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Default Time Signature Numerator: This determines the number of beats per bar of a new sequence (the top 
number of a time signature). 

Default Time Signature Denominator: This determines the value of each beat of a new sequence (the bottom 
number of a time signature). 

Default Pad Slice: This determines how new samples will play when you load them or record them into a 
project. When set to Pad, the Slice menu in Program Edit Mode will be set to Pad, which lets you set the start 
point, end point, etc. for the layer. When set to All, the Slice menu in Program Edit Mode will be set to All, in 
which the entire sample plays. 

Default Drum/Keygroup Filter: This determines the default type of filter that drum and keygroup programs will 
use. See Appendix > Glossary > Filter to learn about this. 

Default Plugin Synth: This determines the default instrument plugin that a new plugin program will use. Use the 
window that appears to select it. 

 
 
Project Load/Save 

The settings on this screen determine if (and how) projects are automatically saved. If you are using MPC hardware 
as a controller, you can also define files to load automatically. 

Auto Load File: Use this field to select a project (.xpj) or program (.xpm) to load automatically anytime you open 
the MPC software. (For MPC X, MPC Live, MPC Live II and MPC One, this option is available only when using 
your MPC hardware in Controller Mode.) 

Enabled: When enabled, your project will automatically save after each Timeout interval. When disabled, your 
project will not be automatically saved; you may save only manually. 

Timeout: Use this field to select how often your project will automatically save. 

Template File: Use this field to select a project template that will load automatically when you select User 
Template in the New Project Dialog window. (If you select the Save as Template box when saving a file, it will 
be shown in this field.) In order for the User Template option to be available, New Project Dialog (in the Project 
Defaults tab) must be set to Demo or Demo/Template/Recent. 

 
 
Record/Export 

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

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

Include Program 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. 

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. 

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. 

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

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. 

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. 
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General 

The settings on this screen determine how other features work in the hardware and operating system. 

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

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

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 MID I program change message will change: a Program, 
Sequence, or Track. 

Vintage Mode: This determines the type of emulation applied to the audio output. You can apply the particular 
sonic qualities of, for example, the MPC3000 or MPC60, or of course no emulation (None). 

Audition Auto Play: This determines how long a sample will sound when auto-previewing it. 

Audition Outputs: This determines which pair of outputs will play any auditioned sounds (Out 1,2–7,8 in Standalone 
Mode, Out 1,2–31,32 in Controller Mode; MPC Live/MPC Live II do not use Out 7,8 and MPC One does not use Out 
3,4–7,8 in Standalone Mode, but displays them to maintain compatibility with MPC X, which does use them). These 
sounds include: samples, programs, and projects in the Browser; sample playback, Cue Preview, and Slice 
Preview in Sample Edit Mode; and sample playback in the Keep or Discard Sample window in the Sampler. 

Cue Preview: This determines if/how audio is played as you move the cue playhead. As you move the cue 
playhead through a sample waveform, you can set it to play the small part of the sample before the cue playhead 
(Before), play the small part of the sample after the cue playhead (After), or not play at all (Off). You can also set 
this in Sample Edit Mode (see Modes > Sample Edit Mode > Settings). 

Slice Preview: This determines if/how audio is played as you move a slice marker. As you move the slice marker 
through a sample waveform, you can set it to play the small part of the sample before the slice marker (Before), 
play the small part of the sample after the slice marker (After), or not play at all (Off). You can also set this in 
Sample Edit Mode (see Modes > Sample Edit Mode > Settings). 

Threads: This determines how many cores of your computer’s processor will be used to render audio. The 
available range depends on your processor. (For MPC X, MPC Live, MPC Live II and MPC One, this option is 
available only when using your MPC hardware in Controller Mode.) 

Audio Warp Algorithm: This determines how a sample is “warped” when you adjust the length of a sample 
without changing its pitch (e.g., the Warp function in Audio Edit Mode for audio tracks or in Program Edit Mode 
for clip programs). (For MPC X, MPC Live, MPC Live II and MPC One, this option is available only when using 
your MPC hardware in Controller Mode.) 

Note: The 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. You can reduce the CPU resources required 
by using a Warp algorithm other than Elastique Pro, which is very CPU-intensive. 

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 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 button to enter a new tempo. 

Show Q-Link Status When Touched (MPC Live, MPC Live II, MPC One & MPC Touch only): When enabled, 
touching the Q-Link knobs opens a pop-up showing the current Q-Link assignments and values.  

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. 
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Time Counter/Locate 
 

In most of the available modes, there is a time counter at the top of the screen. This indicates 
the current playhead position. 

 

To adjust the position, tap it, and then use the use the data dial or the –/+ buttons. 

 

To open the Locate screen and adjust its settings, double-tap the time counter. 

To close the Locate screen, tap the X in the upper-right corner or anywhere outside the 
window. 

 

 

 

 

To move forward or backward a step, tap the Step < or Step > button, respectively. 

 

To move forward or backward a bar, tap the Bar << or Bar >> button, respectively. 

 

To configure your auto record settings, use the Auto Record selector and adjacent fields: 

Auto Record selector: Tap the desired option to select it: 

Off: Auto recording is disabled. 

Punch In: You can auto record using punch-in and punch-out markers, enabling you to record over a 
specified length of time in the track. While recording, the entire sequence will play, but you will record over 
only the area between the Punch In and Punch Out markers. Any part of the sequence before the Punch In 
marker or after the Punch Out marker will remain untouched, even if you perform over it during recording. 

Record Start: After you record-arm the track and start playback, you will start recording once the sequence 
loops back to its start. This is essentially a punch-in feature for the entire track, enabling you to start playing a 
record-armed track while allowing more time than the usual count-in to prepare for the actual recording to start. 

Punch In: Use these fields to set the location of the Punch In marker, which is where recording will start (when 
the Auto Record selector is set to Punch In). 

Punch Out: Use these fields to set the location of the Punch Out marker, which is where recording will stop 
(when the Auto Record selector is set to Punch In). 
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Timing Correct (TC) 
 

The Timing Correct window contains various settings to help quantize the events in your sequence. You can 
quantize note events on MIDI tracks or track regions on audio tracks (though you cannot apply all types of 
quantization to audio tracks). 

To open the Timing Correct settings: 

In Main Mode or List Edit Mode: Tap the TC field at the top of the screen. 

In the Grid View: Press and hold Shift and tap TC at the bottom of the screen. 

In the Track View or the Step Sequencer: Tap TC at the bottom of the screen. 

Note: The TC button in Pad Mute Mode and Track Mute Mode contain Timing Correct settings, but they do 
not open this window. See Modes > Pad Mute Mode and Track Mute Mode to learn about those settings. 

Press the TC / On/Off button (MPC Live II and MPC One only). 

To enable or disable Global Timing Correct, tap the Global Timing Correct button. Alternatively, press and 
hold Shift and tap the TC field at the top of the screen in Main Mode or List Edit Mode.  

To apply the settings you selected to the current track, tap Do It. 

To apply the settings you selected to all tracks, tap All Tracks. 

To cancel and return to the previous screen, tap Close. 

 

  
 

Use the Type selector to set how timing corrections are applied. 

Start: The entire note event or audio track region will be nudged forward or backward so the start point aligns 
with the closest time division marker in the grid. You can apply this to MIDI tracks or audio tracks. 

End: The end points of note events will be extended or shortened to align with the closest time division marker in 
the grid. The start points will remain untouched. You can apply this to MIDI tracks only. 

Length: The end points of note events will be extended or shortened so that each event’s length is a multiple of 
the time division, regardless of where it is in the grid. The start points will remain untouched. You can apply this 
to MIDI tracks only. 

Legato: The end points of note events 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. Selecting Legato disables all other options in this window. You can apply this to MIDI tracks only. 

  
Without legato applied. With legato applied. 
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Use the Time Division selector to set the quantization value. Events will “snap” to these time divisions on the grid. 
The T indicates a triplet-based value. 

Alternatively, press and hold Note Repeat while in Main Mode, and then use the six buttons at the bottom of the screen. 

 

Use the Swing field to set the amount of swing from 50% to 75%. Swing lets you “shuffle” your beats—from subtle 
to extreme. 

 

Use the Shift Timing field to shift all events by clock ticks.  

 

Use the Window field to set how many events around a quantize value will be quantized. Any events outside this 
range will not be quantized; events inside will. 

 

Use the Strength field to set how strictly events will be quantized (i.e., shifted toward the quantize value). Lower 
values move events a little bit towards the closest quantize value, resulting in a less mechanical feel than a strict 
quantization (a higher value). 

 

Use the Events selector to set the target range for the 
time correction. You can apply the time correction to All 
note events or to just the Selected ones. 

To select note events to which to apply time correction, 
either use the various tools in Grid View or press the 
pad with the desired events (while Hitting Pad Selects 
All Events is set to On). You must do this before 
opening the Timing Correct window. 

When Range is selected, you can define the locations 
(From and To) as well as the pads or keys that will be 
quantized. 
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Automation 
 

You can set the automation for programs and audio tracks to be “written,” “read,” or disabled entirely. You can do 
this globally or for individual programs and audio tracks. 

 

 

Global 

 

In several modes, there is a button in the upper-right corner that controls the global automation. When you tap this 
button to change its state, it will change the automation state for all programs in the project. 

This is available in Main Mode, XYFX Mode, Pad Mute Mode, the Pad Mixer, the Channel Mixer, and Q-Link Edit Mode.  

 

Tap the global automation button to cycle through its two states: 

When set to Read (R), automation data will be read but not recorded. (Think of this as a protective 
feature to prevent accidental changes to your automation while recording.) 

When set to Write (W), automation can be recorded and will overwrite any existing automation. (Make 
sure not to touch the XY pad accidentally while you are recording.) 

Press and hold Shift and tap the global automation button to disable global automation. When off, 
automation data will be ignored. Tap the global automation button again to enable global automation. 

Important: If you have already recorded automation and turn it off, the track will still use the effect and its 
parameter values at the point where you turned it off. 

 

Programs & Audio Tracks 

 

You can also set the automation for each program or audio track by using the program automation button in the 
channel strip on the left side of the screen in Main Mode and the Channel Mixer. Program automation is available for 
all program types except MIDI programs. 

Note: Remember that tapping the global automation button will change the automation state for all programs in the 
project; if they were originally different, all of them will then match the global automation state. 

In Main Mode, if the channel strip is not already shown, tap the small eye icon below the Project field to show it. 

In the Channel Mixer, if you do not see a program automation button in the channel strip, make sure the Mixer field 
is set to Audio Tracks or Programs. 

 

Tap the program automation button or press Read/Write (MPC X) to cycle through its two states: 

When set to Read (R), the program will read automation data but will not record any additional 
automation over it. (Think of this as a protective feature to prevent accidental changes to your 
automation while recording.) 

When set to Write (W), the program can record automation. (If you have any Q-Link knobs assigned 
to automatable parameters, make sure not to touch any accidentally while you are recording.) 

Press and hold Shift and tap the program automation button or press Read/Write (MPC X) to 
disable program automation. When off, the program will ignore automation data. tap the program 
automation button or press Read/Write (MPC X) to enable program automation again. 

Important: If you have already recorded automation and turn it off, the track will still use the effect and 
its parameter values at the point where you turned it off. 
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Insert Effects 
 

Pads 

You can load up to four insert effects to each pad. You can do this in Main Mode, the Pad Mixer, or Program Edit Mode. 

Tip: When using pad insert effects, they will be applied to the selected pad only. This means that you could apply 
unique combinations of effects to each pad within a program. If you want to apply the same effect to all pads, do this 
with a program insert effect (see Insert Effects > Programs). 

 

 

 

To load a pad insert effect in Main Mode: 

1. When the MIDI tab is selected (in the lower-left corner), use the Track field to select the track that uses the 
program with the desired pad—the program it uses will be selected automatically. 

2. If the channel strip is not already shown, tap the small eye icon below the Project field to show it. 

3. Tap the single-pad icon at the top of the channel strip. The channel strip will now show settings for the current pad. 

4. Press the desired pad to select it. Alternatively, use the Pad field at the top of the channel strip. 

5. Tap the area under Inserts, and then use the screen that appears to load or edit effects. 
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To load a pad insert effect in the Pad Mixer: 

1. Use the Program field at the top of the screen to select the desired program. Alternatively, use the Track field at 
the top of the screen to select the desired track—the program it uses will be selected automatically.  

2. Press the desired pad to select it, or tap it on the screen. Alternatively, double-tap the Pad field below the 
Program field. 

3. Tap the area under Inserts, and then use the screen that appears to load or edit effects. Alternatively, tap the Insert 
tab at the bottom of the screen (tap it multiple times to select a different insert slot), and then double-tap the desired 
pad on the screen. You could also use the data dial or –/+ buttons to select an effect immediately. 

 

 

 

 

To load a pad insert effect in Program Edit Mode: 

1. While using the desired program, press the desired pad to select it. 

2. Tap the Effects tab in the lower-right corner, and use it to load or edit effects. 



  

 
98 

 

 

Keygroups 

You can load up to four insert effects to each keygroup. You can do this in Main Mode, the Pad Mixer, or Program 
Edit Mode. 

Important: When using keygroup insert effects, they will be applied to that keygroup only. Keep this in mind if you 
load insert effects to multiple keygroups with overlapping note ranges—the effects will overlap in that range as well.  

 

 

 

To load a keygroup insert effect in Main Mode: 

1. When the MIDI tab is selected (in the lower-left corner), use the Track field to select the track that uses the 
program with the desired pad—the program it uses will be selected automatically. 

2. If the channel strip is not already shown, tap the small eye icon below the Project field to show it. 

3. Tap the single-pad icon at the top of the channel strip. The channel strip will now show settings for the current 
keygroup. 

4. Press a pad to select its corresponding keygroup, or tap it on the screen. Alternatively, use the Keygroup field at 
the top of the channel strip. 

Important: Remember that the effect will be applied to that keygroup only. 

5. Tap the area under Inserts, and then use the screen that appears to load or edit effects. 
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To load a keygroup insert effect in the Pad Mixer: 

1. Use the Program field at the top of the screen to select the desired program. Alternatively, use the Track field at 
the top of the screen to select the desired track—the program it uses will be selected automatically. 

2. Press a pad to select its corresponding keygroup, or tap it on the screen. Alternatively, use the Keygroup field 
below the Program field. 

Important: Remember that the effect will be applied to that keygroup only. 

3. Tap the area under Inserts, and then use the screen that appears to load or edit effects. Alternatively, double-tap 
the desired pad on the screen. You could also select one of the four Insert tabs at the bottom of the screen, and 
then use the data dial or –/+ buttons to select an effect immediately. 

 

 

 

 

To load a keygroup insert effect in Program Edit Mode: 

1. While using the desired program, press the desired pad to select its keygroup. Alternatively, use the Keygroup 
field at the top of the screen. 

2. Tap the Effects tab in the lower-right corner, and use it to load or edit effects. 
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Programs 

You can load up to four insert effects to each program. You can do this in Main Mode, XYFX Mode, and the Channel 
Mixer. 

Note: In XYFX Mode, the effects act like a single insert effect on that program. In fact, XYFX is the name of the insert 
effect that is loaded when use this mode. 

 

 

 

 

To load a program insert effect in Main Mode: 

1. When the MIDI tab is selected (in the lower-left corner), use the Track field to select the track that uses the 
program with the desired pad—the program it uses will be selected automatically. 

2. If the channel strip is not already shown, tap the small eye icon below the Project field to show it. 

3. Tap the four-pads icon at the top of the channel strip. The channel strip will now show settings for the current 
program. 

4. Tap the area under Inserts, and then use the screen that appears to load or edit effects. 
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The Duplicate to Track function immediately creates an identical program on a new track. The duplicate program 
will use the same name but appended with a number (e.g., Program 002). The new track will be named Track and 
appended with a number (e.g., Track 06). 

 

 

The Bounce to Sample function immediately renders all tracks that use that program (for the current sequence only) 
as an audio sample and places it in the project’s sample pool. By default, it will be named Bounce - and appended with 
the program name. This function does not work for MIDI programs or CV programs. 

If you have already used this function on this program, then you will be asked if you want to overwrite the 
existing sample with this new one or cancel. 

To continue and save the program over the existing one, tap Replace. 

To cancel, tap Cancel. 

 

 

The Bounce to Audio Track function immediately renders that program (for the current sequence only) as an audio 
track in the project. The Main Mode will automatically switch to the Audio tab. By default, it will be named Audio and 
appended with a number (e.g., Audio 002). This function does not work for MIDI programs or CV programs. 

If you have already used this function on this track, then you will be asked if you want to overwrite the existing 
sample with this new one or cancel. 

To continue and save the track over the existing one, tap Replace. 

To cancel, tap Cancel. 

 

 

The Flatten Pad function renders all samples on a pad as 
an audio sample and places it on the first layer of that pad. 
The resulting sample is the audio signal produced by that 
pad at full velocity (127) after the pad channel strip, which 
means that it includes any assigned pad insert effects and 
the results of warping the sample. This function is useful if 
you need to reduce how CPU-intensive a pad or program is 
by essentially “embedding” the warping and effects in the 
sample itself. By default, it will use the name of the first 
sample. This function works for drum programs only. (This is 
the same as the Flatten Pad button shown at the top of the 
screen in Program Edit Mode.) 

To select the pad, press it or use the Pad menu. 

To set the length of the audio tail, use the Audio Tail 
field. This will 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. 

To name the new sample, tap the Edit Name field, 
and use the virtual keyboard that appears. 

To confirm your choice, tap Do It. 

To cancel, tap Cancel. 
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Grid View 
 

The Grid View lets you view and edit the note events of each track of a sequence in a project 
and their velocities. This mode has two different appearances: one for drum programs and one 
for keygroup programs, MIDI programs, and plugin programs. 

For drum programs, the left column shows you all available pads in a vertical view with their corresponding data.  

For keygroup programs, plugin programs, and MIDI programs, the left column shows a vertical “piano roll” keyboard.  

 

To enter the Grid View, do either of the following: 

• Press Menu, and then tap Grid View. 

• Press Shift+Main/Grid (MPC Live II, MPC One) 

Note: The Grid View option is available when the currently selected track is a MIDI track. When an audio track is 
selected, it will show an icon for Audio Edit Mode instead of Grid View. To select a MIDI track (and enable Grid View), 
press Main to enter Main Mode, and then tap MIDI in the lower-left corner. 

 

  
Grid View of a drum program.   Grid View of a keygroup program or MIDI program. 

 

 

The top of the screen shows the track name, sequence and timing information, and editing tools. 

 

 

 

 

Use the Track field to select which track of the current sequence you want to show in the grid. 

 

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

 

The time counter at the top of the screen indicates the current playhead position. This is shown in most of the 
modes. See General Features > Time Counter/Locate to learn about this.  
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Track Mute Mode 
 

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

 

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

• Press Menu, and then tap Track Mute.  

• Press Track Mute (MPC X, MPC One). 

 

 

 

 

There are two tabs you can view in this mode: Track Mute or Track Group. Tap each button in the lower-left corner 
to select it. See the following Track Mute and Track Group sections to learn about each. 

 

 

Use the Sequence field at the top of the screen to select a sequence. 

 

 

The time counter in the upper-right corner the current playhead position. This is shown in most of the modes. See 
General Features > Time Counter/Locate to learn about this. 

 

 

Time Correct lets you quantize track mutes. This is useful when you want your mutes to line up with a specific time 
division. For example, with Time Division set to 1 Bar, your mutes will always align with the beginning of the 
measure immediately after you press the pad. 

Tap Time Division at the bottom of the screen, and select a value from 1/16 to 2 Bars (T indicates a triplet-
based time division).  

Tap TC at the bottom of the screen to enable or disable the Time Correct feature. 

 

 

Tap Solo to turn track soloing on or off. When on, using Track Mute Mode will solo tracks instead of muting them.  
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In Next Sequence Mode, every pad is assigned to a 
sequence, starting from Pad A01 with Sequence 1 and 
ascending from there. The pads will show the names of their 
corresponding sequences. Empty pads correspond to unused 
sequences. The currently selected pad will flash green. 

 

During playback, change the next sequence that will play by 
pressing the corresponding pad or tapping it on the screen. 
If you do not select another sequence, the current sequence 
will repeat indefinitely. 

 

 

 

 

 

As a sequence plays, you can use the buttons at the bottom of the screen to change how playback works: 

To switch to the currently selected sequence at the beginning of the next bar, tap 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. 

To switch to the currently selected sequence immediately, tap Sudden. 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. 

To delete the currently selected sequence from the sequence playlist, tap Clear. This option is available only 
if that sequence is not playing at that moment. 

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

 

 

To copy the sequence playlist to a song, tap   Song while playback is stopped. 

In the Copy to Song screen that appears, select a song, and then tap Do It to continue or Close to cancel. 

To read more about Song Mode, please see the Song Mode chapter. 
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Song Mode 
 

Song Mode lets you arrange sequences in a specific order and/or repetition to create songs. 
You can edit the structure of a song during playback for easy, on-the-fly composing. 

A project can contain up to 32 songs, each consisting of up to 999 “steps.” Each step can have 
an assigned sequence as well as the number of times that sequence will repeat. 

 

To open Song Mode, do either of the following: 

• Press Menu, and then tap Song Mode. 

• Press Shift+Next Seq/Song (MPC X). 

Important: If a sequence is currently playing, stop playback before entering Song Mode. You cannot enter Song 
Mode during playback. 

Important: When creating a song, the program used by each track in the song’s first sequence will be used by all 
subsequent tracks. In other words, all identically numbered tracks (across sequences) will use the program used by 
the first sequence in the song—regardless of what programs each track uses while not in Song Mode. 

For example, if you create a project in this way…: 
• Track 1 of Sequence 1 uses a drum program. 
• Track 1 of Sequence 2 uses a keygroup program. 
• A song uses Sequence 1 as its first sequence and then uses Sequence 2 any time after it. 

…then, in that song, Track 1 in Sequence 2 will use the same drum program as Track 1, Sequence 1. 

Because of this, we recommend trying to be consistent while creating tracks in sequences that you intend to use in a 
single song. Remember that you can copy one track to another if you ever need to reorder the tracks of a sequence 
(see Modes > Main Mode > Track Section to learn about this). 

 

 
 

 

Use the Song field to select the song you want to show. 

 

 

Use the BPM field to adjust the tempo of the sequence.  

To set whether the sequence follows its own tempo (Seq) or a master tempo (Mst), tap the 
Seq/Mst button next to the BPM field. Alternatively, press Shift+Tap/Master. 

 









  

 
289 

 

 

Tap the Learn button to turn Learn Mode on or off. When on, adjusting a control in the MPC software window will 
immediately assign it to the currently selected Q-Link knob.  

This button is not available while in Screen Q-Link Edit Mode where the Q-Link knobs are unassignable. 

To assign a function to a Q-Link knob in Learn Mode: 

1. Tap Learn so the button is lit. (This will stop playback. Resuming playback will exit Learn Mode.) 

2. Touch or turn the desired Q-Link knob. 

3. In the MPC software on your computer, click and drag the slider or knob you want to assign to the Q-Link knob. 
The Q-Link knob will be able to control that parameter immediately. 

To assign functions to other Q-Link knobs, repeat Steps 2–3. 

To exit Learn Mode, tap Learn (or resume playback). 

 

 

The automation button indicates the global automation state. This is shown in several modes. See General Features 
> Automation to learn about this.  

 

 

At any time, in any mode, you can show the QLinks window over the touchscreen’s current contents. These are the 
same parameters and settings as what is shown in Q-Link Edit Mode.  

To show the QLinks window, press and hold any of the Q-Link buttons: Project, Program, Pad Scene, Pad 
Param, or Screen Control/Edit (MPC X) or the Q-Link button (MPC Live, MPC Live II, MPC One, MPC Touch). 

To close the QLinks window, release that Q-Link button. 

 

 
 

While the QLinks window is shown: 

To adjust the settings of the selected knobs, turn the corresponding Q-Link knobs on your MPC hardware. 

To select an edit mode for the Q-Link knobs, tap one of the five buttons at the bottom of the screen. If you are 
using MPC X, you can also press one of the five Q-Link buttons above the Q-Link knobs: Project, Program, Pad 
Scene, Pad Parameter, or Screen. 

To turn Learn Mode on or off, tap Learn. (This button is not available while in Screen Q-Link Edit Mode where 
the Q-Link knobs are unassignable.) 

To enter Q-Link Edit Mode immediately (regardless of the current mode), tap Q-Link Edit at the bottom of the 
window. 

To enable or disable the Q-Link overlay, tap Show Q-Link Status When Touched at the bottom of the window. 
See Addenda > Updates in MPC 2.8 > New Features > Q-Link Overlay to learn more about this. 
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Project 

 

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

 

 

 

 

Next to the top row of Q-Link knobs on the screen, tap one of these tabs to select the type of parameters you want 
to control with the Q-Link knobs: 

MIDI Track: MIDI track parameters. Use the MIDI Track field to select one of the MIDI tracks in your project. 

Audio Track: audio track parameters. Use the Audio Track field to select one of the audio tracks in your project. 

Program: program parameters. Use the Program field to select one of the programs in your project. 

Return: return parameters. Use the Return field to select one of Returns 1–4. 

Submix: submix parameters. Use the Submix field to select one of Submixes 1–8. 

Master: master parameters. Use the Master field to select one of the output pairs: Outputs 1/2–7/8 in Standalone 
Mode or Outputs 1/2–31/32 in Controller Mode (MPC Live/MPC Live II do not use Out 7,8 and MPC One does 
not use Out 3,4–7,8 in Standalone Mode, but displays them to maintain compatibility with MPC X, which does 
use them). 

 

Next to the second row of Q-Link knobs on the screen, tap one of these tabs to select the type of parameters you 
want to control with the Q-Link knobs: 

Mixer: general mixer parameters 

Program (in the Program tab if a drum program or clip program is selected): program parameters 

Insert 1–4 (not available in the MIDI Track tab or Program tab if a MIDI program is selected): parameters for its 
program insert effects 

 

 

If the Program tab is selected, use the Type selector to determine whether the Q-Link knobs will control the parameters 
of the entire program (Program) or for a single pad (Pad). 

To select a program, use the Program field next to the top row of Q-Link knobs on the screen. 

To select a pad (if Type is set to Pad), use the Pad field. 
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Use the Parameter field to select the parameter you want to control with the currently selected Q-Link knob. 

 

When the MIDI Track tab is selected: 

Mixer: Off, Volume, Pan, Mute, Solo 

 

When the Audio Track tab is selected: 

Mixer: Off, Volume, Pan, Mute, Solo, Send 1–4 

Insert 1–4: Off, other available parameters depend on the effect 

 

When the Program tab is selected and Type is set to Program: 

Mixer: Off, Volume, Pan, Mute, Solo, Send 1–4 

Program: Off, Master Semi Tune, Master Fine Tune 

Insert 1–4: Off, other available parameters depend on the effect 

 

When the Program tab is selected and Type is set to Pad: 

Mixer: Off, Level, Pan, Pad Mute, Pad Solo, Send 1–4 

Program:    

Off Amp Env Hold Layer Sample Pan (1–4) LFO to Filter Velocity to Amp

Tuning Amp Env Sustain Layer Semi Tune (1–4) LFO to Amp Velocity to Pan

Filter Cutoff Filter Env Attack Layer Fine Tune (1–4) LFO to Pan Layer Direction (1–4)

Filter Resonance Filter Env Hold  Velocity to Start LFO Wave Layer Offset (1–4)

Filter Env Amount Filter Env Decay Vel to Filter Attack LFO Rate  

Amp Env Attack Filter Env Sustain Velocity to Env Amount LFO Sync  

Amp Env Decay Filter Env Release Velocity to Filter Velocity to Pitch  

Amp Env Release Layer Level (1–4) LFO to Pitch Vel to Volume Attack  

Insert 1–4: Off, other available parameters depend on the effect 

 

When the Return tab is selected: 

Mixer: Off, Volume, Pan, Mute 

Insert 1–4: Off, other available parameters depend on the effect 

 

When the Submix tab is selected: 

Mixer: Off, Volume, Pan, Mute, Send 1–4 

Insert 1–4: Off, other available parameters depend on the effect 

 

When the Master tab is selected: 

Mixer: Off, Volume, Pan, Mute 

Insert 1–4: Off, other available parameters depend on the effect 

 

 

Tap the Momentary checkbox to turn momentary behavior on or off.  

When on, moving the Q-Link knob will adjust its parameter, but the parameter will immediately return to its 
original position (when you turned Momentary on) when you release the Q-Link knob. 

When off, moving the Q-Link knob will adjust its parameter, and the parameter will remain at its new setting 
when you release the Q-Link knob. 
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Program/Audio Track 

 

In the Program/Audio Track Q-Link Edit Mode, the Q-Link knobs control 16 parameters within the currently selected 
program or audio track. 

 

When a MIDI track is selected: 

 

 

 

Next to the top row of Q-Link knobs on the screen, tap one of these tabs to select the type of parameters you want 
to control with the Q-Link knobs: 

Mixer: general mixer parameters 

Program: program parameters 

Insert 1–4: parameters for its program insert effects 

 

 

Use the Type selector to determine whether the Q-Link knobs will control the parameters of the entire program 
(Program) or for a single pad (Pad).  

To select a program, use the Track field at the top of the screen to select a track that uses it. The program 
name will appear in the Program field next to the top row of Q-Link knobs on the screen. 

To select a pad (if Type is set to Pad), use the Pad field. 

 

 

Use the Parameter field to select the parameter you want to control with the Q-Link knobs. 

 

When Type is set to Program: 

Mixer: Off, Volume, Pan, Mute, Solo, Send 1–4 

Program: Off, Master Semi Tune, Master Fine Tune 

Insert 1–4: Off, other available parameters depend on the effect 
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When Type is set to Pad: 

Mixer: Off, Level, Pan, Pad Mute, Pad Solo, Send 1–4 

Program:    

Off Amp Env Hold Layer Sample Pan (1–4) LFO to Filter Velocity to Amp

Tuning Amp Env Sustain Layer Semi Tune (1–4) LFO to Amp Velocity to Pan

Filter Cutoff Filter Env Attack Layer Fine Tune (1–4) LFO to Pan Layer Direction (1–4)

Filter Resonance Filter Env Hold  Velocity to Start LFO Wave Layer Offset (1–4)

Filter Env Amount Filter Env Decay Vel to Filter Attack LFO Rate  

Amp Env Attack Filter Env Sustain Velocity to Env Amount LFO Sync  

Amp Env Decay Filter Env Release Velocity to Filter Velocity to Pitch  

Amp Env Release Layer Level (1–4) LFO to Pitch Vel to Volume Attack  

Insert 1–4: Off, other available parameters depend on the effect 

 
Tap the Momentary checkbox to turn momentary behavior on or off.  

When on, moving the Q-Link knob will adjust its parameter, but the parameter will immediately return to its 
original position (when you turned Momentary on) when you release the Q-Link knob. 

When off, moving the Q-Link knob will adjust its parameter, and the parameter will remain at its new setting 
when you release the Q-Link knob. 

 
 
When an audio track is selected: 

 

 

 
Next to the top row of Q-Link knobs on the screen, tap one of these tabs to select the type of parameters you want 
to control with the Q-Link knobs: 

Mixer: general mixer parameters 

Insert 1–4: parameters for its program insert effects 

 
Use the Parameter field to select the parameter you want to control with the Q-Link knobs. 

 
Tap the Momentary checkbox to turn momentary behavior on or off.  

When on, moving the Q-Link knob will adjust its parameter, but the parameter will immediately return to its 
original position (when you turned Momentary on) when you release the Q-Link knob. 

When off, moving the Q-Link knob will adjust its parameter, and the parameter will remain at its new setting 
when you release the Q-Link knob. 
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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 assignments are automatically saved with other user settings. Any project you load will use these assignments.) 

 

 
 

 

To select a pad, press it. 

 

 

Next to the top row of Q-Link knobs on the screen, tap one of these tabs to select the type of parameters you want 
to control with the Q-Link knobs: 

Mixer: general mixer parameters 

Program: pad parameters (i.e., parameters used in Program Edit Mode) 

 

 

Use the Parameter field to select the parameter you want to control with the Q-Link knobs. 

Mixer: Off, Level, Pan, Pad Mute, Pad Solo, Send 1–4 

Program:    

Off Amp Env Hold Layer Sample Pan (1–4) LFO to Filter Velocity to Amp

Tuning Amp Env Sustain Layer Semi Tune (1–4) LFO to Amp Velocity to Pan

Filter Cutoff Filter Env Attack Layer Fine Tune (1–4) LFO to Pan Layer Direction (1–4)

Filter Resonance Filter Env Hold  Velocity to Start LFO Wave Layer Offset (1–4)

Filter Env Amount Filter Env Decay Vel to Filter Attack LFO Rate  

Amp Env Attack Filter Env Sustain Velocity to Env Amount LFO Sync  

Amp Env Decay Filter Env Release Velocity to Filter Velocity to Pitch  

Amp Env Release Layer Level (1–4) LFO to Pitch Vel to Volume Attack  

 

 

Tap the Momentary checkbox to turn momentary behavior on or off.  

When on, moving the Q-Link knob will adjust its parameter, but the parameter will immediately return to its 
original position (when you turned Momentary on) when you release the Q-Link knob. 

When off, moving the Q-Link knob will adjust its parameter, and the parameter will remain at its new setting 
when you release the Q-Link knob. 
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HP (High-Pass) Filters 
 

Options: HP Filter, HP Filter Sweep, HP Filter Sync, HP Shelving Filter 

 

HP Filter 

This effect is a static filter without modulation. Parameter Value Range Default Value

Frequency 10–19999 Hz 1500

Resonance 0–100 0

 

 

HP Filter Sweep 

This effect is a high-pass filter with its cutoff frequency 
modulated by an LFO. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 80

Low Frequency 0–100 50

High Frequency 0–100 100

Resonance 0–100 33

Rate 0–100 10

 

 

HP Filter Sync 
This effect is a high-pass filter with its cutoff frequency 
modulated by an LFO. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Low Frequency 0–100 0

High Frequency 0–100 100

Resonance 0–100 50

Rate 8 bars – 1/32 1/4

 

 

HP Shelving Filter 
This filter differs from the standard filter type, as it attenuates 
all frequencies after the cutoff point equally. 

Parameter Value Range Default Value

Frequency 10–19999 Hz 1500

Resonance 0–100 0

Gain -18.0 – 18.0 dB 0.0
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LP (Low-Pass) Filters 
 

Options: LP Filter, LP Filter Sweep, LP Filter Sync, LP Shelving Filter 

 

LP Filter 
This effect is a static filter without modulation. Parameter Value Range Default Value

Frequency 10–19999 Hz 1500

Resonance 0–100 0

 
 

LP Filter Sweep 
This effect is a low-pass filter with its cutoff frequency 
modulated by an LFO. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 80

Low Frequency 0–100 0

High Frequency 0–100 100

Resonance 0–100 33

Rate 0–100 10

 
 

LP Filter Sync 
This effect is a low-pass filter with its cutoff frequency 
modulated by an LFO. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Low Frequency 0–100 0

High Frequency 0–100 100

Resonance 0–100 50

Rate 8 bars – 1/32 1/4

 
 

LP Shelving Filter 
This filter differs from the standard filter type, as it attenuates 
all frequencies after the cutoff point equally. 

Parameter Value Range Default Value

Frequency 10–19999 Hz 1500

Resonance 0–100 0

Gain -18.0 – 18.0 dB 0.0
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Parametric EQs 
 

Options: PEQ 2-Band, 2-Shelf, PEQ 4-Band 

 

PEQ 2-Band, 2-Shelf 

This effect is a combination of one two-band parametric 
equalizer and two shelving filters. 

Parameter Value Range Default Value

Low Frequency 22–1000 Hz 220 

Frequency 1 82–3900 Hz 820 

Frequency 2 220–10000 Hz 2200 

High Frequency 560–19999 Hz 5600 

Q1 0–100 0

Q2 0–100 0

Low Gain -18.0 – 18.0 dB 0.0 

Gain 1 -18.0 – 18.0 dB 0.0 

Gain 2 -18.0 – 18.0 dB 0.0 

High Gain -18.0 – 18.0 dB 0.0 

 

 

PEQ 4-Band 

This effect is a powerful four-band parametric equalizer with 
four independent EQ ranges. 

Parameter Value Range Default Value

Low Frequency 22–1000 Hz 220

Frequency 1 82–3900 Hz 820 

Frequency 2 220–10000 Hz 2200 

High Frequency 560–19999 Hz 5600 

Q1 0–100 5

Q2 0–100 5

Q3 0–100 5

Q4 0–100 5

Gain 1 -18.0 – 18.0 dB 0.0 

Gain 2 -18.0 – 18.0 dB 0.0

Gain 3 -18.0 – 18.0 dB 0.0 

Gain 4 -18.0 – 18.0 dB 0.0 

 
 



  

 
318 

 

 
Distortions 
 

Options: Distortion Amp, Distortion Fuzz, Distortion Grimey, Distortion Overdrive, Distortion Custom 

 

Distortion Amp 

This effect is designed to reproduce the sound of a tube 
amplifier at high volumes. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Drive 0–100 50

Tone 0–100 50

Dynamics 0–100 50

Output 0–100 50

 

Distortion Fuzz 

This popular effect uses hard clipping of the audio signal, 
which, at extreme settings, can turn a standard waveform 
into a square wave, producing a “razor” effect. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Drive 0–100 50

Output 0–100 50

Low 0–100 50

Low-Mid 0–100 50

High-Mid 0–100 50

High 0–100 50

 

Distortion Grimey 

This is a unique distortion effect that distorts a frequency 
range in a selectable band. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Drive 0–100 50

Grime 0–100 50

Center 0–100 50

Width 0–100 50

Resonance 0–100 50

Output 0–100 50

 

Distortion Overdrive 

This distortion is designed to sound like a mildly distorting 
amplifier at medium volumes. It is the smoothest distortion 
type available. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Drive 0–100 50

Tone 0–100 50

Output 0–100 50
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Distortion Custom 

This effect is a highly customized distortion, capable of a 
wide range of useable sounds. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Drive 0–100 50

+Soft 5–75 2

+Clip 5–50 25

–Soft 5–75 2

–Clip 5–50 25

Low -18.0 – 18.0 dB 0.0 

Mid -18.0 – 18.0 dB 0.0 

High -18.0 – 18.0 dB 0.0 

Output -18.0 – 18.0 dB 50 

 
 
Compressors 
 

A compressor is an effect that changes the dynamic range of a signal by automatically reducing its gain. 

 

Options: Compressor Master, Compressor Opto, Compressor VCA, Compressor Vintage 

 

Compressor Master 

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

 

Compressor Opto 

The Opto Compressor is modeled after a vintage 
compressor type using an optical circuit to control the 
volume reduction of the input signal. These compressors are 
usually associated with soft and unobtrusive attack and 
release characteristics. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Input -6 – 18 dB 0

Attack 0–100 50

Release 0–100 50

Threshold -50 – 0 dB 0

Ratio 1–20 1

Knee 1–100 1

Output -6 – 24 dB 0
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Compressor VCA 

This compressor is more modern-sounding, with a slightly 
more transparent sound. A VCA Compressor tends to have 
quicker attack and release times than an Opto Compressor. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Input -6 – 18 dB 0

Attack 0–100 50

Release 0–100 50

Threshold -50 – 0 dB 0

Ratio 1–20 1

Knee 1–100 1

Output -6 – 24 dB 0

 

Compressor Vintage 

This compressor has a sound similar to classic tube 
compressors, with their gentle yet pumping response and a 
dash of tube saturation. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Input -6 – 18 dB 0

Attack 0–100 50

Release 0–100 50

Threshold -50 – 0 dB 0

Ratio 1–20 1

Knee 1–100 1

Output -6 – 24 dB 0

 
 
Bit Reducers 
 

Options: Decimator, Resampler 

 

Decimator 

Decimator down-samples the incoming signal by removing 
bits from the digital signal. The difference between 
decimation and resampling is that Decimator does not use 
any filtering to mask or correct digital artifacts. The result is 
an effect ranging from mild to almost completely pure digital 
distortion, depending on the setting and the source material. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Decimate 0–100 0

Bit Reducer 4–32 32 

 

 
Resampler 

Resampler is similar to Decimator in that it removes bits from 
an incoming signal. The difference is that Resampler applies 
a complex suite of filters and anti-aliasing to attempt to 
retain the original sound quality. This is a method used by 
popular vintage samplers and sampling drum machines from 
the 1980s. Resampler can be used to achieve a “dirty” 
sound on drum loops, without the harshness of distortion. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Rate 0–100 0

Decimate 0–100 0
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Other 
 

Options: Auto Wah, Frequency Shifter, Transient Shaper 

 

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

 

 

Frequency Shifter 

A frequency shifter changes the frequencies of an input 
signal by a fixed amount and alters the relationship of the 
original harmonics. This can produce a chorus-like effect as 
well as very crazy artificial timbres. 

Parameter Value Range Default Value

Dry/Wet 0–100 (dry–wet) 100

Frequency -1000 – 1000 0

Asynchrony 0–1000 0

A Pan 0–100 0

B Pan 0–100 100

A Gain 0–100 75

B Gain 0–100 75

 

 

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
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Glossary 
 

This glossary briefly defines and explains many of the technical terms used throughout this manual. 

 

Aftertouch The majority of contemporary keyboards are capable of generating aftertouch messages. On this 
type of keyboard, when you press harder on a key you are already holding down, a MIDI aftertouch 
message is generated. This feature makes sounds even more expressive (e.g., through vibrato). 

Aliasing Aliasing is an audible side effect arising in digital systems as soon as a signal contains harmonics 
higher than half the sampling frequency. 

Amount Describes to which extent a modulation source influences a given parameter. 

Amplifier An amplifier is a component that influences the volume level of a sound via a control signal. It 
can be modulated by a control signal (e.g., generated by an envelope or an LFO). 

Attack An envelope parameter. This term describes the ascent rate of a time-relevant process (e.g., an 
envelope from its starting point to the point where it reaches its highest value). The attack phase 
is initiated immediately after a trigger signal is received (e.g., after you play a note on a trigger 
pad or a keyboard). 

Bit Rate Bit rate (also known as word length), is the number of bits used to store the level information of 
each single sample slice within a whole sample. The higher the bit rate, the more precise the 
information about a sample (i.e., its dynamics’ resolution). Normal audio CDs are 16-bit. The 
MPC hardware supports full 24-bit resolution. 

Bounce When you “bounce” a sequence, track, or program, you are rendering that part of your project as 
an audio file (as opposed to a MIDI file). The MPC hardware lets you bounce sequences, tracks, 
or programs as samples (saved to your project’s sample pool) or as full audio tracks (saved to 
your project’s sample pool and added directly to the current sequence). 

Bouncing a track will render that track after it is sent through its program. Bouncing a program 
will render all tracks that use that program after they are sent through it. Bouncing a sequence 
will render all tracks in that sequence after they are sent through their respective programs. 

Clipping Clipping is a sort of distortion that occurs when a signal exceeds the maximum value that can be 
handled by a signal processing system it is fed into. The curve of a clipped signal is dependent 
on the system where the clipping occurs. In the analog domain, clipping effectively limits the 
signal to a given maximum level. In the digital domain, clipping is similar to a numerical overflow, 
resulting in negative polarity of the signal’s portions exceeding the maximum level. 

Control Change 

(Controllers) 

MIDI messages enable you to manipulate the behavior of a sound generator to a significant 
degree. This message essentially consists of two components: 

• The controller number, which defines the parameter to be influenced. It can range from 0 
to 127. 

• The controller value, which determines the extent of the modification. 

Controllers can be used for effects such as slowly swelling vibrato, changing the stereo panning 
position and influencing filter frequency. 

Cutoff The cutoff frequency is a significant factor for a filter. A low-pass filter for example dampens the 
portion of the signal that lies above this frequency. Frequencies below this value are allowed to 
pass through without being processed. 
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CV CV stands for control voltage, an analog method of sending control messages to external 
synthesizers, drum machines, etc. CV messages are typically used in conjunction with Gate 
messages (CV messages determine the pitch of notes while Gate messages determine note 
activation and length). CV messages are sent from the CV out ports of your MPC hardware and 
to the CV in ports of your external MIDI device. 

Please note that each external MIDI device uses a specific control voltage range, which 
determines how many volts are used in each octave (e.g., 1V/oct). Be mindful of this when 
setting it up with the MPC software and/or controller hardware—mismatched voltage ranges can 
produce unusual/undesirable “re-scaling” of the octaves. 

Decay Decay describes the descent rate of an envelope once the attack phase has reached its 
maximum and the envelope drops to the level defined by the sustain value. 

Envelope An envelope is used to modulate a sound-shaping component within a given time. For instance, 
an envelope that modulates the cutoff frequency of a filter opens and closes this filter over a 
period of time. An envelope is started via a trigger, usually a MIDI note. 

The classic ADSR envelope consists of four individually variable phases: attack, decay, sustain, 
and release. Attack, decay and release are time or slope values, while sustain is an adjustable 
level. Once an incoming trigger is received, the envelope runs through the attack and decay 
phases until it reaches the programmed sustain level. This level remains constant until the trigger 
is terminated. The envelope then initiates the release phase until it reaches the minimum value. 

You can see and read about the envelopes used in MPC Live in Operation > Modes > Program 
Edit Mode > Anatomy of an Envelope. 

Filter A filter is a component that allows some of a signal’s frequencies to pass through it and 
dampens other frequencies. The most important aspect of a filter is the filter cutoff frequency. 
Filters generally come in four categories: low-pass, high-pass, band-pass, and band-stop. 
These are the available filters: 

A low-pass filter (the most common type) dampens all frequencies above the cutoff frequency. 

A high-pass filter in turn dampens the frequencies below the cutoff.  

A band-pass filter allows only those frequencies around the cutoff frequency to pass. All 
others are dampened. 

A band-stop filter does the opposite of a band-pass: it dampens only the frequencies around 
the cutoff frequency. 

A band-boost filter boosts the frequencies around the cutoff frequency, similar to what a band 
on an equalizer would do. All other frequencies pass through normally. 

The number of poles in a filter’s “slope” determines how extreme or subtle the effect of the 
filter will be. Filters with one or two poles produce a subtler sound while filters with six or eight 
poles are much more pronounced. 

The Model filters are analog-style emulations of famous vintage synth filters. Model1 is a four-
pole filter that distorts at high input levels. Model2 uses a mellow resonance with a “fattening” 
distortion in the lower frequencies. Model3 can produce howling, piercing resonances and 
extreme sub frequencies—watch your speakers! 

The Vocal filters are formant filters that emulate the human voice. Vocal1 produces “ah” and 
“ooh” vowel sounds. Vocal2 uses three bands to produce “oh” and “ee” vowel sounds. 
Vocal3 uses five bands to emulate an idealized model of the vocal tract. 

MPC3000 LPF is a dynamic, resonant low-pass filter (12 dB/oct) that was used on the original 
MPC3000, released in 1994. 

Please also see the entry for Resonance, an essential characteristic of a filter’s sound. 

Gate Gate messages are analog messages sent to external synthesizers, drum machines, etc. Gate 
messages are typically used in conjunction with CV messages (CV messages determine the pitch 
of notes while Gate messages determine note activation and length). Gate messages are sent from 
the CV out ports of your MPC hardware and to the CV/Gate in ports of your external MIDI device. 
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LFO LFO is an acronym for low-frequency oscillator. The LFO generates a periodic oscillation at 
a low frequency and features variable waveshapes. Similar to an envelope, an LFO can be 
used to modulate a sound-shaping component. 

MIDI MIDI stands for musical instrument digital interface. Developed in the early 1980s, MIDI 
enables interaction between various types of electronic music instruments from different 
manufacturers. At the time a communications standard for heterogeneous devices did not 
exist, so MIDI was a significant advance. It made it possible to link various devices with one 
another through simple, standardized connectors. 

Essentially, this is how MIDI works: One sender is connected to one or several receivers. For 
instance, if you want to use a computer to play a MIDI synthesizer, the computer is the sender 
and the synthesizer acts as the receiver. With a few exceptions, the majority of MIDI devices 
are equipped with two or three ports for this purpose: MIDI In, MIDI Out and in some cases 
MIDI Thru. The sender transfers data to the receiver via the MIDI Out jack. Data are sent via a 
cable to the receiver’s MIDI In jack. 

MIDI Thru has a special function. It allows the sender to transmit to several receivers. It routes 
the incoming signal to the next device without modifying it. Another device is simply 
connected to this jack, thus creating a chain through which the sender can address a number 
of receivers. Of course, it is desirable for the sender to be able to address each device 
individually. To achieve this, a MIDI channel message is sent with each MIDI event. 

MIDI Channel This is a very important element of most messages. A receiver can only respond to incoming 
messages if its receive channel is set to the same channel as the one the sender is using to 
transmit data. Subsequently, the sender can address specific receivers individually. MIDI 
Channels 1–16 are available for this purpose. 

MIDI Clock The MIDI clock message transmits real-time tempo information to synchronize processes 
among several connected devices (e.g., a sound generator’s delay time to a MIDI sequencer). 

Modulation A modulation influences or changes a sound-shaping component via a modulation source. 
Modulation sources include envelopes, LFOs or MIDI messages. The modulation destination 
is a sound-shaping component such as a filter or a VCA. 

Note On & Note Off This is the most important MIDI message. It determines the pitch and velocity of a generated 
note. A note-on message will start a note. Its pitch is derived from the note number, which 
can range from 0 to 127. The velocity ranges from 1 to 127. A velocity value of 0 is equivalent 
to a note-off message. 

Normalize Normalization is a function to raise the level of a sample to its maximum (0 dB) without 
causing distortion. This function automatically searches a sample for its maximum level and 
consequently raises the entire sample’s level until the previously determined maximum level 
reaches 0 dB. In general, this results in a higher overall volume of the sample. 

Panning The process or the result of changing a signal’s position within the stereo panorama.

Pitch-Bend Pitch-bend is a MIDI message. Although pitch-bend messages are similar in function to 
control change messages, they are a distinct type of message. The resolution of a pitch-bend 
message is substantially higher than that of a conventional controller message. The human 
ear is exceptionally sensitive to deviations in pitch, so the higher resolution is used because it 
relays pitch-bend information more accurately. 
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Program A program is a file that contains a list of all samples to be used, and settings for each sample 
(e.g., pad assignments, loop points, pitch tuning, effects, etc.) Program Edit Mode is where 
you can edit and assign samples (read more about this in Operation > Modes > Program 
Edit Mode). You can have a total of 128 programs in a project. 

There are three kinds of programs that use samples for their sound source. Drum programs 
are mostly used for creating drum programs and easy and quick assigning of samples to a 
pad. With keygroup programs, you can use one sample (or more) and spread it across two or 
more keys and play the sample chromatically over a keyboard. That way, there is no need to 
sample every key of, for instance, a piano. Clip programs use several samples that can be 
looped (clips), each of which can assigned to a pad; launching different combinations of clips 
together lets you create intriguing, layered performances. 

Program Change These are MIDI messages that select sound programs. Programs 1–128 can be changed via 
program change messages. 

Release An envelope parameter. This term describes the descent rate of an envelope to its minimum 
value after a trigger is terminated. The release phase begins immediately after the trigger is 
terminated, regardless of the envelope’s current status. For instance, the release phase may 
be initiated during the attack phase. 

Resonance Resonance or emphasis is an important filter parameter. It emphasizes the frequencies around 
the filter cutoff frequency by amplifying them with a narrow bandwidth. This is one of the most 
popular methods of manipulating sounds. If you increase the emphasis to a level where the 
filter enters a state of self-oscillation, it will generate a relatively pure sine waveform. 

Root Key The root key defines the original pitch of a recorded instrument or of a sample. Samples in 
MPC contain the dedicated root key information. This information will be created 
automatically during recording or importing. 

Sample When you tap the pads on your MPC hardware, you can trigger sounds that we call 
samples. Samples are digitized snippets of audio that can be recorded using the recording 
(sampling) function of your MPC hardware or loaded from the Browser. 

You can edit and process a sample in different ways. For example, a sample can be 
trimmed, looped, pitch-shifted or processed, using various effects. When you have finished 
editing your sample, you can assign it to one or more drum pads to play it. Samples can be 
either mono or stereo. 

Sample Rate This is the frequency representing the amount of individual digital sample scans per second 
that are taken to capture an analog signal digitally. For normal CD audio recordings, 44100 
samples per second are used, also written as 44.1 kHz.  

You can export audio using sampling rates up to 96 kHz (see Operation > General Features 
> Audio Mixdown) and play audio using 44.1 kHz. 

Sequence A sequence is the most basic “building block” of music you can create within an MPC 
project. MIDI information from your MPC hardware pads, buttons, and Q-Link knobs are 
recorded to the tracks of a sequence. Each sequence on your MPC hardware can contain 
128 MIDI tracks and 8 audio tracks. Each project can store up to 128 separate sequences. 

The length of a sequence can be set from 1 to 999 bars, which would be enough to create an 
entire song using only one sequence. However, MPC Live has a dedicated Song Mode that 
lets you chain sequences together to create a song. 

Song Song Mode that allows you to arrange different sections (verse, chorus, hook, etc.) in order 
to build a song. Each song can have up to 999 “steps” (stages in which a sequence may play 
one or more times). Each project can store up to 32 songs. 
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Stretch Factor The stretch factor is a value generated by the Warp algorithm in the software. 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. 

Sustain This term describes the level of an envelope remaining constant after it has passed the attack 
and decay phases. Once reached, the sustain level is kept until the trigger is terminated. 

Time-Stretch See Warp below. 

Track A sequence on your MPC hardware can contain 128 MIDI tracks and 8 audio tracks. 

Each MIDI track contains MIDI note events and controller data. In this case, the track 
contains no audio information—only MIDI information that uses the samples in a program (or 
an external MIDI sound module) to generate its audio. You can edit your performance in 
many different ways once the performance has been captured. 

Each audio track contains an audio signal that has been recorded or imported into your 
project. You can edit this audio within the software and incorporate it into your sequences 
alongside your MIDI tracks. 

Trigger A trigger is a signal that initiates events. Trigger signals are very diverse. For instance, a MIDI 
note or an audio signal can be used as a trigger. The events a trigger can initiate are also 
very diverse. A common application for a trigger is its use to start an envelope. 

Warp The Warp feature lengthens or shortens a region of an audio track or sample without 
changing its pitch. This enables you to fit the length of an audio track or sample to the length 
of a sequence, a bar in your sequence, etc. while maintaining its original key. 

Please note that the 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. You can reduce the CPU resources required by doing any/all of the following: 

Minimize the amount of pitch adjustment of warped audio. 

In Program Edit Mode, avoid using extreme Stretch values. 

Avoid warping very small audio regions. 

Warp as few tracks or track regions as possible (i.e., reduce the number of total number 
of voices of the polyphonic limit that use the Warp algorithm at a given time), especially 
instances where the warped regions start at the same time. 

Avoid rapidly triggering samples that are warped. 

If you have warped samples used in a drum program, consider using the Flatten Pad 
function to consolidate the affected pad’s layers into one audio sample (see here to learn 
about this). After you flatten the pad, its sample/samples no longer need to be warped. 
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SATA Drive Installation 
 

To create more internal storage space on your MPC hardware, you can purchase a SATA (Serial ATA) drive and 
install it yourself, but read this chapter first. 

Your MPC X, MPC Live or MPC Live II can support nearly any standard 2.5” SATA drive on the market—either a solid-
state drive (SSD) or hard-disk drive (HDD). Make sure it uses a 2.5” (63.5 mm) form factor and uses (or can use) one of 
these file systems: exFAT, FAT32, NTFS, or EXT4 (for read and write capability) or HFS+ (for read-only capability). 

Note: We recommend using an exFAT file system as it is the most robust one supported by both Windows and macOS. 

Note: Alternatively, you could install an mSATA (mini-SATA) drive, but make sure you also purchase an adapter that 
enables it to fit into a typical 2.5” SATA interface. 

 

1. Make sure your MPC hardware is powered off. 

2. Locate the SATA drive panel in the center of the bottom panel of your MPC hardware. Use a Phillips-head 
screwdriver to remove the screws (don’t lose them!), and remove the SATA drive panel. 

3. Gently pull the SATA connector and cable out from inside your MPC hardware. Be careful not to disturb 
anything inside—handle just the SATA connector and cable. 

4. Connect your SATA drive to the SATA connector. Make sure the connection is secure. 

5. Use four 3x5mm mounting screws (included with MPC hardware or with your SATA drive) to secure the SATA drive 
to the SATA drive panel. Do not overtighten the screws, but make sure the drive is secure and does not shake.  

6. Place the SATA drive panel back onto the bottom panel of your MPC hardware, and use the original screws to 
secure it in place. 

You can now access this drive while using your MPC hardware! 

In Standalone Mode, this drive will appear as a second internal drive. 

In Controller Mode, this drive will appear as another drive connected to your computer (just as a USB drive or SD 
card connected does when connected to your MPC hardware). 
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MIDI Machine Control (MMC) 
 

Your MPC hardware can send and receive MIDI Machine Control (MMC) messages, a standard protocol for transport 
controls. 

 

The MPC hardware can send these messages: 

MPC Button MMC Command Sent 

Rec MMC Record Strobe (when recording starts), then MMC Record Exit

Overdub MMC Record Strobe (when recording starts), then MMC Record Exit

Stop MMC Stop

Play MMC Deferred Play

Play Start MMC Locate Zero, then Deferred Play

Data Dial, –/+, Step </>, Bar <</>> MMC Locate values

 

To set up your MPC hardware to send MMC messages to an external device: 

1. Use a standard 5-pin MIDI cable to connect your MPC hardware’s MIDI Out A to the MIDI input of your external 
device. 

2. Press Menu to show the menu, and tap the gear icon to enter the Preferences. 

3. Tap the Sync tab. 

4. Tap the Send Port 1 field, and use the data dial or –/+ buttons to select Midi Out A. 

5. Tap the Send MMC box so it is enabled (checked). 

6. Exit the Preferences. 

7. Configure your other device properly so it can receive MMC messages. 

 

 

The MPC hardware can receive these messages: 

MPC Command Received MPC Function 

MMC Deferred Play Play

MMC Locate Zero, then Deferred Play Play Start

MMC Stop Stop

MMC Record Strobe Record (Rec)

MMC Pause Stop

MMC Locate values Change location in sequence

 

To set up your MPC hardware to receive MMC messages from an external device: 

1. Use a standard 5-pin MIDI cable to connect your MPC hardware’s MIDI In A to the MIDI output of your external 
device. 

2. Press Menu to show the menu, and tap the gear icon to enter the Preferences. 

3. Tap the Sync tab. 

4. Tap the Receive MMC box so it is enabled (checked). 

5. Exit the Preferences. 

6. Configure your other device properly so it can send MMC messages. 
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Technical Specifications 
 
Specifications are subject to change without notice. 
 
 
MPC X 
 

Digital Audio System ADCs 24-bit @ 44.1, 48, or 96 kHz 

DACs 24-bit @ 44.1, 48, or 96 kHz 

Digital Signal Processing 32-bit floating point

Mic Inputs 1–2 

(2) balanced XLR+1/4”  
(6.35 mm) TRS 

Dynamic Range 112 dB (A-weighted)

SNR 111 dB (1 kHz, +4 dBu, A-weighted) 

THD+N 0.003% (1 kHz, +4 dBu, -1 dBFS) 

Preamp EIN -135 dBu (max gain, 40 Ω source, A-weighted)

-129.5 dBu (max gain, 150 Ω source, unweighted) 

Frequency Response 20 Hz – 20 kHz (+0.2 / -0.2 dB) 

Maximum Input Level +12.5 dBu

Sensitivity -46 dBu

Gain Range 58 dB

Line Inputs 1–2 

(2) balanced XLR+1/4”  
(6.35 mm) TRS 

Dynamic Range 114 dB (A-weighted)

SNR 112 dB (1 kHz, +4 dBu, A-weighted) 

THD+N 0.003% (1 kHz, +4 dBu, -1 dBFS) 

Frequency Response 20 Hz – 20 kHz (+0.1 / -0.1 dB) 

Maximum Input Level +20 dBu

Sensitivity -9.5 dBu

Gain Range 29.5 dB

Line Inputs 3–4 

(2) balanced 1/4”  
(6.35 mm) TRS 

Dynamic Range 114.5 dB (A-weighted)

SNR 112.5 dB (1 kHz, +4 dBu, A-weighted) 

THD+N 0.003% (1 kHz, +4 dBu, -1 dBFS) 

Frequency Response 20 Hz – 20 kHz (+0.1 / -0.1 dB) 

Maximum Input Level +20 dBu

Sensitivity -10 dBu

Gain Range 30 dB

Inst Inputs 1–2 

(2) unbalanced 1/4”  
(6.35 mm) TS 

Dynamic Range 113.5 dB (A-weighted)

SNR 111.5 dB (1 kHz, +4 dBu, A-weighted) 

THD+N 0.003% (1 kHz, +4 dBu, -1 dBFS) 

Frequency Response 20 Hz – 20 kHz (+0.1 / -0.2 dB) 

Maximum Input Level +10 dBu

Sensitivity -20 dBu

Gain Range 30 dB

Input Impedance ~ 1 MΩ
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Retrospective Record  
 

Your MPC hardware now captures MIDI events in the background, allowing you to recall performances when record 
was not enabled.  

To capture events using retrospective record, hold Shift and press Record after playing some notes to add 
the recent events to the current track. 

 

 

Single or Multi Record Arm 
 

You can now configure the behavior of the Record Arm buttons by adjusting the Record Arm setting under 
Preferences > Sequencer. 

• In Single mode, selecting a different track will automatically arm that track and disarm all other tracks. This is 
the default mode and is is the same as previous MPC releases. To arm multiple tracks to record in Single 
mode, hold Shift and tap each track's record button. 

• In Multi mode, you can tap any track's record button to add it to the group of armed tracks. This is useful 
when doing multitrack recording. 

 

 

Q-Link Overlay 
 

MPC Live, MPC Live MKII, MPC One and MPC Touch 
now display visual feedback when a Q-Link knob is 
touched. A panel will appear on the right side of the 
touchscreen showing the available parameters beign 
controlled and their values. 

(This has been added to Preferences > General). 
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