. This is the same as clicking Match but it also changes the 
sequence’s tempo to the BPM shown in the Tempo field on the right. 

To close the window, click Close. 

 

Use the BPM field to enter a tempo manually. You can also click X2 to double the 
value or /2 to halve it. 

 

Click Detect BPM to automatically detect the tempo. Use the Detect BPM 
window on connected MPC hardware to adjust the following: 

Use the BPM field to enter a tempo manually. You can also click X2 to double 
the value or /2 to halve it. 

Click Detect to detect the tempo automatically. 

Click Tap Tempo at the bottom of the window at the desired rate to use it as 
the tempo. You can play a sequence in the background to help with your timing. 

Click Close to close the window. 

Note: Before detecting tempo, it is recommended that you Normalize samples for 
best results. 
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Processing Slices 

 

Use the column of Process buttons to select an editing process. In the Process Sample window that appears, you 
can click the Function menu to select a different process, and then click Do It to apply the process or Cancel to 
close the window without processing the sample. 

You can use any of these functions as described below. 

Important: Track Mode is non-destructive: You can choose the slice/edit behavior without destroying your original 
sample, giving you more control over sample playback; you can save your sliced sample and but also reuse all of the 
slice data in another project. See the Track Edit Mode chapter to learn more about setting a pad to play the entire 
sample, a specific slice of a sample, or a specific region of the sample (independent of its slice markers).  

 

The Create Stems process isolates different parts of the sample and 
separates them into new stem samples. 

Click the icons to select or deselect from the following elements to create 
stems of: 

• Vocals: Isolate vocal elements of the track into a stem. 

• Bass: Isolate bass elements of the track into a stem. 

• Drums: Isolate percussive elements of the track into a stem. 

• Other: Isolate other musical textures, such as keys or guitars, into a 
stem. 

Use the Track dropdown menu to select the track where the stems will be 
added. 

The Assign to Pad function determines where the stem separated 
samples are added. When checked, you can select a pad in the chosen 
Track using the dropdown menu, and the stems will be added to the four 
layers of that pad. When unchecked, the stems will be added to the 
general project sample pool in the Project Info Browser. 

Click the Use trimmed sample box to trim the source sample between 
the Start and End points before applying the stem separation process.  

Tip: Uncheck this box if you want to retain slices with the stemmed 
results, otherwise, they will be bypassed. 

Note: Visit thempcstore.com to purchase MPC Stems, and then activate your 
purchase in the Preferences > Activation menu. 

 

The Silence process replaces the region between the start point and end 
point with silence. 
 

 

 

 

 

 

The Extract process deletes the regions before the start point and after the 
end point and saves it as a new sample in your current project. 

Use the Name field to name the new sample. 

Tip: This is useful if you recorded a drum loop and wanted to remove just a 
snare drum hit, a kick drum hit, etc. to use separately in the project. 
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The upper half of the window displays the Grid Editor. See General Features > Grid Editor to learn more about this. 

 

The lower half of the window displays channel strips representing the tracks, submixes, returns, and main outputs 
used in the current sequence. Each type has a slightly different appearance. 

Tip: If you want to see channel strips for both the Channel Mixer and the Pad Mixer at the same time, use the Mixer 
Window, which provides an overview of the channel strips in both modes on one screen. See General Features > 
Mixer Window to learn about this. 

 

Select a sequence to view its channel strips. 

 

Use the buttons in the lower-left corner of this area to show or hide different parts of the channel strips: 

Click the box icon to show or hide the Inserts slots on the channel strips. 

Click the four-circles icon to show or hide the Send knobs on the channel strips. 

 

Click the menu icon (≡) in the upper-right corner of the channel strips, and select or deselect Show Unused 
Tracks and/or Show Unused Tracks. 

 

 

 

Use the selectors between the upper and lower halves of the window to filter which channel strips are shown or hidden. 
When an option is selected, those channel strips will be shown. When it is deselected, its channel strips will be hidden. 

 

 

 Drum/Keygroup/  
 Plugin Track  MIDI Track CV Track Audio Track Submix Return Main 
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Track Mute Mode 
 

Track Mute Mode lets you easily mute MIDI tracks within a sequence or set track groups, enabling you to 
mute multiple tracks at once.  

Important: Track Mute Mode applies to MIDI tracks only—not audio tracks. 

 

To enter Track Mute Mode, do any of the following: 

• Click the bars-and-X icon in the toolbar (if shown). 

• Click the down arrow () next to the other mode icons in the toolbar, and click Track Mute. 

• Click the menu icon (≡), and go to View > Mode and click Track Mute. 

 

 
 

While Track Mute is selected in the Mute panel, you can mute, unmute, or solo MIDI tracks (in a single sequence) in 
real time by pressing the pads. This is useful if you want to hear a sequence without a particular MIDI track (e.g., 
muting your keyboard track to focus on the bass) or if you want to isolate specific sounds or combinations of sounds 
that are separated by track. 

While Solo is selected in the Mute panel, you can solo or unsolo individual sounds (on a single track) in real time by 
pressing the pads. This is also useful if you want to isolate particular sounds, and can be more effective if you have a 
large number of pads to mute.  

Tip: This function is similar to, but more convenient than, muting MIDI tracks one at a time in the Track View. 

The Track Group feature in the Mute panel extends the concept of track mutes: you can mute or unmute multiple 
MIDI tracks (in a single sequence) by pressing one pad that you have assigned to a track group. This is useful if you 
want to hear a track without a particular group of sounds or if you want to isolate specific sounds in various 
combinations. You can create up to 16 different track groups. 

 

The upper half of the window displays the Grid Editor. See General Features > Editors > Grid Editor to learn more 
about this. 

The lower half of the window can display the Pad Banks panel, Pads panel, Mute panel, and Project panel. Click 
the corresponding selector to show or hide each one. See General Features > Panels > Project to learn more 
about the Project panel. The other panels are described below: Pad Banks, Pads, and Mute. 
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The upper half of the window displays a representation of the sequences that have played. 

 

 

 

The dark blue timeline at the top indicates the number of bars that have elapsed with each sequence. The white 
arrow () is the audio playhead, indicating the current playback position. 

Each block represents a sequence with miniature track note events. The sequence number and name is at the top of 
each block. A repeat symbol (||:) next to the sequence name indicates it is a repeat of the previous sequence. 

Use the sliders in the lower-right corner of this area (along each axis) to zoom in or zoom out. 

 

The lower half of the window can display the Sequence List panel, Pads panel, Performance Controls panel, and 
Project panel. Click the corresponding selector to show or hide each one. See General Features > Panels > 
Project to learn more about the Project panel. The other panels are described below: Sequence List, Pads, and 
Performance Controls. 

 

 

Sequence List 

 

The Sequence List panel shows a list of all available sequences in your project 
as well as their length and tempo. The currently selected one is highlighted. 
Select one by clicking or pressing its corresponding pad. 

The Sequence column shows the name of the sequence. 

The Length column indicates the length of the sequence in bars. 

The Tempo column indicates the tempo of the sequence in BPM. Keep in 
mind that each sequence will not play back at this tempo if the Seq/Gbl 
button in the toolbar is set to Gbl; if it is set to Seq, then each sequence 
follows its own tempo during playback. 

Note: To set the BPM of a sequence, select that sequence and then use 
(A) the BPM field in its Sequence section of the Inspector or (B) the BPM 
field in the toolbar (when set to Seq instead of Gbl). 
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Pads 

 

The Pads panel represents 16 sequences (per bank). Each pad shows the 
length of the sequence in bars, the tempo of the sequence in BPM, and the 
name of the sequence. (Keep in mind that each sequence will not play back at 
this tempo if the Seq/Gbl button in the toolbar is set to Gbl; if it is set to Seq, 
then each sequence follows its own tempo during playback.) 

Click a pad bank to select it. 

Click a pad to select its sequence. Pads with sequences will be lit bright 
yellow. Pads without sequences will be dim yellow. 

If a sequence on another pad will play next, that pad will flash green. 

During playback, the pad with the currently playing sequence will be lit green. 

 

 

 

 

 

 

Performance Controls 

 

The Performance Controls panel shows the available commands you can execute.  

 

As a sequence plays, you can use the buttons in this panel to change how 
playback works in this mode: 

Click Hold to repeat the current sequence indefinitely and temporarily 
ignore pad presses. Click it again to return to normal operation. This is 
useful if you want to select other pads without selecting them to play next. 

Click Sudden to switch to the currently selected sequence immediately. 
The new sequence will start playing whether or not the current sequence is 
done. This is useful in live performances if you need to switch to the next 
sequence instantly at a certain cue. 

Click Next Bar to switch to the currently selected sequence at the 
beginning of the next bar. This is useful if you want to switch to another 
sequence before the current one ends without having to worry about timing 
issues. 

If there is a sequence that will play next, you can click Clear to cancel it. 
The current sequence will continue playing or you can click or press a pad 
to select another sequence to play next. This option is available only if that 
sequence is not playing at that moment. 

 

While playback is stopped, you can use these buttons: 

While playback is stopped, click Copy to Song to copy the sequence playlist 
to a song (see the Song Mode chapter to learn about creating a song). 

While playback is stopped, click Erase Song to clear all sequences from 
the upper half of the window. 
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Appendix 
 
Effects & Parameters 
 

This chapter lists the available effects and their parameters. To learn more about how effects work in general in the 
MPC 3 software, please see Operation > General Features > Effects. 

Effects with a * next to their name are not included with MPC and are available for purchase from thempcstore.com. 

Note: Some of these effects have a “sync” version (e.g., Flanger Sync, Autopan Sync, etc.) whose rates will be 
affected by the current tempo. While viewing the rate of these effects, a “.” next to the time division indicates a 
triplet-based rate. 

 

 

Delay/Reverb 
 

Options: AIR Delay, AIR Diff Delay, AIR Multitap Delay*, AIR Non-Lin Reverb, AIR Reverb, AIR Spring Reverb, 
Delay Analog Sync, Delay Analog, Delay HP, Delay LP, Delay Mono Sync, Delay Mono, Delay Multi-Tap, Delay 
Ping Pong, Delay Stereo, Delay Sync (Stereo), Delay Tape Sync, Reverb In Gate, Reverb Large 2, Reverb 
Large, Reverb Medium, Reverb Out Gate, Reverb Small, Sample Delay 

 

 

AIR Delay 

This is a classic delay line effect with a variable feedback 
filter. Additional Ratio and Width parameters enable you to 
achieve a wide range of stereo delay effects. 

Parameter Value Range Default Value 

Time 
Sync Off 
Sync On 

 
1 ms – 2.00 s 
1/32 – 8/4 

 
388 ms 
1/8D 

Sync Off, On Off 

Feedback 0–100% 40% 

Mix 0–100% (dry–wet) 50% 

Delay Ratio 50:100 – 100:50 100:100 

Delay HPF 20.0 Hz – 1.0 kHz 20.0 Hz 

Delay Width 0–100% 100% 

Feedback Damp 1.0 – 20.0 kHz 20.0 kHz 

Feedback Reso 0–100% 0% 

 Fdbk. Reso Freq 100 Hz – 10.0 kHz 1.0 kHz 

 

http://thempcstore.com
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Reverb Out Gate 

This is a hall reverb that has an additional control. The reverb 
effect is cut off when the output drops below the level set in 
the Gate Out parameter. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 50 

Pre-Delay 1–100 50 

Early Reflection 0–100 50 

Density 0–100 50 

Diffuse 0–100 50 

Decay 0–100 75 

Lo-Cut 0–100 10 

Hi-Cut 0–100 10 

Gate Out 0–100 0 

 
 

Reverb Small 

This is a spatial effect, designed to emulate a small room. Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 50 

Pre-Delay 1–100 50 

Early Reflection 0–100 50 

Density 0–100 50 

Diffuse 0–100 50 

Decay 0–100 50 

Lo-Cut 0–100 15 

Hi-Cut 0–100 10 

 

Sample Delay 

This effect is a utility delay plugin that can delay the left and 
right channels by different, small amounts to loosen 
percussion elements or add stereo width. 

Parameter Value Range Default Value 

Left / Right 0–11025 Samples 
or 
0.0–250.0 ms 

0 Samples 
or 
0.0 ms 

Samples / MS Samples, MS Samples 

Link Off, On Off 
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Dynamics 
 

Options: AIR Channel Strip, AIR Compressor, AIR Expander*, AIR Limiter, AIR Maximizer, AIR Noise Gate, AIR 
Pumper, AIR Transient, Bus Compressor, Compressor Opto, Compressor VCA, Compressor Vintage, Mother 
Ducker Input, Mother Ducker, Transient Shaper 

 

AIR Channel Strip 

This specially-designed plugin combines multiple effects with a fast interface. The EQ section provides a highpass 
filter, low and high shelves, and a fully parametric mid-band. For dynamics, the AIR Compressor and Gate algorithms 
are perfect for achieving hard-hitting drum sounds. 

Tab Parameter Value Range Default Value 

 EQ Enable Enabled, Bypass Enabled 

 Gate Enable Enabled, Bypass Enabled 

 Comp Enable Enabled, Bypass Enabled 

 Output -Inf – +24.00 dB 0.00 dB 

EQ High Shelf Gain -12.0 – +12.0 dB 0.0 dB 

 High Shelf Freq 1.20 – 20.0 kHz 6.00 kHz 

 Mid Gain -18.0 – +18.0 dB 0.0 dB 

 Mid Freq 40.0 Hz – 16.0 kHz 247 Hz 

 Mid Q 0.40 – 10.00 1.00 

 Low Shelf Gain -12.0 – +12.0 dB 0.0 dB 

 Low Shelf Freq 20.0 Hz – 1.00 kHz 100 Hz 

 HP Filter 0 – 1000 Hz 0 Hz 

Gate/Comp Gate Thresh -120.0 – 0.0 dB -120.0 dB 

 Gate Depth 0 – -120.0 dB -120.0 dB 

 Gate Attack 0.01 – 1000.00 ms 0.18 ms 

 Gate Release 1.00 – 3000.00 ms 7.40 ms 

 Comp Thresh 0.0 – -60.0 dB 0.0 dB 

 Comp Ratio 1.0:1 – 100.0:1 3.9:1 

 Comp Attack 100 us – 300 ms 5.48 ms 

 Comp Release 10.0 ms – 4.00 s 200 ms 
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AIR Compressor 

This basic compressor effect changes the dynamic 
range of a signal by automatically reducing its gain if it 
exceeds a certain level (the threshold). 

Parameter Value Range Default Value 

Threshold -60.0 – 0 dB -48.0 dB 

Ratio 1.0:1 – 100.0:1 3.9:1 

Output 0.0 – 30.0 dB 15.0 dB 

Mix 0–100% (dry-wet) 100% 

Knee 0–100% 50% 

Attack 100 us – 300 ms 5.48 ms 

Release 10.0 ms – 4.00 s  200 ms 

 

AIR Expander * 

This effect is a vital dynamic processor to reduce and 
remove the unwanted quieter elements of your tracks. 

 
 

Parameter Value Range Default Value 

Threshold -40.0 – 0.0 dB -15.4 dB 

Output -20.0 – 0.0 – +20.0 dB 0.0 dB 

Ratio 1:1.0 – 1:100 1:10 

Range 0.0 – 40.0 dB 40.0 dB 

Attack 10.0 us – 100 ms 1.00 ms 

Release 10.0 ms – 10.0 s 166 ms 

 

AIR Limiter 

This is a lookahead limiter perfect for mastering or 
mixing.  

Parameter Value Range Default Value 

Gain -12.0 – 36.0 dB 0.0 dB 

Ceiling -24.0 – 0.0 dB 0.0 dB 

Look Ahead 0.0 – 20.0 ms 0.0 ms 

Release 10.0 ms – 10.0 s 316 ms 

 LF Mono 10.0 Hz – 1.00 kHz 10.0 Hz 

 

AIR Maximizer 

This effect is a limiter optimized for professional 
mastering.  

Parameter Value Range Default Value 

Threshold -40.0 – 0.0 dB -20.0 dB 

Ceiling -20.0 – 0.0 dB FS -5.0 dB FS 

Look Ahead 0.0 – 20.0 ms 0.0 ms 

Knee Hard, Soft Hard 

Release 10.0 ms – 10.0 s 316 ms 

LF Mono 10.0 Hz – 1.00 kHz 10.0 Hz 
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AIR Noise Gate 

This effect is similar to a compressor, but instead of 
attenuating audio signal that rises above a threshold, a noise 
gate attenuates audio signal that falls below a threshold by a 
set amount. This can help reduce background noise in your 
audio signal. 

Parameter Value Range Default Value 

Threshold -120.0 – 0.0 dB -48.0 dB 

Depth 0 dB – -120.0 dB -120 dB 

Denoise Filter Off, On Off 

Denoise Thresh -120.0 – 0.0 dB -60.0 dB 

Attack 0.01 – 1000.00 ms 0.18 ms 

Hold 0 – 1000 ms 250 ms 

 Release 1.00 – 3000.00 ms 7.40 ms 

 

AIR Pumper 

This effect creates a rhythmic pumping effect, similar to that 
of sidechain compression. 

Parameter Value Range Default Value 

Depth 0–100% 80% 

Speed Bar, 1/2 – 1/32T 1/4 

Release Shape 0–100% 10% 

Trigger Offset -100.0 – +100.0 ms 0.0 ms 

Attack 0–100% 5% 

Hold 0–100% 10% 

 Release 0–100% 60% 

 

AIR Transient 

This effect is used to enhance or soften the Attack and 
Release phases of audio material. 

Parameter Value Range Default Value 

Attack -100 – 0 – +100% 0% 

Attack Shape 0–100% 50% 

Sustain -100 – 0 – +100% 0% 

Output -20.0 – +20.0 dB 0.0 dB 

Limit Off, On On 

 

Bus Compressor 

This is the most transparent compressor, able to perform 
substantial volume adjustments without artifacts. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Attack 0–100 50 

Release 0–100 50 

Threshold -50 – 0 dB 0 

Ratio 1–20 1 

Oldskool Off, On Off 

Output -6 – 24 dB 0 
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Mother Ducker Input 

Add this effect as an insert to the track you want to use as a 
trigger input, such as a kick drum track. 

Parameter Value Range Default Value 

To Bus 1–8 Bus 1 

 

Mother Ducker 

Add this effect as an insert to the track you want to have the 
ducking effect applied to. Use the meters to monitor the 
level from your trigger input and tweak the Threshold and 
Ratio parameters to adjust the amount of ducking. The 
Attack and Release parameters can be used to sculpt the 
envelope of the gain reduction to achieve exactly the 
pumping effect you are after. Mother Ducker has eight 
internal buses so you can set up multiple channel strips with 
ducking effects from different sources. 

Parameter Value Range Default Value 

Ratio 1.00:1 – 60.00:1 6.00:1 

Knee 0.000 – 6.000 dB 0.000 dB 

Attack 1.0 – 1000.0 ms 10.0 ms 

Release 1.0 – 1000.0 ms 100.0 ms 

Threshold -100.000 – 0.000 dB -6.021 dB 

Gain -100.000 – +12.000 dB  -0.000 dB 

Auto Gain On, Off On 

From Bus 1–8 Bus 1 

 

Transient Shaper 

A transient shaper can be used to enhance or soften the 
Attack and Release phases of audio material. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Attack 0–100 50 

Release 0–100 50 

Output 0–100 50 

 

 

EQ/Filter 
 

Options: Options: AIR Enhancer, AIR Filter Gate, AIR Filter, AIR Kill EQ, AIR Para EQ, AIR Vintage Filter*, HP 
Filter Sweep, HP Filter Sync, HP Filter, HP Shelving Filter, LP Filter Sweep, LP Filter Sync, LP Filter, LP 
Shelving Filter, PEQ 2-Band, 2-Shelf, PEQ 4-Band 

 
 

AIR Enhancer 

This effect enhances the low and high 
broadband frequencies of the audio signal. 

Parameter Value Range Default Value 

High Gain 0.0 – 12.0 dB 0.0 dB 

Low Gain 0.0 – 12.0 dB 0.0 dB 

Output - Inf – 0.0 dB 0.0 dB 

Freq. High 1.0 – 10.0 kHz 3.16 kHz 

Freq. Low 40.0 – 640 Hz 160 Hz 

Harmonics 0.0 – 12.0 dB 0.0 dB 

Phase + (positive), - (negative) + 
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Harmonic 
 

Options: AIR Amp Sim, AIR Diode Clip, AIR Distortion, AIR Flavor, AIR Freq Shift, AIR Lo-Fi, AIR Talk Box, AIR 
Tube Drive, Decimator, Distortion Amp, Distortion Custom, Distortion Fuzz, Distortion Grimey, Distortion 
Overdrive, Frequency Shifter, Granulator, Resampler, TouchFX, XYFX 

 

AIR Amp Sim 

This effect simulates guitar and bass amplifiers with a 
wide range of available cabinet models and tone shaping 
options. 

Parameter Value Range Default Value 

Cab Model D.I., Brit, 1x8”, 1x12”, 
2x10”, 2x12”, 4x10”, 
4x12”, 1x15” Bass, 
4x10” Bass, Radio 

4x10” 

Drive 0.0–11.0 0.0 

Mode Mono, Stereo Stereo 

Output -12.0 – 0.0 – +12.0 dB 0.0 dB 

Soft Clip 0–100% 0% 

Top Boost 0–100% 0% 

Bias 0–100% 0% 

Bass -12.0 – 0.0 – +12.0 dB -12.0 dB 

Mid -12.0 – 0.0 – +12.0 dB 0.0 dB 

Mid Freq 250 Hz – 4.00 kHz 1.00 kHz 

Treble -12.0 – 0.0 – +12.0 dB 0.0 dB 

 

AIR Diode Clip 

This is a distortion effect that can be used for anything 
from adding subtle grit to drum breaks to aggressive 
distorted mayhem. 

Parameter Value Range Default Value 

Input HP 200 – 800 Hz 500 Hz 

Env Speed 0–100% 50% 

Output HP 1000 – 4000 Hz 2000 Hz 

Output LP 1000 – 12000 Hz 6000 Hz 

Wide Off, On Off 

Solo Off, On Off 

 Oversampling Off, On On 

 Level -inf – 0.0 – +12.0 dB 0.0 dB 
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AIR Distortion 

This effect is a multi-type distortion that adds color to your 
audio signal with varying types and amounts of distortion. 

Parameter Value Range Default Value 

Mode Hard, Soft, Wrap Hard 

Drive 0 – 60 dB 15 dB 

Output 0–100% 100% 

Mix 0–100% (dry-wet) 100% 

Tone Pre-Shape -100 – 0 – +100% 0% 

 Tone High Cut 1.00 – 20.0 kHz 20.0 kHz 

 Stereo On, Off Off 

 Clipping Thresh. -20.0 – 0.0 dB FS -10.0 dB FS 

 Clipping Edge 0–100% 0% 

 

AIR Flavor 

This effect applies EQ simulations of radios, phones, tape 
machines, and more to dramatically change the timbre of 
your sound. 

Parameter Value Range Default Value 

Timbre Varies Neutral 

Timbre Depth 0–100% 100% 

Vinyl Distortion 0–100% 0% 

Vinyl Noise 0–100% 0% 

Flutter 0–100% 0% 

 Monofy 0–100% 0% 

 

AIR Freq Shift 

This effect shifts the audio signal's individual frequencies for 
unique effects. 

Parameter Value Range Default Value 

Mode Up, Down, Up & 
Down, Stereo 

Up 

Frequency 10.0 mHz – 10.0 kHz 316 mHz 

Feedback 0–100% 0% 

Mix 0–100% (dry–wet) 100% 
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AIR Lo-Fi 

This effect is used to bit-crush, down-sample, clip, rectify and mangle an audio signal. 
 

Tab Parameter Value Range Default Value 

Lo-Fi Bit Depth 1.0 – 16.0 bit 16.0 bit 

 Sample Rate 500 Hz – 50.0 kHz 50.0 kHz 

 Mix 0–100% 100% 

Distortion Clip 0.0 – 40.0 dB 0.0 dB 

 Rectify 0–100% 0% 

 Noise Mod 0–100% 0% 

Anti-Alias Pre 0.125 – 2.000 Fs 0.5000 Fs 

 Post 0.125 – 2.000 Fs 1.000 Fs 

 Enable On, Off Off 

LFO / Env Wave Sine, Tri, Saw, Square, Morse, 
S&H, Random 

Sine 

 Rate 
Sync Off: 
Sync On: 

 
0.01 – 10.0 Hz 
8/4 – 16 

 
1.00 Hz 
2T 

 Sync On, Off Off 

 Depth -100 – 0 – 100% 0% 

 Attack 0.1 – 10.0 s 0.5 s 

 Release 0.1 – 10.0 s 0.5 s 

 Depth -100 – 0 – 100% 0% 

 

AIR Talk Box 

This effect adds voice-like resonances to 
audio signals.  

Parameter Value Range Default Value 

Vowel OO, OU, AU, AH, AA, AE, EA, EE, 
EH, ER, UH, OH, OO 

AH 

Env Depth -100 – 0 – +100% 0% 

Formant -12.00 – +12.00 0.00 

Mix 0–100% 100% 

LFO Wave Sine, Tri, Saw, Square, S&H, 
Random 

Sine 

LFO Rate 
Sync Off: 
Sync On: 

 
0.01 – 10.0 Hz 
8/4 – 16 

 
1.00 Hz 
2T 

 LFO Sync Off, On Off 

 LFO Depth -100 – 0 – +100% 0% 

 Env Thresh -60.0 – 0.0 dB -30.0 dB 

 Env Attack 0.1 – 10.0 s 0.5 s 

 Env Release 0.1 – 10.0 s 0.5 s 
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Washout 

The touch strip controls an echo effect that is useful for 
creating transitions. 

Parameter Value Range Default Value 

Cutoff 40.00–9000 Hz 1160.00 Hz 

Resonance 0.00–100.00% 0.50% 

Feedback 0.00–100.00% 0.50% 

Diffusion 0.0–10000.0% 5000.0% 

Delay Time 1 Bar, 1/2, 1/4, 
1/4t, 1/8, 1/8t, 
1/16, 1/16t, 1/32, 
1/64 

1 Bar 

 

Granulator 

The touch strip controls a granulator effect, which turns 
your incoming audio into small grains of sound that can 
be looped, pitch-shifted, and manipulated. 

Parameter Value Range Default Value 

Density 1.0–300.0 
grains/sec 

150.0 
grains/sec 

Window Length 20.0–1000.0 ms 510.0 ms 

Grain Length 10.0–200.0 ms 105.0 ms 

Grain Feedback -99.00 – 0.00 – 
99.00 

0.0% 

Pitch -12.0 – 0.0 – 12.0 
semi 

0.0 semi 

Stereo Spread 0.0–100.0% 0.0% 

 

Manual Flanger 

The touch strip controls a flanger effect, a modulated 
delay that emulates the sound created when running two 
analog tape machines in parallel with a slight time 
misalignment.  

Parameter Value Range Default Value 

Frequency 100.00–4000.00 
Hz 

4000.00 Hz 

Feedback 0.0–100.0% 100.0% 

 

 

XYFX 

Adds the XYFX effect for use with MPC touchscreen hardware. 
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Modulation 
 

Options: AIR Chorus*, AIR Ensemble, AIR Flanger, AIR Fuzz-Wah, AIR Half Speed, AIR Multi-Chorus, AIR 
Phaser, AIR Pitch Shifter, AIR Stereo Width, AIR Stutter, Auto Wah, Autopan Sync, Autopan, Chorus 2-Voice, 
Chorus 4-Voice, Flanger Sync, Flanger, Phaser 1, Phaser 2, Phaser Sync, Tremolo Sync, Tremolo 

 

AIR Chorus * 

This effect is a compact but powerful plugin for 
classic chorus warmth and depth. 

 
 

Parameter Value Range Default Value 

Rate 0.01 – 10.0 Hz 1.01 Hz 

Depth 0.00 – 24.00 ms 7.10 ms 

Mix 0–100% 50% 

Feedback 0–100% 0% 

Pre-Delay 0.00–24.00 ms 2.00 ms 

Wave Triangle, Sine Sine 

Offset -180 – 0 – +180 deg. +90 deg. 

  

AIR Ensemble 

This effect applies fluid, shimmering modulation 
effects to the audio signal. 

Parameter Value Range Default Value 

Rate 0.01 – 10.0 Hz 1.00 Hz 

Depth 0.00 – 24.00 ms 6.00 ms 

Width 0–100% 100% 

Mix 0–100% (dry–wet) 75% 

Mod. Delay 0.00 – 24.00 ms 0.00 ms 

Mod. Shimmer 0–100% 50% 

 

AIR Flanger 
This effect applies a short, modulating delay to the 
audio signal. 

Parameter Value Range Default Value 

Rate 0.02 – 10.00 Hz 0.40 Hz 

Depth 0–100% 50% 

Feedback 0–100% 50% 

Mix 0–100% (dry–wet) 50% 

Headroom -20.0 – 0.0 dB FS -10.0 dB FS 
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AIR Fuzz Wah 

This is a multi-effect that combines transistor-like distortion and wah. 

Tab Parameter Value Range Default Value 

Fuzz-Wah Mix 0–100% (dry–wet) 100% 

 Order Fuzz>Wah, Wah>Fuzz Fuzz>Wah 

 Fuzz Mix 0–100% (dry–wet) 100% 

 Wah Mix 0–100% (dry–wet) 100% 

 Fuzz Drive 0 – 40 dB 20 dB 

 Fuzz Tone 1.00 – 10.0 kHz 3.16 kHz 

 Fuzz Output -Inf – 0.0 dB 0.0 dB 

 Fuzz Enable Off, On Off 

 Wah Pedal 0–100% 50% 

 Wah Filter Mode Lowpass, Bandpass, Highpass  Bandpass 

 Min. Freq. 50.0 Hz – 4.00 kHz 428 Hz 

 Max Freq. 50.0 Hz – 4.00 kHz 2.07 kHz 

 Min. Resonance 0–100% 55% 

 Max Resonance 0–100% 33% 

 Wah Enable Off, On On 

Modulation Mode LFO, Env LFO 

 Rate 
LFO 
Env 

 
8/4 – 16 
0–100% 

 
4T 
75% 

 Depth -100 – 0 – 100% 0% 

 

AIR Half Speed 

This effect can quickly create half-speed versions from any 
input material. Filter the processed audio using the built-in 
high pass and low pass filter to create dramatic transitions, 
and use the fade in and fade out parameters to create 
synchronized transitions between dry and effected audio.  

Parameter Value Range Default Value 

 Start, Stop  

Loop Length 1/16 – 4 Bars 1 Bar 

Mode *1.5, *2, *4 *2 

Mix 0–100% 100% 

Loop Fade 1.00 – 200 ms 4.90 ms 

Fade In Hard, Soft, 1/16–4 
Bars Hard 

 Fade Out Hard, Soft, 1/16–4 
Bars 

Hard 

 HPF Off, 20.0 Hz – 20.0 
kHz 

Off 

 LPF 20.0 Hz – 19.9 kHz, 
Off 

Off 

 Band Off, On Off 
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AIR Multi-Chorus 
This effect applies a thick, complex chorus effect to your 
audio signal. 

Parameter Value Range Default Value 

Rate 0.01 – 10.0 Hz 1.00 Hz 

Depth 0.00 – 24.00 ms 6.00 ms 

Voices 3, 4, 6 4 

Mix 0–100% (dry–wet) 50% 

Chorus Low 
Cut 

20.0 Hz – 1.00 kHz 20.0 Hz 

Chorus Width 0–100% 100% 

 Mod Wave Sine, Tri Tri 

 Mod Delay 0.00 – 24.00 ms 6.0 ms 

 

AIR Phaser 

This effect applies a phaser to your audio signal, for that 
wonderful "wooshy," "squishy" sound. 

Parameter Value Range Default Value 

Rate 0.10 – 10.00 Hz 1.00 Hz 

Depth 0–100% 50% 

Feedback 0–100% 0% 

Mix 0–100% (dry–wet) 50% 

Phaser Model Vibe, Stone, Ninety, 
Tron,  

Ninety 

Offset 

Phase 
Rate 

 

-180 – +180 deg. 
25–400% 

 
0 deg. 
100% 

 Type Phase, Rate Phase 

 

AIR Pitch Shifter 

This effect alters the pitch of the audio signal and can be 
adjusted based on the source or style of the signal. 

Parameter Value Range Default Value 

Mode Vocal, Bass, Beats, 
Chords, Textures 

Vocal 

Shift -24.0 – 0 – 24.0 0.0 

Mix 0–100% 100% 

 

AIR Stereo Width 

This effect creates a wider stereo presence in an audio 
signal.  

Parameter Value Range Default Value 

Width 0–200% 100% 

Delay 0.0 – 8.0 ms 0.0 ms 

Level Trim -Inf – 0.0 – +12.0 dB 0.0 dB 

Pan Trim L100 – <C> – R100 <C> 

High 0–200% 100% 

Mid 0–200% 100% 

 Low 0–200% 100% 
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AIR Stutter 

This effect creates mind-blowing glitch effects using a 
wide range of volume, pan and pitch stutter effects. 

Parameter Value Range Default Value 

Intervals 1/64 – ¼ 1/16 

Sync Off, On On 

Steps 2–64 5 

Step Length 0–100% 100% 

Freeze Off, On Off 

Decay 50.0 ms – 100 s 6.99 s 

 Volume -12.0 – 0.0 – 6.0 dB -1.2 dB 

 Mix 0–100% 100% 

 Pan Mod 0–100% 50% 

 Pitch Mod -100 – 0 – +100% 0% 

 

Auto Wah 

This effect is a low-pass filter modulated by an envelope that 
yields a classic funky “wah-wah”- like sound. The envelope 
is triggered by the incoming signal’s amplitude. The amount 
of the envelope on the cutoff frequency is user-definable. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Resonance 0–100 75 

Attack 0–100 30 

Release 0–100 30 

Center 0–100 50 

Sensitivity 0–100 50 

 

Autopan Sync 

This effect uses an LFO (tempo-synced to your project) to 
move the incoming signal back and forth across the stereo 
field, creating a rotary effect. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Rate 8 bars – 1/32 1/4 

 

Autopan 

This effect uses an LFO to move the incoming signal back 
and forth across the stereo field, creating a rotary effect. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Rate 0–100 10 

 

Chorus 2-Voice 
This effect uses an LFO to modulate the pitch and a delay of 
the input signal, which are then added to the dry signal. In 
small amounts, this creates the illusion of multiple voices 
playing at once. Turn up the Feedback and Amount for 
more pronounced “shimmering” and “watery” sounds. 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Delay 0–100 20 

Amount 0–100 80 

Width 0–100 80 

Feedback 0–100 50 

Rate 0–100 10 





  

 
251 

 

 

Tremolo Sync 

This effect uses an LFO (synced to project tempo) to 
increase and decrease the volume of the signal. Depending 
on the LFO shape, this can produce a smooth wave effect 
(sine wave) or a stuttering “on-off” effect (square wave). 

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Rate 1 bar – 1/16 triplets 1/4 

Sine to Square 0–100 (sine–square) 0 

 

Tremolo 

This effect is the same as Tremolo sync, but the LFO is 
not synced to project tempo.  

Parameter Value Range Default Value 

Dry/Wet 0–100 (dry–wet) 100 

Rate 0–100 10 

Sine to Square 0–100 (sine–square) 0 

 

 

Vocal 
 

Options: AIR Vocal Doubler, AIR Vocal Harmonizer, AIR Vocal Tuner 

 

AIR Vocal Doubler 

This effect creates realistic vocal doubles to add width 
or thickness to a vocal line. 

Parameter Value Range Default Value 

Voices 1–8 4 

Stereo Spread 0–100% 70% 

Lead Volume -Inf – +6.0 dB 0.0 dB 

Doubler Volume -Inf – +6.0 dB 0.0 dB 

Pitch +/- 0–250% +/- 38% 

Pitch Speed 0–100% 75% 

 Timing 0–800 ms 63 ms 
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AIR Bassline (continued) 
 

 

 

Parameter Description Value Range 

Compressor Threshold Signal level after which the compressor will be applied. 0.0 – -60. dB 

 Ratio Amount of compression applied. 1.0:1 – 100.0:1 

 Output Amount of additional output gain for the compressed 
signal. 

0.0 – +30.0 dB 

 Mix Wet/dry mix of the compressor effect. 0–100% 

 Knee How gradually the compressor reacts as the threshold 
is reached.  

Lower values apply a "soft" knee (compression is 
applied more slowly as signal approaches the 
threshold), and higher values apply a "hard" knee 
(compression is immediately applied when the 
threshold is reached). 

0–100% 

 Attack Length of time to apply the compression. 100 us – 300 ms 

 Release Length of time for compressed signal to return to 
original level. 

10 ms – 4.00 s 

 On/Off Enables or disables the effect. Off, On 

Hype High Dampens or maximizes high end frequencies. -100 – 0 – +100% 

 Low Dampens or maximizes low end frequencies. -100 – 0 – +100% 

 On/Off Enables or disables the effect. Off, On 
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AIR Electric 
 

The AIR Electric plugin emulates the sound of classic electric pianos. Dedicated Pickup, Envelope, Bell and Noise 
parameter sections provide a huge amount of flexibility to configure the timbre of the electric piano sound. Electric 
also includes five AIR effects: Tremolo, Tube Distortion, Chorus, Delay and Spring Reverb. 

 

 

 

To enable or disable any sound or effect, press the circle in the upper-right corner of each section. 

 

Parameter Description Value Range 

Pickup Type Type of pickup emulated. Pickup, 0–100% 
Electro-Static,  
0–100% Electro-
Magnetic 

 Height Height of the pickup to the tines. 0.0 – 5.0 mm 

 Distance Distance of the pickup to the tines. 0.1 – 10.0 mm 

 Clip Amount of clipping applied to the signal. 0–100% 

 Keytrack Ties the pickup parameters to the pitch being played. 

At higher values, the Distance is increased as the 
pitch is increased. 

0–100% 

Envelope Attack Length of time for the note to reach full volume. 100–0% Hard,  
0–100% Soft 

 Decay Length of time for the note to reach the sustained 
volume. 

100 ms – 20.0 s 

 Release Length of time for the note to become silent after 
being released. 

100 ms – 5.0 s 

 Peak Length Length of time full volume is held before decaying. 3–50 ms 

 Keytrack Ties the envelope parameters to the pitch being 
played. 

At higher values, the envelope time is decreased as 
the pitch is increased. 

0–100% 
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AIR Electric (continued) 
 

Parameter Description Value Range 

Bell Tune Pitch of the bell sound, in semitones above the root 
pitch. 

0–60 semitones 

 Dry/PU Mix of Dry versus Pickup signal for the bell sound. -100% – 0% – +100% 

 Volume Level of the bell sound. -Inf dB – +6.0 dB 

 Tune Keytrack Ties the tuning of the bell sound to the pitch being 
played. 

0–100% 

 Decay How long it takes for the bell sound to dissipate 100 ms – 7.0 s 

 Keytrack Ties the amount of bell sound to the pitch being 
played. 

At negative values, the bell sound is increased as the 
pitch increases. 

At positive values, the bell sound is increased as the 
pitch decreases. 

-100% – 0% – +100% 

Noise Freq Center frequency of the noise effect 200 Hz – 16.0 kHz 

 Random Amount of randomization applied to the noise effect 0–100% 

 Mix Level of noise effect present -Inf dB – +6.0 dB 

 Attack Length of time for the noise effect to reach full level 1–50 ms 

 Decay Length of time for the noise effect to dissipate 100 ms – 3.00 s 

 Keytrack Ties the Freq to the pitch being played. 0–100% 

Polyphony Number of voices available. 1–16 Voices 

Level Overall level of the plugin. -Inf dB – +6.0 dB 

Velo Level Adjusts how much incoming velocity is applied. 0–100% 

Velo Tone Ties the incoming velocity to tone. 

At higher values, increased velocity increases tone 
brightness. 

0–100% 

Velo Attack Ties the incoming velocity to the attack envelope.  

At higher values, lower velocities feature longer 
attack times. 

0–100% 

Tremolo Rate Modulation speed of the effect.  

  When Sync is set to Free: 0.25 – 13.00 Hz 

  When Sync is set to Sync: 8/4 – 1/16 

 Sync Sync the Tremolo Rate to the Global Tempo or let it 
run Free. 

Free, Sync 

 Mode Select Pan for stereo field modulation, or Tremolo 
for amplitude modulation. 

Pan, Tremolo 

 Depth Amount of modulation applied. 0–100% 
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AIR Electric (continued) 
 

Parameter Description Value Range 

Tube Drive Amount of drive applied. 0–100% 

 Headroom Amount of gain reduction between the clean signal 
and the driven signal. 

-30.0 – 0.0 dB 

 Saturation Amount of saturation applied. 0–100% 

 Output Output level of the tube driven signal. -20.0 – 0.0 – +20.0 dB 

Chorus Rate Modulation speed of the effect. 0.40 – 3.20 Hz 

 Depth Amount of pitch modulation of the effect. 0–100% 

 Mix Wet/dry amount of the chorus effect. 0–100% 

Delay Time Amount of time between the dry signal and the 
delayed signal. 

 

  When Sync is set to Free: 1 ms – 2.00 s 

  When Sync is set to Sync: 1/32 – 8/4 

 Sync Sync the Delay Time to the Global Tempo or set to 
Free to adjust Time by milliseconds. 

Free, Sync 

 Mix Wet/dry amount of the delay effect. 0–100% 

 Feedback Amount of signal fed back into the delay line. 0–100% 

 Damp Center frequency of where the delay signal will be 
dampened. 

1.00 – 20.0 kHz 

 Reso Amount of resonance of the feedback signal. 0–100% 

 Reso Freq Center frequency for feedback resonance. 100 Hz – 10.0 kHz 

 Ratio Reduces the delay Time in either the Left or Right 
stereo field. This is useful for creating offset, panned 
delays. 

L 50:100, R 50:100 

 HPF Center frequency for delay signal high-pass filter. 20.0 Hz – 1.0 kHz 

 Width Stereo width of delay signal. Higher values give wider 
stereo separation. 

0–100% 

Spring Reverb Pre-Delay Length of time between dry signal and reverberated 
signal. 

0 ms – 250 ms 

 Time Length of reverb tail. 1.0 – 10.0 s 

 Mix Wet/dry amount of the reverb effect. 0–100% 

 Diffusion Rate of increasing density of reverb reflections.  

At lower settings, the sound of individual reflections is 
more present.  

At higher settings, reflections are more uniform. 

0–100% 

 Width Stereo width of reverb signal. Higher values give wider 
stereo separation. 

0–100% 

 Low Cut Center frequency for reverb signal low-cut filter. 20.0 Hz – 1.00 kHz 

 



  

 
259 

 

 

AIR TubeSynth 
 

The AIR TubeSynth plugin emulates the sound of classic vintage analog polysynths. TubeSynth is based on the 
highly acclaimed AIR Vacuum Pro desktop synth plugin and also includes 5 integrated AIR effects. 
 

 
 
 

Parameter Description Value Range 

Oscillator 1 Octave Coarse tuning of the oscillator by octaves. 

The Wide setting provides additional Fine tuning 
controls. 

Wide, 32', 16', 8', 4', 2' 

 Fine Fine tuning of the oscillator by semitones.  

  When Octave is set to Wide: -70.00 – 0.00 – +70.00 

  When Octave is set to 32'–2': -12.00 – 0.00 – +12.00 

 Shape Waveshape of Oscillator 1 (continuously variable) Triangle, Saw, Square, Pulse 

 F-EnvShape Amount of Filter Envelope output subtracted from 
or added to the value defined by the Osc 1 Shape 
parameter. 

-100 – 0 – +100% 

 Quad Enables or disables four-voice emulation for the 
oscillator. 

Off, On 

 Detune Adjusts tuning of the additional Quad voices. 0–100% 

Oscillator 2 Octave Coarse tuning of the oscillator by octaves, all the 
way down to LFO speed. 

LFO, 32', 16', 8', 4', 2' 

 Fine Fine tuning of the oscillator.  

  When Octave is set to LFO: 0.01 – 20.00 Hz 

  When Octave is set to 32'–2': -12.00 – 0.00 – +12.00 
semitones 

 Shape Waveshape of Oscillator 2 (continuously variable) Noise, Saw, Square, Pulse 

 F-EnvShape Amount of Filter Envelope output subtracted from 
or added to the value defined by the Osc 2 Shape 
parameter. 

-100 – 0 – +100% 

 Sync Enables or disables syncing of Oscillator 2 to 
Oscillator 1. 

Off, On 

 Micro Detune Additional detuning of Oscillator 2. 0–100% 

 Phase Position of the waveshape when the sound is 
triggered. 

0 – 360 degrees 

Sub Oscillator Shape Waveshape of the sub oscillator. Triangle, Saw, Square, Pulse 



























































http://thempcstore.com
http://akaipro.com




  

 
290 

 

 

The Ramp section lets you create rising or falling modulation signals. 

Click the 1–2 icons to toggle between the two available ramps. 

Use the Time field to adjust the length of the ramp. 

Use the Shape field to adjust the curve of the ramp. Positive values rise or fall more quickly, while negative 
values rise or fall more slowly. 

 

The Env (Envelope) section lets you create a variable control signal that can be used, for instance, to modulate the 
filter, amplitude, or pitch settings of a sound over a given period of time. 

Click the 1–4 icons to toggle between the four available envelopes. 

Use the Mode field to set how the envelope is triggered. Select Note On to restart the envelope with each Note 
On message. Select Loop to continuously cycle the envelope. Select One Shot to play through the envelope 
once.  

Use the Sync field to synchronize the envelope to the MPC sequence for precise timing control. 

Use the Delay, Attack, Hold, Decay, Sustain, and Release fields or click and drag the “handles” of each 
envelope to shape the envelope or time-variant modulation output. See the Anatomy of an Envelope section to 
learn about the envelope parameters. 

Use the Depth knob to set the overall amount and direction in which the envelope is applied.   

 

Use the Offsets knobs to adjust voltage levels to modulate external gear.  

 

 

 

The Stepper section lets you create a step sequence for CV control. 

Use the Steps field to set the length of the sequence. 

Use the Speed field to set how quickly the sequence is played. 

Use the Speed Sync field to synchronize the speed with the MPC sequence tempo. You can select one of several 
time divisions (a . indicates a dotted note; a T indicates a triplet-based time division). When set to None, Sync is 
off,  and the sequence timing is determined by the Speed field. 

Click and drag the step handles to set step values. 

Click and drag the smoothing values, below the step number, to apply additional smoothing to each step. 

 

The Clock Divider section divides the incoming clock to allow for slower modulation rates. 

 

The Step section allows you to set Step lengths for modulation purposes. 

 

The Matrix section allows you to Sum or Multiply two modulation sources and sum or multiply them for complex 
signals. 
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MPC Pro Pack Plugins 
 

AIR Visual EQ4 

 

AIR Visual EQ4 is a highly versatile EQ plugin providing four bands of equalization, with a spectrum analyzer that 
gives clear visual feedback of the audio you want to process. 

 

 

 

Parameter Description Value Range 

Band Tap the power button next to each band to turn it on or off. Off, On 

Freq Center frequency of the EQ band. 20.0 Hz – 20.00 kHz 

Gain When Type is set to LowShelf, Peak, or HighShelf, this 
adjusts the output level of the lEQ band. 

-30.0 – 0.0 – +30.0 dB 

Q Width of the EQ band. 0.10–18.00 

Type Shape of the selected EQ band. LowShelf, LowPass, 
HighPass, BandPass, Notch, 
Peak, HighShelf 

Gain Output level of the post-EQ audio. -inf – 0.0 – +12.0 dB 
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AIR Utility 

 

The AIR Utility plugin provides basic gain, mono/stereo, and phase utilities in a single plugin. 

 

 

 

Parameter  Description Value Range 

Input    

 Left Phase Click to invert the phase of the left stereo channel. Off, On 

 Right Phase Click to invert the phase of the right stereo channel. Off, On 

 Mode Click the drop-down menu to adjust the Stereo processing 
mode.  

• L: Left channel only 
• L+R (-3dB): Summed left and right channels, with a -3 

dB pad. 
• L+R (-6dB): Summed left and right channels, with a -6 

dB pad. 
• L-R (+3dB): Inter-channel difference, with a -3 dB pad. 
• L-R (+6dB): Inter-channel difference, with a -6 dB pad. 
• R: Right channel only 
• Stereo: Standard stereo image 
• Swapped: Reverses the left and right stereo channels 

See Description 

 Mono Converts a Stereo signal to Mono. This is only available 
when Type is set to L-R (+3dB), L-R (+6dB), Stereo, or 
Swapped. 

Off, On 

 Mid-Side Enables Mid-Side encoding, where the Left + Right 
channel sum is centered in the stereo image, and the Left - 
Right channel difference is panned to each side. This is 
only available when Type is set to Stereo or Swapped. 

Off, On 

 Width Adjusts the stereo width of the input signal. Higher values 
give wider stereo separation. 

0–200% 

 Bass Mono Enables converting the low frequency audio signal to 
mono. 

Off, On 

 Bass Mono 
Frequency 

Center frequency of the low-pass filter used for the Bass 
Mono function. 

50 – 500 Hz 

 Bass Mono 
Audition 

Click the headphones icon to isolate the low frequencies, 
useful when adjusting the Bass Mono Frequency. 

Off, On 
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Parameter  Description Value Range 

Output    

 Mute Mutes the outgoing audio. Off, On 

 DC Offset Applies a high-pass filter to remove extreme low 
frequencies that may cause audio issues.  

Off, On 

 Gain Adjust the output level of the processed signal.  -inf – 0.0 – 25.0 dB 

 Pan Adjust the stereo panning of the output signal.  L (100:0) – C (0:0) – R 
(0:100) 
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AIR Reverb Pro 

 

AIR Reverb Pro delivers realistic, dynamic reverbs suitable for a variety of sound design tasks, from subtle room 
reverbs to rich, expansive modulated tails. 

 

 

 

Parameter Description Value Range 

Input Width Adjusts the spread of the incoming audio signal in the 
stereo field. A setting of 0% means the incoming audio will 
be processed in mono. A setting of 100% means the 
incoming audio will be processed as a full stereo image.  

0–100% 

Room Size Size of the simulated room which helps determine the 
reverberation length.  

XXXS, XXS, XS, S, M, L, XL, 
XXL, XXXL 

Output Width Adjusts the spread of the outgoing processed audio signal 
in the stereo field. A setting of 0% means the audio will be 
ouput in mono. A setting of 100% produces an open, 
panned stereo image. 

0–100% 

Pre-Delay Length of time between dry signal and reverberated signal. 

Tap the music note icon to enable or disable Sync. 

 

 When Sync is Off: 0–250 ms 

 When Sync is On: 0, 1/32, 1/16T, 1/32D, 1/16, 
1/8T, 1/16D, 1/8, 1/4T, 1/8D, 
1/4,  

Decay Rate at which the reverberation decays after the original 
direct signal stops. 

0–100% 

Mix Wet/dry amount of the reverb effect. 0–100% 

Balance Mix between the Early Reflections signal and Tail signal. 0–100% 

 



  

 
295 

 

 

Parameter  Description Value Range 

Early 
Reflections 

 Click Early Reflections to open the following 
controls. 

 

 Type Simulated physical environment used for 
modeling the early reflections. 
• Off: No early reflections. 
• Booth: Simulates a vocal recording booth. 
• Club: Simulates a small, clear, natural-

sounding club ambience. 
• Room: Simulates the center of a small room 

without many reflections. 
• Small Chamber: Simulates a bright, small-

sized room. 
• Medium Chamber: Simulates a bright, 

medium-sized room. 
• Large Chamber: Simulates a bright, large-

sized room. 
• Small Studio: Simulates a small, live, empty 

room. 
• Large Studio: Simulates a large, live, empty 

room. 
• Scoring Stage: Simulates a scoring stage in 

a medium-sized hall. 
• Philharmonic: Simulates the space and 

ambience of a large, symphonic, concert hall. 
• Concert Hall: Simulates the space and 

ambience of a large concert hall. 
• Church: Simulates a medium-sized space 

with natural, clear-sounding reflections. 
• Opera House: Simulates the space and 

ambience of an opera house. 
• Vintage 1: Simulates a vintage digital reverb 

effect. 
• Vintage 2: Simulates a vintage digital reverb 

effect. 

See Description 

 Input – Direct Incoming audio level of the unprocessed signal 
into the Early Reflection. 

-inf – 0.0 dB 

 Input – Pre-Delay Incoming audio level of the Pre-Delay processed 
signal into the Early Reflection. 

-inf – 0.0 dB 

 Scale – Size  Adjusts the size of the early reflection reverb. You 
can also click and drag the cube to adjust the 
size.  

-50.0 – 400.00% 
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Parameter  Description Value Range 

Tail  Click Tail to open the following controls.   

 Tail – Distance  Adjusts the distance that sound travels for 
reflections during the tail. The higher the distance, 
the more you can hear distinct reflections in the 
tail.  

0–100% 

 Tail – Density  Adjusts the rate at which the sound density of the 
reverb tail increases over time. Higher Density 
settings create a smoother reverberated sound. 
Lower settings result in more fluttery echo. 

0–100% 

 Input – Direct  Incoming audio level of the unprocessed signal 
into the Tail. 

-inf – 0.0 dB 

 Input – Pre-Delay Incoming audio level of the Pre-Delay processed 
signal into the Tail. 

-inf – 0.0 dB 

 Input – Early 
Reflections 

Incoming audio level of the Early Reflections 
processed signal into the Tail.  

-inf – 0.0 dB 

 Damping – Low  Center frequency at which low-frequency 
damping is applied to the Tail signal. 

10–2000 Hz 

 Damping – Early  Center frequency at which high-frequency 
damping is applied to the early Tail 
reverberations. 

500–30000 Hz 

 Damping – Late Center frequency at which high-frequency 
damping is applied to the late Tail reverberations. 

500–30000 Hz 

 Mod Click the switch in the upper-right corner of this 
section to enable modulation. 

Off, On 

 Mod – Depth Amount of modulation applied to the Tail 
processed signal 

0–100% 

 Mod – Rate  Speed of modulation applied to the Tail 
processed signal.  

0–100% 
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Parameter  Description Value Range 

EQ  Click EQ to open the EQ and Dynamics 
controls. 

 

 EQ On/Off Click the switch next to the EQ heading to turn 
it on or off. 

Off, On 

 Low Cut  Center frequency of the low cut filter. 10.0 Hz – 1.00 kHz 

 Low Freq  Center frequency of the low EQ band. 20.0 Hz – 1.00 kHz 

 Low Gain Level of the low EQ band. -15.0 – 0.0 – +15.0 dB 

 Mid Freq Center frequency of the mid EQ band. 40.0 Hz – 16.0 kHz 

 Mid Gain Level of the mid EQ band. -15.0 – 0.0 – +15.0 dB 

 Mid Q Width of the mid EQ band. 0.50–10.00 

 High Mid Freq Center frequency of the mid EQ band. 40.0 Hz – 16.0 kHz 

 High Mid Gain Level of the mid EQ band. -15.0 – 0.0 – +15.0 dB 

 High Mid Q Width of the mid EQ band. 0.50–10.00 

 High Freq Center frequency of the high EQ band. 2.00 – 20.0 kHz 

 High Gain Level of the high EQ band. -15.0 – 0.0 – +15.0 dB 

 High Cut Center frequency of the high cut filter. 200 Hz – 20.0 kHz 

 Compressor Click the switch next to the Compressor 
heading to turn it on or off. 

Off, On 

 Compressor Threshold Volume level at which compression will be 
applied. 

-40.0 – 0.0 dB 

 Compressor Gain Adjusts the output level of the compressed 
signal. 

0.00–30.00 
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AIR Fabric Select 

 

Perform 
 

 

 

All settings in this view except Delay On/Off and Reverb On/Off are available in all other plugin views. 
 

Parameter Description Value Range 

Main Vol Overall level of the plugin. -inf – 0.0 – +6.0 dB 

Layer 1/2 Enable or disable the layer. Off, On 

Volume Level of the layer. -inf – 0.0 – +12.0 dB 

Layer 1/2 Category Sound category of the layer.  Varies 

Layer 1/2 Preset Preset sound within the selected category. Varies 

Cutoff Filter cutoff frequency of the layer. -100 --- 0 --- +100% 

Reso Amount of resonance/emphasis of the filter cutoff 
point for the layer.  

-100 --- 0 --- +100% 

Attack Amount of amplitude attack reduced from or added 
to the sound.  

-100 --- 0 --- +100% 

Release Amount of amplitude release reduced from or added 
to the sound.  

-100 --- 0 --- +100% 

Formant Decreases or increases resonant frequencies to 
adjust the timbre of the sound. 

-100 --- 0 --- +100% 

Sample Start Starting point of the sample. -100 --- 0 --- +100% 

Delay Enable or disable the delay effect. Off, On 

Delay Mix Wet/dry amount of the delay effect. 0–100% 

Reverb Enable or disable the reverb effect.  Off, On 

Reverb Mix Wet/dry amount of the reverb effect. 0–100% 
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Layers 
 

 

 

Layer Controls 
 

 

 

Parameter Description Value Range 

Layer 1/2  Click the power button to enable or disable 
the selected layer. 

Off, On 

 Sample Start Starting point of the selected sample. 0–100% 

 Key Low Set the lowest key for the layer key range. C-2 – G8 

 Key High Set the highest key for the layer key range. C-2 – G8 

 Undamped Keys Set the starting note above which all notes 
are undamped.  

Off, >D5, >E5, >F5 

 Octave Coarse tuning of the layer in octaves.  -4 – 0 – +4 

 Semi Transposition of the layer in semitones. -12 – 0 – +12 

 Cents Fine tuning of the layer in cents. -50.0 – 0.0 – +50.0 

 Formant Decreases or increases resonant frequencies 
to adjust the timbre of the sound. 

-12 – 0 – +12 

 



  

 
300 

 

 

Amp 
 

Parameter Description Value Range 

Vol Level of the layer. -inf – 0.0 – +12.0 dB 

Spike Applies additional velocity to the amplitude 
attack. 

0–100% 

Spike Length Length of time for the Spike to decay. 0–100% 

Pan Stereo panning of the layer. L64 --- C --- R64 

Pan Keytrack Ties the stereo panning to the pitch being 
played. 
At negative values, the lower notes will be 
stereo right, and higher notes stereo left. 
At positive values, lower notes will be stereo 
left, and higher notes stereo right.  

-100 – 0 – +100% 

Pan Alternate Alternate successive notes between stereo 
left and right.  

-100 – 0 – +100% 

 
 

Filter 
 

 

 

Parameter Description Value Range 

Mode Type of filter applied. Off, Lowpass 24dB, Lowpass 
12 dB, Band 18, Band 12, 
High 12, Peak EQ, Presence, 
Damper,  

Cutoff Cutoff frequency of the filter. 0–100% 

Reso Resonance of the filter. 0–100% 

Env Depth Envelope depth of the filter.  
At negative values, decreases the cutoff value 
based on the decay value.  
At positive values, increases the cutoff value 
based on the decay value. 

-100% – 0 – +100% 

Keytrack Ties the envelope parameters to the pitch being 
played. 
At higher values, the envelope time is 
decreased as the pitch is increased. 

0–100% 

Velocity The amount of effect velocity has on filter 
control. 

-100% – 0 – +100% 
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Envelopes 
 

Click the Amp Env, Filter Env, or Pitch Env buttons to view the selected envelope.  

Click the Edit button to view and edit the selected envelope parameters. You can also click and drag the envelope 
points directly. 

 

  

 

Parameter Description Value Range 

Amp 
Envelope 

Attack Length of time for the sound to reach full 
level. 

0 ms – 32 s 

 Decay Length of time for the note to reach sustain 
level. 

0 ms – 32 s 

 Sustain Level of the sound while the note is held. 0–100% 

 Release Length of time for the note to dissipate when 
released. 

0 ms – 32 s 

 Fade Level decrease or increase to the envelope 
sustain level. 

-100 – 0 – +100% 

 Velocity Amount of effect the note velocity has on the 
amplitude envelope. 

-100 – 0 – +100% 

 Vel > Att The amount of effect velocity has on the 
amplitude attack. 

-100 – 0 – +100% 
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Envelopes (continued) 

 

  

 

Parameter Description Value Range 

Filter 
Envelope 

Attack Length of time for the filter to reach full level. 0 ms – 32 s 

 Decay Length of time for the filter to reach sustain 
level. 

0 ms – 32 s 

 Sustain Level of the filter while the note is held. 0–100% 

 Release Length of time for the filter to dissipate when 
released. 

0 ms – 32 s 

 Fade Level decrease or increase to the envelope 
sustain level. 

-100 – 0 – +100% 

 Velocity Amount of effect the note velocity has on the 
filter envelope. 

-100 – 0 – +100% 

 Vel > Att The amount of effect velocity has on the filter 
attack. 

-100 – 0 – +100% 
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Envelopes (continued) 

 

   

 

Parameter Description Value Range 

Pitch 
Envelope 

Level 1 Pitch level (relative to the Env Depth) at the 
start of the note. 

-100 – 0 – +100% 

 Delay Length of time to reach Level 2. 0 ms – 32 s 

 Level 2 Pitch level (relative to the Env Depth) at the 
start of the note. 

-100 – 0 – +100% 

 Attack Length of time between Levels 2 and 3. 0 ms – 32 s 

 Level 3 Pitch level (relative to the Env Depth) at the 
start of the note. 

-100 – 0 – +100% 

 Decay Length of time for the note to reach sustain 
level after the Attack. 

0 ms – 32 s 

 Sustain Pitch level (relative to the Env Depth) as the 
note is held. 

-100 – 0 – +100% 

 Release Length of time for the note to dissipate when 
released. 

0 ms – 32 s 

 Level 5 Pitch level (relative to the Env Depth) when 
the note is released. 

-100 – 0 – +100% 

 Env Depth Sets the range of pitch adjustment in 
semitones. 

-12.00 – 0.00 – +12.00 
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LFO 
 

 

 

Parameter Description Value Range 

Mode Waveshape of the low frequency oscillator.  Off, Constant, Sine, Triangle, 
Sawtooth, Square, S+H 
Random, S+H Alternate, 
Random Drift, Slow Drift 

Sync Disable or enable and select how the LFO is 
synced to the global tempo. 

Off, First Note, Each Note, 
BPM & Note, BPM & Beat 

Destination Where the low frequency oscillator is applied.  Pitch, Cutoff, Reso, Amp, 
Pan,  

Rate Speed of the low frequency oscillator.  

 When Sync is set to Off, First Note or Each Note: 0.03 – 30.00 Hz 

 When Sync is set to BPM & Note or BPM & Beat: 8/4 – 1/64 

Depth Amount of LFO modulation applied. -100 – 0 – +100% 

Fade Level decrease or increase to the LFO level. -100 – 0 – +100% 
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Percussion 
 

 

 

Parameter Description Value Range 

Percussion  Click the power button to enable or disable 
percussion sample. 

Off, On 

 Sample Select the percussion sample used. Varies 

 Trigger Selects when the percussion sample is 
triggered. 

Note-On, Note-Off 

 Octave Adjust pitch of the percussion sample. -4 – 0 – +4 

 Cutoff Cutoff frequency of the percussion sample. 0–100% 

 Decay Length of time for the percussion sample to 
decay. 

0.0 ms – 32.0 s 

 Release Length of time for the percussion sample to 
become silent after being released. 

0.0 ms – 32.0 s 

 Volume Level of the percussion sample. -inf – 0.0 – +12.0 dB 
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Effects 
 

 

 

Parameter  Description Value Range 

Chorus  Use the button in the upper-left corner to enable or 
disable the chorus effect. 

Off, On 

 Rate Modulation speed of the chorus effect. 0.05 – 20.00 Hz 

 Mix Wet/dry amount of the chorus effect. 0–100% 

Tremolo  Use the button in the upper-left corner of this section 
to enable or disable the tremolo effect. 

Off, On 

 Rate Modulation speed of the effect. 0.05 – 20.00 Hz 

 Shape Adjusts the modulation waveshape. -100 – 0 – +100% 

 Stereo Degree of stereo spread of the effect. 0–360 deg. 

 Modwheel Enable or disable tremolo control by the modwheel. Off, On 

 Depth Modulation depth of the tremolo effect. 0–100% 

Phaser  Use the button in the upper-left corner to enable or 
disable the phaser effect. 

Off, On 

 Rate Modulation speed of the effect. 0.05 – 20.00 Hz 

 Depth Amount of modulation applied. 0–100% 

 Feedback Amount of phaser signal fed back into the phaser 
circuit. 

0–100% 

 Stereo Degree of stereo spread of the effect. 0–360 deg. 

 Center Center frequency of the phaser filter.  0–100% 

 Mix Wet/dry mix of the phaser effect. 0–100% 

 



  

 
307 

 

 

Effects (continued) 

 

Parameter  Description Value Range 

Flavor  Use the button in the upper-left corner of this 
section to enable or disable the flavor effect. 

Off, On 

 Timbre Selects an emulation type to color the sound. Varies 

 Timbre Depth Amount of timbre emulation applied to the sound. 0–100% 

 Vinyl Distortion Amount of vinyl distortion noise applied to the 
signal. 

0–100% 

 Vinyl Noise Amount of vinyl noise such as clicks and pops 
applied to the signal. 

0–100% 

 Flutter Amount of speed fluctuation of the sound playback. 0–100% 

 Monofy Reduces the stereo spread of the sound to mono. 0–100% 

EQ  Use the button in the upper-left corner of this 
section to enable or disable the EQ effect. 

Off, On 

 Low Amount of attenuation or boost applied to the low 
frequency band. 

-12 – 0 – +12 dB 

 Low Mid Amount of attenuation or boost applied to the low-
mid frequency band. 

-20 – 0 – +20 dB 

 High Mid Amount of attenuation or boost applied to the high-
mid frequency band. 

-20 – 0 – +20 dB 

 High Amount of attenuation or boost applied to the high 
frequency band. 

-12 – 0 – +12 dB 

Amp | Cab  Use the button in the upper-left corner to enable or 
disable the amp/cab effect. 

Off, On 

 Cab Model Type of amplifier simulated. D.I., Brit, 1x8”, 1x12”, 
2x10”, 2x12”, 4x10”, 
4x12”, 1x15” Bass, 4x10” 
Bass, Radio 

 Drive Amount of overdrive applied to the amp signal. 0–100% 

 Soft Clip Amount of softening applied to the clipped signal to 
decrease high-frequency harmonics and add 
warmth. 

0–100% 

 Mono/Stereo Determines whether the simulation is mono or 
stereo. 

Mono, Stereo 

 High Amount of high-range tone reduction or boost. -100 – 0 – +100% 

 Mid Amount of mid-range tone reduction or boost. -100 – 0 – +100% 

 Bass Amount of bass-range tone reduction or boost. -100 – 0 – +100% 

 Volume Output level of the amp signal. -12.0 – 0.0 – +12.0 dB 
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Effects (continued) 

 

Parameter  Description Value Range 

Compressor  Use the button in the upper-left corner of this 
section to enable or disable the compressor. 

 

 Threshold Signal level after which the compression will be 
applied. 

-30.0 – 0.0 – +10.0 dB 

 Ratio Amount of compression applied. 1.0:1 – 20.0:1 

 Attack Length of time to apply the compression. 0–100% 

 Makeup Amount of additional output gain for the 
compressed signal. 

-20.0 – 0 – +20.0 dB 

Delay  Use the button in the upper-left corner of this 
section to enable or disable delay. 

Off, On 

 Time Amount of time between the dry signal and the 
delayed signal. 

1/16 – 16/4 

 L/R Ratio Reduces the delay Time in either the Left or 
Right stereo field. This is useful for creating 
offset, panned delays. 

50:100 – 100:100 – 100:50 

 Feedback Amount of signal fed back into the delay line. 0–100% 

 Reso LP Freq Low pass frequency for feedback resonance. 100 – 16000 Hz 

 Reso Bell Freq Center frequency for feedback resonance. 100 – 16000 Hz 

 Reso Bell Gain Amount of gain applied to the resonant 
frequency. 

0–100% 

 Mix Wet/dry amount of the delay effect. 0–100% 

Reverb  Use the button in the upper-left corner of this 
section to enable or disable reverb. 

Off, On 

 Pre-Delay Length of time between dry signal and 
reverberated signal. 

0 – 250 ms 

 Time Length of reverb tail. 0.3 – 60.00 s 

 Size Size of the reverberation environment.  0–100% 

 Shape Shape of the reverberation environment, which 
will alter the density of reverb reflections.  
At lower settings, the sound of individual 
reflections is more present. 
At higher settings, reflections are more uniform. 

0–100% 

 Damp Amount of frequency dampening applied to the 
reverberated signal. 

100–0% 

 HPF Freq Center frequency for reverb signal high-pass 
filter. 

0 – 2000 Hz 

 Bright Amount of high frequency decay.  -100–0% 

 Mix Wet/dry amount of the reverb effect. 0–100% 
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Settings 
 

 

 

Parameter Description Value Range 

Global Transpose Transposition of the plugin, in semitones. -36 – 0 – +36 

 Tune Fine tuning of the plugin, in cents. -100 – 0 – +100 

 Pitch Bend 
Range 

Number of semitones up or down controlled by MIDI 
pitch bend messages. 

0–24 (semitones) 

 Polyphony Number of allowable voices, and how voices are 
triggered. 

Dynamic Poly, Legato, 
Retrigger, 2–6 Notes 

 Glide Mode Enables or disables pitch gliding for all triggered 
notes or legato notes. 

Off, Legato, All 

 Glide Time Amount of time to slide from the pitch of one note to 
the next note played. 

0.0 ms – 32.0 s 

Modwheel Destination Send Mod Wheel data to one of the following control 
destinations. 

Pitch, Cutoff, Reso, 
Amp, Pan 

 Depth Amount of modulation applied.  

  When Destination is set to Pitch: -12.0 – +12.0 

  When Destination is set to Cutoff, Reso, Amp or Pan: -100 – 0 – 100% 

 LFO Ties the modulation to the Control LFO. Off, On 

Aftertouch Destination Send Aftertouch data to one of the following control 
destinations. 

Pitch, Cutoff, Reso, 
Amp, Pan 

 Depth Amount of modulation applied. 0–100% 

  When Destination is set to Pitch: -12.0 – +12.0 

  When Destination is set to Cutoff, Reso, Amp or Pan: -100 – 0 – 100% 

 LFO Ties the modulation to the Control LFO. Off, On 
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Settings (continued) 

 

Parameter Description Value Range 

Expression Destination Send Expression data to one of the following control 
destinations. 

Pitch, Cutoff, Reso, 
Amp, Pan 

 Depth Amount of modulation applied. 0–100% 

  When Destination is set to Pitch: -12.0 – +12.0 

  When Destination is set to Cutoff, Reso, Amp or Pan: -100 – 0 – 100% 

 LFO Ties the modulation to the Control LFO. Off, On 

Footswitch 1 Destination Send Footswitch 1 data to one of the following 
control destinations. 

Pitch, Cutoff, Reso, 
Amp, Pan 

 Depth Amount of modulation applied. 0–100% 

  When Destination is set to Pitch: -12.0 – +12.0 

  When Destination is set to Cutoff, Reso, Amp or Pan: -100 – 0 – 100% 

 LFO Ties the modulation to the Control LFO. Off, On 

Control LFO Shape Waveshape of the Control LFO. Sine, Triangle, 
Sawtooth, Square, S&H 
Random, S&H 
Alternate, Random 
Drift, Slow Drift 

 Rate Speed of the low frequency oscillator.  

  When Sync is Off: 0.03 – 30.00 Hz 

  When Sync is On: 8/4 – 1/64 

 Sync Enables or disables Control LFO sync, and sets how 
the Control LFO is synced when enabled. 

Off, First Note, Each 
Note, BPM & Note, 
BPM & Beat 
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