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This product is produced and tested to comply with the low voltage directive (2014/35/EU) and the 

electromagnetic compatibility directive (2014/30/EU). 

 

 

 

 

 

 

 

 
I hope that you will deform some great tracks 
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Introduction 
 

¢Ƙŀƴƪ ȅƻǳ ǾŜǊȅ ƳǳŎƘ ŦƻǊ ǇǳǊŎƘŀǎƛƴƎκŎƻƴǎƛŘŜǊ ǘƻ ǇǳǊŎƘŀǎŜ ŀ DƻǘƘŀǊƳŀƴΩǎ [ƛǘǘƭŜ ŘŜŦƻǊƳŜǊ оΦ 

 

Little deformer 3 (sometimes shortened to LD3) are a multi-timbral and polyphonic granular 

workstation with 16 parts. The granular functions in it includes oscillator/sampler granular 

modulators and special granular effects. 

 

Each of the 16 parts has a stereo oscillator/sampler, 2 filters with 23 different filter types, a stereo 

VCA, 3 envelopes, 4 random generators and 2 granular modulators, a random one and a 

ǎŜǉǳŜƴŎŜŘ ƻƴŜΦ !ŘŘƛǘƛƻƴŀƭ ƳƻŘǳƭŀǘƛƻƴ ǎƻǳǊŎŜǎ ƛƴŎƭǳŘŜǎ мс Ǝƭƻōŀƭ [ChΩǎΣ он ǎŜǉǳŜƴŎŜǊ ŎƻƴǘǊƻƭƭŜǊ 

tracks, 8 audio bus envelope followers, touch screen keyboard Y position and MIDI keyboard, 

ǾŜƭƻŎƛǘȅΣ ŀŦǘŜǊǘƻǳŎƘΣ ǇƛǘŎƘ ōŜƴŘ ŀƴŘ //ΩǎΦ 

 

The oscillators have morphable waveforms, which morphs from sine to triangle to saw to square 

to feedwave. PW does something on all waveforms. 9 oscillator types are available: Bright, 

smooth, resonator, percussion 1-3, cymbal1-2 and clap. 

 

The samplers can hold up to 193 minutes of samplings/ maximum 8.192 samplings. Samplings can 

be chopped by level peaks, wave zero points, or in equally sized slices. Up to 64 chop points are 

possible for each sampling. Samples are stored in FLASH memory, and played back directly from 

this, so: No loading times! 

 

Each part can be send to up to two of eight audio busses at the same time. Pan modulation can 

control the send level to each of the 2 busses. 

On the audio busses up to 8 insert effects and 4 analog filters can be placed, for processing the 

sounds from the parts and from its audio inputs. Up to 4 audio inputs are available (2 of them 

optional). 

The output from the audio busses can be sent to any of up to 4 audio outputs (2 of them optional) 

and 2 output effect processors. 

 

The 16 parts can be sequenced from a build-in sequencer, which has 16 note tracks, with up to 64 

steps each, and 32 controller tracks, with up to 128 steps each. Each note track has a position 

track, which makes it possible to alter the position of each step, making polyphonic step 

sequencing and various direction modes possible. A sub position track is also available for micro 

timing. 

Real time, step timŜ ŀƴŘ ȄƻȄ ǎǘȅƭŜ ǊŜŎƻǊŘƛƴƎ ŀǊŜ ǇƻǎǎƛōƭŜΦ Yƴƻō ƳƻǾŜƳŜƴǘǎ ŀƴŘ aL5L //Ωǎ Ŏŀƴ ōŜ 

recorded, both in real time and step time on the controller tracks. 
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Both the note tracks and the controller tracks can also control external MIDI devices, with up to 

128 notes of polyphony. 

Audio tracks can be recorded on the note tracks. These can be instantly chopped for true 

deforming manipulation. 

 

¢ƘŜ ǎƻǳƴŘ ƎŜƴŜǊŀǘƛƴƎ ǇŀǊǘǎΣ ǘƘŜ [ChΩǎΣ ǘƘŜ ŜŦŦŜŎǘǎ ǇǊƻŎŜǎǎƻǊǎ ŀƴŘ ǘƘŜ ǎŜǉǳŜƴŎŜǊ Ƙŀǎ н ƭŀȅŜǊǎ ƻŦ 

parameter settings, layer A and layer B, that can be independently adjusted, and morphed 

between, using the Morph and Seq Morph knobs. 

 

All the parameter settings can be stored in any of 1024 rewritable preset locations, and recalled at 

any time. 

 

1024 song locations are available, for programmed playback of presets, and for tracks mute 

automation. 

 

I hope that you will enjoy your LD3 for a long time, and deform a lot of great tracks. 
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In The Box 
 

In the LD3 box should be: 

 

-LD3 itself 

-A power supply ςMulti plug ςWorks in most countries. 

 

LŦ ŀƴȅ ƻŦ ǘƘŜǎŜ ƛǘŜƳǎ ŀǊŜ ƳƛǎǎƛƴƎΣ ǇƭŜŀǎŜ ƎŜǘ ƛƴ ǘƻǳŎƘ ǿƛǘƘ DƻǘƘŀǊƳŀƴΩǎΦ 
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Getting Started 
 

Connecting 
 

 
On the back panel of your LD3 MkII, you will find the power switch, connection for power supply, 

audio inputs and outputs and MIDI in and out. 

 

Audio inputs L and R 

The two rightmost мκпέ ƧŀŎƪ ŎƻƴƴŜŎǘƻǊǎΣ ƳŀǊƪŜŘ ά!¦5Lh Lb w [έ ŀǊŜ ŀƭǿŀȅǎ ǘƘŜ ǎǘŜǊŜƻ ŀǳŘƛƻ 

inputs. 

 

Connect any line stereo/mono audio sources to the audio input, for sampling and/or processing 

ǘƘǊƻǳƎƘ [5оΩǎ ŜŦŦŜŎǘǎ ŀƴŘ ƻǇǘƛƻƴŀƭ ŀƴŀƭƻƎ ŦƛƭǘŜǊǎΦ 

 

Audio outputs L(hp) and R 

The next two мκпέ ƧŀŎƪ ŎƻƴƴŜŎǘƻǊǎ ŀǊŜ ǘƘŜ Ƴŀƛƴ ǎǘŜǊŜƻ ƻǳǘǇǳǘǎΦ ¸ƻǳ ǿƻǳƭŘ ǇǊƻōŀōƭȅ ƭƛƪŜ ǘƻ 

connect these audio outputs to a mixer or an amplifier, or anything else that ends out in a 

ǎǇŜŀƪŜǊκŀ ǎŜǘ ƻŦ ǎǇŜŀƪŜǊǎΦ {ƛƴŎŜ [5о ŘƻŜǎƴΩǘ ƘŀǾŜ ōǳƛƭǘ ƛƴ ǎǇŜŀƪŜǊǎΣ ƛǘ Ƨǳǎǘ ƴŜŜŘǎ ǘƻ be connected 

to something, which Ŏŀƴ ǘǊŀƴǎŦŜǊ ƛǘǎ ŀƳŀȊƛƴƎ ǎƻǳƴŘ ǘƻ ȅƻǳΦ ¢ƘŜǎŜ ǎƘƻǳƭŘ ōŜ ŎƻƴƴŜŎǘŜŘΣ ǳǎƛƴƎ ѻέ 

mono jack cables. 
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¢ƘŜ ƭŜŦǘ ŀǳŘƛƻ ƻǳǘǇǳǘ όƳŀǊƪŜŘ ά!¦5Lh h¦¢ [όƘǇύύ ŘƻǳōƭŜǎ ŀǎ ŀ ǎǘŜǊŜƻ ƘŜŀŘǇƘƻƴŜ ŎƻƴƴŜŎǘƻǊΦ 

Please make sure that nothing is connected to the right audio output, when plugging headphones 

into this connector. 

 

When 2 extra audio inputs and 2 extra audio outputs were ordered: 

 

AUDIO IN 3 4 are the additional audio inputs 3 and 4, and AUDIO OUT 3  4 are the additional audio 

outputs 3 and 4. 

 

With SPAZEboard2 installed: 

 

AUDIO IN/OUT 3 and 4 are four separate audio outputs from analog VCF 1, 2, 3 and 4. For the 2 

filter boards, only their output 1 are connected to the outputs 

 

When 4 extra audio inputs and 4 extra audio outputs were ordered: 

 

The tip of AUDIO IN/OUT 3 and 4 are audio inputs 3 to 6, the ring of AUDIO IN/OUT 3 and 4 are 

audio outputs 3 to 6. 

 

MIDI In and Out 

 

If the LD3 touch screen keyboard and step buttons seems a bit too limited, you might want to 

ŎƻƴƴŜŎǘ ŀ aL5L ƪŜȅōƻŀǊŘ ǘƻ aL5L ƛƴΣ ƛƴ ƻǊŘŜǊ ǘƻ ǘŀƪŜ Ŧǳƭƭ ŀŘǾŀƴǘŀƎŜ ƻŦ [5оΩǎ Ŧǳƭƭȅ ŎƘǊƻƳŀǘƛŎŀƭƭȅ 

playable sounds. It is also possible to connect anything that transmits a MIDI clock, if you would 

like the sequencer of LD3 to sync to the rest of your setup. 

 

hƴ aL5L ƻǳǘΣ aL5L ŎƭƻŎƪΣ aL5L //Ωǎ ŦǊƻƳ ǘƘŜ [5о ŜŘƛǘ ƪƴƻōǎΣ ŀƴŘ ƴƻǘŜǎ ŀƴŘ //Ωǎ ŦǊƻƳ ƛǘǎ 

sequencer are transmitted. Connect any MIDI gear to this, which you would like to control from 

LD3. 
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On the front panel of your LD3 MkII, you will find the USB connector and the optional CV inputs 

and outputs 

 

USB Connector 

 

Supports USB MIDI, USB CV and a USB FLASH drive can be connected.  
 
The FLASH drive should be:  

-Maximum 32 GB 

-FAT formatted 

With a USB drive connected, you can: 

-Import, export and back up samples as .wav files 

-Import deFormer .lds samples 

-Import, export and back up LD3 presets and songs and import Spazedrum and Urano sequences. 

-Update LD3 

-PLEASE NOTICE: The included factory samples CANNOT be exported. So if you want to keep these, 

you should take care not to delete them. A USB stick with the factory samplings might be available 

in the future. 
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To import a .wav file from another device, it must be: 

-Mono or stereo 

-44.1 KHz sample rate ς LD3 will import other sample rates, but they will play back in a wrong 

speed 

-16 bit or 24 bit native PCM 

-{ǘŀƴŘŀǊŘ ǿŀǾΩǎ ƻǊ ōǊƻŀŘŎŀǎǘ ǿŀǾΩǎ 

 

 

CV inputs and outputs 

 

If you start counting from the left, the first 4 minijacks are CV input 1 to 4. The next 4 are CV 

output 1 to 4. 

 

Connect any CV voltage source to the 4 CV inputs. Each input can be set up to match the voltage 

range of any CV source, up to +/- 15 volts. The CV inputs can be set up to modulate many 

parameters and they can be set up to act as trigger sources. They also accept clocks, start/stop 

and reset pulses for the sequencer. 

 

Via the CV outputs it is possible to control analog gear. Each CV output, outputs both an adjustable 

static voltage, plus an LD3 modulation source, so it is possible to both adjust t.ex. the cutoff 

frequency of a connected analog filter, and to add modulation to this. It is also possible to output 

triggers via these, to trigger external gear. 

 

With SPAZEboard2 installed, the CV outputs are: 

1: VCF3 Feed parameter and modulation. 

2: VCF3 Reso parameter and modulation. 

3: VCF3 Cut parameter and modulation. 

4: VCF3 Peaks parameter and modulation. 
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Starting Up 
 

Connect the supplied power adaptor to the Power input, and to a 100V to 240V power source ς

Usually a wall socket. 

 

 
 

LǘΩǎ ŀ ф±Σ ƳƛƴƛƳǳƳ нΦл! ǘȅǇŜ ǿƛǘƘ ŀ нΦм ƳƳ 5/ ǇƭǳƎΣ ǿƛǘƘ ǇƻǎƛǘƛǾŜ ƳƛŘŘƭŜΦ ¢ƘŜ ǇƻǿŜǊ supply on 

the picture is only for reference. The actual one might look different. 
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Turn it on 

tǳǎƘ ǘƘŜ άLέ ƻƴ ǘƘŜ ǇƻǿŜǊ ǎǿƛǘŎƘΦ ¸ƻǳǊ LD3 should now turn on, and the display will show: 
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The User Interface 
 

 
LD3 PT has a highly sensitive and responsive capacitive multi-touch display, 16 step/trigger/part 
select/quick jump buttons, a Morph Set button, a Func/Mute button, a Steps/Part button and a 
Sequencer Start/Stop button. It has 8 Edit/Quick Edit Knobs for controlling and editing parameters 
ŀƴŘ ǎŜƴŘƛƴƎ aL5L //ΩǎΣ a (synth) Morph knob, a Sequencer Morph knob and a volume knob. 
 

Pushing the Trigger 1-16 buttons, with Func/Mute and Steps/Part unlit, will trigger the respective 

LD3 part. Each trigger button will send a settable note number ό{ŜǘǘŀōƭŜ ƛƴ ǘƘŜ {ȅƴǘƘ ά¢ǊƛƎέέ 

section). When a trigger is trigged, the button will light up. 

 

The Start/Stop button will start and stop Sequencer playback. When the sequencer is playing 

back, the Start/Stop button will light up. 

 

The Morph Set button, will toggle the parameters on any Synth and Sequencer page, between 2 

layers of parameters, A and B. The Morph knob (MIDI CC#1) will morph between the two layers of 

Synth parameters, and the Seq Morph knob (MIDI CC#2) will morph between the two layers of 

Sequencer parameters. 

 

When the Func/Mute button is held down, it is possible to mute/unmute the 16 note tracks, by 

pushing any of the 16 step buttons. When it is lighting up, the 16 step buttons functions as Quick 

Jump buttons, which will take you to the edit pages, which names are showed right above each 

step button. 

 



22 
 
 

When the Steps/Part button is held down, the 16 step buttons functions as Part Select buttons. 

Pushing any of these, will select part 1 to 16. 

When it is lighting up, the 16 step buttons will show the steps of the selected sequencer note 

track. Steps that are on will light up, steps that are off will not light. 

 

The Volume knob always adjusts the audio output volume. 

 

The Edit 1-8 Knobs to the left of the display, adjusts the parameters on each edit page. On the 

Preset Select screen, they acts as modulation sources, that controls any parameters that has 

knob1 to 8 ǎŜǘ ŀǎ ƳƻŘǳƭŀǘƻǊΣ ŀƴŘ ǘǊŀƴǎƳƛǘǎ aL5L //ΩǎΦ !ƴȅ 9Řƛǘ YƴƻōΣ ǘƘŀǘ Ƙŀǎ ƴƻǘ ōŜŜƴ ŀǎǎƛƎƴŜŘ 

as a modulator to any parameter, acts as a Quick Edit Knob. 

The Quick Edit Knobs controls: 

-Edit Knob 1: Digital filter 1 cutoff (MIDI CC#3). 

-Edit Knob 2: Digital filter 1 resonance (MIDI CC#4). 

-Edit Knob 3: Digital filter 1 mix (MIDI CC#5). 

-Edit Knob 4: VCA envelope release time (MIDI CC#8). 

-Edit Knob 5: Digital filter 2 cutoff (MIDI CC#9). 

-Edit Knob 6: Digital filter 2 resonance (MIDI CC#10). 

-Edit Knob 7: Digital filter 2 mix (MIDI CC#11). 

-Edit Knob 8: The level of the selected part (MIDI CC#7). 

 

The Quick Edit Knob functions and the MIDI CC knob outputs can be switched off in the 

MOR>COMMON2 section. 

 

When the knobs is not assigned to any modulation destinations, they will work as Quick Edit 

ƪƴƻōǎΦ ²ƘŜƴ ǘƘŜȅ ǿƻǊƪ ŀǎ vǳƛŎƪ 9Řƛǘ ƪƴƻōǎΣ ŀƴŘ aL5L //Ωǎ ŀǊŜ received, these will be received per 

part. 

When the Edit Knobs are assigned as modulation sources, to any modulation destination, they will 

work globally. 

 

The Morph knob and the Seq Morph knob will always work globally. 
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The Touch Screen Keyboard 
 

The LD3 display is touch sensitive. The touch interface is used for navigating through the edit and 
settings pages, and in the bottom of most pages, a fully playable touch keyboard is present. 
 

 
On the Preset and Song Select pages, it is, besides from playing notes on the touch keyboard, also 

possible to apply modulation to the sound, by placing your finger on different positions between 

the top and the bottom of the keyboard. This is referred to as Keyboard Y modulation. On any 

other pages, the keyboard only plays notes. On the LD3 PT, you can play up to 4 notes at a time on 

the touch display. 

 

On the Preset and song Select (Main) pages, the keyboard can be on up to 3 octaves, and Pitch 

Bend can also be controlled through playing the keyboard.  

 

The touch keyboard is always controlling the selected part. 

 

It is possible to select the keyboard octave, by touching any of the 8 squares just above the 

keyboard. 

 

The Y position modulation is transmitted, received and recorded as MIDI CC#16. 
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Setting the number of octaves  

 

 
 

To change the number of touch ƪŜȅōƻŀǊŘ ƻŎǘŀǾŜǎΣ ǘƻǳŎƘ ǘƘŜ άhŎέ ǎǿƛǘŎƘΣ ǿƘƛŎƘ ƛǎ ƭƻŎŀǘŜŘ ǘƻ ǘƘŜ 
left, right above the keyboard. Every time you touch it, it will toggle between 1, 2 and 3 octaves. 
 
When 2 octaves are selected, the upper and lower octaves get divided by a line in the middle of 

the keyboard. When 3 octaves are selected, the upper, middle and lower octaves get divided by 2 

lines.  
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Pitch Bend Function  

 

 
 

Usually, when swiping your finger across the touch keyboard, each note will trigger a sound.  
 
It is though also possible to use finger swiping to pitch bend the sound. To make this possible, you 
must set the keyboard in .ŜƴŘ ƳƻŘŜΣ ōȅ ǘƻǳŎƘƛƴƎ ǘƘŜ ά.ƴέ ōǳǘǘƻƴΣ ǿƘƛŎƘ ƛǎ ƭƻŎŀǘŜŘ ǘƻ ǘƘŜ right, 
just above the keyboard, so that this turns blue.  
Now new notes will only be trigged, the moment you put your finger on the keyboard, and swiping 

your finger over the middle of the keyboard, will activate the bend function, and you can now 

pitch bend the sound up and down by swiping. The pitch bender is centered around the middle of 

the touch keyboard.  
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The Preset Select Screen 
 

 
This is the first screen you will see, right after LD3Ωǎ ǎǘŀǊǘ-up screen, unless you left your LD3 in 
Song mode, the last time it was turned off. Here you can change preset, jump to LD3Ωǎ ŜŘƛǘ ŀƴŘ 
settings pages, and adjust the touch keyboard settings, as described on the previous pages. 
 
On the top of this screen, the Sequencer bar/beat, that is currently being played back, is shown. 
 
To the right of the bar/beat indicator, you will find a sequencer record indicator (REC) and a 
sequencer tempo indicator. When the REC indicator is red, the sequencer is in record mode. 
Touching the REC indicator, will switch the sequencer in and out of recording mode. 
Touching the tempo indicator, will make LD3 jump to the sequencer main page, where you can set 
the tempo. ¢ƘŜ ǘŜƳǇƻ ƛƴŘƛŎŀǘƻǊ ǿƛƭƭ ǊŜŀŘ ά9·¢έΣ ƛŦ [5о ƛǎ ǎŜǘ ǘƻ ŜȄǘŜǊƴŀƭ aL5L ǎȅƴŎΦ 
 
In the right side of the screen, right below the EDIT button, with which you can enter the edit 
pages, you will find the CONT touch button. When this is black, the sequencer will start playback 
from the start step. When this is blue, the sequencer will continue playback, from the point where 
it was stopped.  
 
Below the bar/beat indicatorΣ ƛǘ ǎŀȅǎ άtǊŜǎŜǘέΣ ƛŦ LD3 is currently in preset mode ƻǊ ά{ƻƴƎέ ƛŦ ƛǘ ƛǎ 
currently in song mode. 
 
Below this, the number and name of the currently selected preset/song is shown. 
 
Below the preset name/number, you will find the touch screen keyboard. 
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Right above the preset name, 8 small VU-meters are shown. These show the activity of voice 1 to 
8. 
 
¢ƻǳŎƘ ǘƘŜ ά95L¢έ ŦƛŜƭŘ ƛƴ ǘƘŜ ǳǇǇŜǊ ǊƛƎƘǘ ŎƻǊƴŜǊ ƻŦ ǘƘŜ ǎŎǊŜŜƴΣ ǘƻ ŜƴǘŜǊ ǘƘŜ ŜŘƛǘ ŀƴŘ ǎŜǘǳǇ ǇŀƎŜǎΦ  
TƻǳŎƘ ǘƘŜ άtw9{9¢έ ŦƛŜƭŘΣ ǘƻ ǎŜƭŜŎǘ ŀ ƳŜƳƻǊƛȊŜŘ ǇǊŜǎŜǘΦ 
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Selecting a preset: 
 

¢ƻǳŎƘ ǘƘŜ άtw9{9¢έ ŦƛŜƭŘΦ ! ƭƛǎǘ ƻŦ р ǇǊŜǎŜǘǎ ƴŜŀr the currently selected preset will now appear: 

 

 
¢ƻǳŎƘ άtw9±έ ƻǊ άb9·¢έ ǘƻ ǾƛŜǿ ǘƘŜ previous or next 5 presets, ǘƻǳŎƘ ά.-ά ƻǊ ά.Ҍέ ǘƻ ǎŜƭŜŎǘ ǇǊŜǎŜǘ 

bank, and finally touch the preset name of the preset you would like to select. 1024 presets can be 

selected, from A01 to P64.  

 

LD3 will now jump back to the main Preset Select screen, and show the name of the newly 

selected preset. 

 

If the sequencer is playing back, the Play LED will now start to flash, ŀƴŘ ǘƘŜ ǘŜȄǘ άb9·¢Υέ ǿƛƭƭ ǎƘƻǿ 

right above the new presets name, awaiting track 1 to reach its start/end step. As soon as this 

happens, LD3 will switch to the newly selected preset, the Play LED will stop ŦƭŀǎƘƛƴƎΣ ŀƴŘ άb9·¢Υέ 

will disappear. It is also possible to immediately switch to the next preset, by pushing the Play 

button, while it is flashing.  

 

If the sequencer is not playing back, LD3 will immediately switch to the new preset, when you 

touch the preset name. 

When LD3 is turned off, it will remember which preset was selected, and start up with this, when 

turned on again. It will also remember if it was in preset or song mode, and start up in the same 

mode, and if it was in song mode, it will also remember which song was selected. 

tǊŜǎŜǘǎ Ŏŀƴ ŀƭǎƻ ōŜ ǎŜƭŜŎǘŜŘΣ ǳǎƛƴƎ ǘƘŜ ōǳǘǘƻƴǎΦ ¢Ƙƛǎ ƛǎ ŘŜǎŎǊƛōŜŘ ƛƴ ǘƘŜ ƴŜȄǘ ǎŜŎǘƛƻƴ άhǇŜǊŀǘƛƴƎ 

[5оέΦ 
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If you activate the PreView mode, by touching the PreView field, so that it turns blue, you can 

preview the presets, without LD3 jumping back to the main Preset Select screen. 

 

 
 

If the sequencer is running, it will still wait for track 1 to reach step 1, until it jumps to the next 

preset. This is indicated by the Play LED flashing. Here it is also possible to make the preset switch 

happen immediately, by pushing the Play button, while it is flashing.  
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LŦ ŀƴȅ ǇŀǊŀƳŜǘŜǊǎ ƻŦ ǘƘŜ ǇǊŜǎŜǘ Ƙŀǎ ōŜŜƴ ŜŘƛǘŜŘΣ ŀƴŘ ǘƘŜ ŜŘƛǘǎ Ƙŀǎ ƴƻǘ ōŜŜƴ ǎǘƻǊŜŘΣ ŀ άϝέ will 

appear right between the preset number and the preset name. 

 

When this appears, you will need to save your preset, in order to keep your edits. 

tƭŜŀǎŜ ǎŜŜ Ƙƻǿ ǘƻ Řƻ ǘƘƛǎ ƛƴ ǘƘŜ ά{ŀǾŜ tǊŜǎŜǘέ ǎŜŎǘƛƻƴΣ ƭŀǘŜǊ ƛƴ ǘƘƛǎ ƳŀƴǳŀƭΦ 
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Operating LD3 
 

Starting and stopping the Sequencer, and trigger parts manually: 
 

 
To start the sequencer playback, push and release the Start/Stop όƘŀǎ ōŜŜƴ ǊŜƴŀƳŜŘ ǘƻ άtƭŀȅέ ƻƴ 

the actual LD3) button, so that it lights up. 

 

The sequencer will now start to play back. When the Func/Mute and the Steps/part buttons are 

not lighting up, every time a part is trigged to play back, the corresponding step button will light 

up shortly. 

 

The sequencer playback will either start from the selected start steps of each track (CONT button 
black), or it will continue to play back from the point, where it was stopped (CONT button blue).  
The CONT touch button can be found on the Preset/Song select page.  

 

 
 

To stop the sequencer, simply hit the Start/Stop button again, so that it is no longer lighting up. 

 

To trigger the 16 parts manually, make sure that neither the Func/Mute button or the Steps/Part 

button is lighting up, and then push any of the 16 step buttons, to trigger the sounds that are 

programmed on each part. 
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Selecting a part: 
 

 
 

Push and hold the Steps/Part button. 

The selected part number will now be shown, by one of the 16 step buttons lightning up. The 

number above the step button is the part number that is currently selected. 

To select another part, while still holding down the Steps/Part button, push any of the 16 step 

buttons. 

 

The selected part is the part which parameters will be shown on the display, when entering the 

edit pages. 

Selecting a part, also selects the equally numbered Sequencer Note Track. 

When entering the Sequencer Controller tracks 1 to 16, track 1 to 16 is selected in the same way. 

When entering the Sequencer Controller tracks 17 to 32, 1 will equal 17, 2 will equal 18, and so on. 

The Sequencer Controller tracks are selected separately from the parts. 

 

Selecting Effects Processors 
 

The 8 insert effects processors and the 2 output effects processors are also selected, using the 

part select buttons. 

 

Part 1 is insert effect 1 

Part 2 is insert effect 2 

Part 3 is insert effect 3 

- 

Part 8 is insert effect 8 

Part 9 is output effect 1 

Part 10 is output effect 2 
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Sequencer Note Track Steps view/edit : 
 

 
 

First, select the part, for which you would like to view/edit the note steps, as described earlier in 

this manual. You can, of course, select another part at any time, also after you have entered note 

step edit mode. 

 

To enter note step edit mode, push and release the Steps/Part button. This should now light up. 

Any note sequencer steps that are switched on to play back, will now also light up on the 16 step 

buttons. 

 

If the sequencer is running, the light state of each step button will be reversed, when a step is 

playing back. 

 

To switch a step on or off, simply hit the corresponding step button, and it will toggle its state. 

 

When the sequencer are in recording mode (the Start/Stop button is flashing), pushing any of the 

step buttons, will set record mode to step mode, and select this step for recording. The step 

button will now flash. 

 

When using the LD3 sequencer as a usual step sequencer, the steps will play back from left to 

right. In this case, step 1 plays back at position 1, step 2 plays back at position 2 and so on. 

On the LD3 sequencer, it is though possible to break this pattern, and make each step play back on 

any position, using the position subtrack. It is even possible to make more steps playing back at 

the same position, for polyphonic step sequencing. 

 

Only 16 steps are shown at a time. The note tracks of LD3 has 64 steps. Please read on, to 

experience how to switch between step 1-16, 17-32, 33-48 and 49-64. 
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Selecting Sequencer Note Track steps 1-16, 17-32, 33-48 and 49 to 64 / + Controller tracks steps 
65-80, 81-96, 97-112, 113-128: 
 

 
 

Push and release the Func/Mute button, so that it is lightning up. Now, push and release step 

button 1, Bar Sel: 

 
Now step button 1, Bar Sel, will light up. 

Note tracks: When you are located on any other pages, than the sequencer controller tracks 

pages, bar is selected to be viewed for a note track. The selected bar, is the bar that is shown on 

the step buttons, and on the note track pages. 

Hit Bar Sel, so that it lights up. Now step buttons 2 to 5 will select bar 1 to 4, of the currently 

selected track. The button of the bar that is selected, will light up. The other 3 bar select buttons 

will flash.  

Controller tracks: When you are located on any of the controller track pages, bar is selected to be 

viewed for the currently selected controller track. The selected bar, is the bar that is shown on the 

controller track pages. 

Hit Bar Sel, so that it lights up. Now step buttons 2 to 9 will select bar 1 to 8, of the currently 

selected track. The button of the bar that is selected, will light up. The other 7 bar select buttons 

will flash. 

 

When pushing a bar button, that is already selected, both on note and controller tracks, the 

function of the Edit Knobs will now be toggled: Parameters > Knobs1-8 > Knobs 9-16. 
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Parameter Fine Adjust / Setting the last step of a Note Track 
 

 
To fine adjust a parameter, first adjust the parameter, as you would normally do, with a knob. 

Then push and hold the Morph Set button, while adjusting the parameter again, using the knob. 

The parameter will now be adjusted inside a narrow range, and it will be easier to set it at a 

specific value. 

 

Setting the Last Step of a Note Track can be done on the Note Tracks edit pages, but it can also be 

done via the pushbuttons. 

 

Push and hold the Morph Set button. If the last step of the selected note track are inside the 

selected step range, this will now be shown, as a step button that lights up. Push any step button, 

while still holding down the Morph Set button, to set the last step of the selected Note Track. 
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Mute/Unmute Note Tracks: 
 

 
To mute, unmute or view the mute state of the 16 note tracks, push and hold the Func/Mute 

button. 

 

Unmuted tracks will now be shown by a step button that is lighting up, and shortly flashes off, 

every time the track is triggering. 

 

Muted tracks are shown by a step button that is unlit, and that lights up shortly, every time the 

ǘǊŀŎƪ ǿƻǳƭŘ ƘŀǾŜ ǘǊƛƎƎŜǊŜŘ ǎƻƳŜǘƘƛƴƎΣ ƛŦ ƛǘ ǿŜǊŜƴΩǘ ƳǳǘŜŘΦ 

 

To mute or unmute a track, simply hit the corresponding step button, while still holding down the 

Func/Mute button. 
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Copy Morph Layer A to Layer B 
 

 
Push and release the Func/Mute button, so that it lights up, to enter the function buttons. Now 

push and release step button 13 (Copy), so that this also lights up. Instructions for copy and panic 

will now be shown on the screen. Push and release the Morph Set button.  Morph layer A synth 

parts and sequencer parameters has now been copied to morph layer B. If you turn the Morph 

knobs, you should now hear the same sound/sequence, no matter what position the knobs are in. 

 

 

Selecting the next preset 
 

 
Push and hold the Steps/Part button while pressing the Start/Stop button.  LD3 will now select the 

next preset.  If the sequencer is playing back, the Start/Stop LED will now start to flash, and the 

ǘŜȄǘ άb9·¢Υέ ǿƛƭƭ ǎƘƻǿ ǊƛƎƘǘ ŀōƻǾŜ ǘƘŜ ƴŜǿ ǇǊŜǎŜǘǎ ƴŀƳŜΣ awaiting track 1 to reach its start/end 

step. As soon as this happens, LD3 will switch to the newly selected preset, the Start/Stop LED will 

stop ŦƭŀǎƘƛƴƎΣ ŀƴŘ άb9·¢Υέ ǿƛƭƭ Řƛǎappear. It is also possible to make the preset switch immediately, 

by pushing the Play button, while it is flashing.  

 

If the sequencer is not playing back, LD3 will immediately switch to the new preset. 
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Selecting the previous preset 
 

 
 

Push and hold the Steps/Part button while pressing the Morph/Set button.  LD3 will now select 

the previous preset.  If the sequencer is playing back, the Start/Stop LED will now start to flash, 

ŀƴŘ ǘƘŜ ǘŜȄǘ άb9·¢Υέ ǿƛƭƭ ǎƘƻǿ ǊƛƎƘǘ ŀōƻǾŜ ǘƘŜ ƴŜǿ ǇǊŜǎŜǘǎ ƴŀƳe, awaiting track 1 to reach its 

start/end step. As soon as this happens, LD3 will switch to the newly selected preset, the 

Start/Stop LED will stop ŦƭŀǎƘƛƴƎΣ ŀƴŘ άb9·¢Υέ ǿƛƭƭ Řƛǎappear. It is also possible to make the preset 

switch immediately, by pushing the Play button, while it is flashing.  

 

If the sequencer is not playing back, LD3 will immediately switch to the new preset. 
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Selecting Presets using the step buttons 
 

 
Push and hold the Steps/Part button while pressing the Func/Mute button. Now both of these 

buttons will light up. 

It is now possible to select the 64 presets in the currently selected preset bank, using the step 

buttons. Step button 1 to 8 selects the lower digit of the preset number, and step button 9-16 

selects the higher digit. 

 

When pushing the same button combination again, the Steps/Part button will still light up, while 

the Func/Mute button will start to flash. 

It is now possible to select preset bank A to P, using step buttons 1 to 16. 

 

Pushing the same button combination yet another time, will exit from the preset select mode. 
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Preset Reload / Advance Song real time record step 
 

 
Push and hold the Morph Set button, while pressing the Start/Stop button, to reload the currently 

selected preset. 

 

While real time recording a song, reloading the preset, will cause the song recorder to advance to 

the next song step. This is useful for recording track mutes of the same preset into the song. 

 

 

Panic 
 

 
Push and release the Func/Mute button, so that it lights up, to enter the function buttons. Now 

push and release step button 13 (Copy), so that this also lights up. Instructions for copy and panic 

will now be shown on the screen. Push and release step button 16 (Exit). 

 

Now all notes, both internally and on any MIDI devices connected to the LD3 MIDI out, will be shut 

off, and all oscillator sample playback will stop.  

 

 

 

 

 



41 
 
 

Compare Edited Preset With Saved Preset 
 

 
When you are editing a preset, and you would like to compare this with the originally saved 

preset, this is possible, using the Compare function. 

 

To listen to the previously saved preset: 

-Push and release the Func/Mute button, so that it lights up. 

-Push and release step button 13 (Copy). 

-Push and release step button 15 (Save). 

You can now play with the previously saved preset. 

 

To de-active the Compare function, and jump back to the edited preset: 

-Hit step button 15 (Save) again. 

 

To de-activate the Compare function, and discard your edits: 

-Hit step button 13 (Copy). The display will now show: 

 
If you are absolutely sure, that you would like to discard your edits, hit step button 13 (Copy) 

again. 
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Shortcuts to Edit Pages 
 

 
Push and release the Func/Mute button, so that it lights up. Now push and release the step 

button, that has the name of the edit page over it, that you wish to jump to. When pushing some 

of these buttons a number of times, it will toggle through a number of pages: 

 

Seq Main: Sequencer Main > Swing All. 

 

Note Trk: Notes > Gate time > Velocity > Note Mod. 

 

Ctrl Trk: Ctrl Track 1-16 step values > Ctrl Track 1-16 CC > Ctrl Track 17-32 step values > Ctrl Track 

17-32 CC. 

 

Freeze: CǊŜŜȊŜǎ ŀƴȅ ŜŦŦŜŎǘǎΣ ǘƘŀǘ Ƙŀǎ CǊŜŜȊŜ ƳƻŘǳƭŀǘƛƻƴ ǎŜǘ ǘƻ ά.ǳǘƻƴέΦ 

 

Osc: Osc > Mod > Sel > Smp. 

 

Filter: Digital filter 1 > Analog Filter 1 > Analog Filter 2 > Analog Filter 3 > Analog Filter 4. 

 

VCA: VCA > Mod. 

 

Env: Envelope > Mod. 

 

LFO: LFO > Mod. 

 

EFX: EFX Select > EFX > Mod. 

 

Sample/Qrec: Sample Rec > Starts Quick recording > Stops Quick Recording and saves sampling. 

Sample/Qrec and then Exit: Sample Edit. 

 

Save: Save To Preset select > Save to name 1-8 > Save to name 9-16 > Saving Preset. 
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Exit: Exits from any page. 
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Audio Bus System 
 
Each of the 16 parts in LD3 consists of a sound generator, which can be selected to be either a 

multi waveform oscillator, a sampler or a noise generator. The audio signal from the sound 

generator goes into 2 digital multimode filters. The output signal from the filters goes into a VCA. 

 

In order to make the sound of the part audible, the part VCA must be assigned to one or two of 

the 8 audio busses. The audio bus(ses) must also be sent to an audio output, or to the output 

effects processors. Each audio bus has an envelope follower and a bus output VCA available. These 

can be activated, to make the sounds from analog filters with high resonance settings and pitch 

insert effects fade out, when there are no input sound. It is also possible to send the output of an 

audio bus to another audio bus, which will make it possible to place effects and analog filters 

before or after the bus VCA. 

 

The bus envelope follower can be used as a modulation source. 

 

In the VCA section of the part, it is possible to assign the selected part to output to one or two 

audio busses. When outputting to two audio busses, the output signal from the part can be a 

stereo signal, if each of the audio busses are assigned to the left and right audio channels. When 

setting up a stereo sampling, the digital filters must also be set in stereo mode, which will place 

one filter on each audio channel. 

 

The default settings are that all parts are mono routed to Bus 1. Bus 1 is set to output on the main 

Left and Right audio jack connectors. 

 

On each of the 8 busses, it is possible to place any of the 8 insert effect processors and the analog 

filters (up to 4, if installed), for processing the sounds, that are sent to the busses. 

 

Each audio input can also be routed to any Bus, for real time processing of external gear through 

the effects and analog filters. 

 

The parameters of the audio busses, the parts and the effects are explained in the next section 

ά¢ƘŜ {ȅƴǘƘκ{ŀƳǇƭŜǊ tŀǊǘǎέΦ 

 

The structure of the parts and busses in LD3, are shown on the next page. 
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The Synth/Sampler Parts 

 
LD3 has 16 parts, which are playing back through 8 voices, using dynamic allocation. 
 
9ŀŎƘ ǇŀǊǘ Ƴǳǎǘ ōŜ ǎŜǘ ǳǇ ǘƻ ƻǳǘǇǳǘ ǘƻ ƻƴŜ ƻǊ ǘǿƻ ƻŦ ǘƘŜ у ŀǳŘƛƻ ōǳǎǎŜǎ όǎŜŜ ǘƘŜ ά!ǳŘƛƻ .ǳǎ 
{ȅǎǘŜƳέ ǎŜŎǘƛƻƴ ŜŀǊƭƛŜǊ ƛƴ ǘƘƛǎ ƳŀƴǳŀƭύΦ 
 
Each part has: 
 
-1 oscillator. This can play a morphable synth waveform (Sine/triangle/saw/square/feedwave), up 
to 4 samplings (stereo or mono, Xfade mode) or a noise waveform. 7 oscillator types are available: 
Bright, smooth, resonator, percussion 1-3, cymbal. 
 
-2 digital multimode filters with resonance. 
 
-1 VCA, where both output level and pan can be adjusted and modulated. 
 
-3 envelopes. Two ADSR types and one decay envelope. 
 
-4 Random Generators. Always key trigged. 
 
-2 Granular Modulators. A random one and a sequenced one. Both are trigged, when a synth 
waveform or a sampling starts over. 
 
 
Shared between the 16 parts: 
 
-мс [ChΩǎ with morphable waveforms. 
 
Audio busses: 
 
The audio output of the parts can be sent to any of 8 audio busses. Each part can output to 2 
audio busses at a time. 
On the audio busses effects and analog filters can be applied, and the audio output of the busses 
can be sent to the 2 output effects, another audio bus, or to the audio outputs. 
 

 

 

 

Remember to save all edits you do in the synth/sampler section. Else they will be lost when you 

change preset, or turn LD3 ƻŦŦΦ {ŜŜ Ƙƻǿ ǘƻ ƛƴ ǘƘŜ έ{ŀǾŜ tǊŜǎŜǘέ ǎŜŎǘƛƻƴΦ 
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Modulation Sources Select 
 

It is possible to select modulation sources, just by turning the corresponding Edit Knob. This will 

though make you scroll through 256 modulation sources, and it might be a bit hard, to select the 

right source. 

Therefore it is also possible to select modulation sources by group: 

When on a page, where you can select modulation sources, push and hold the Func/Mute button, 

while turning the knob, which will set the desired parameter. Now it will jump through the 

ƳƻŘǳƭŀǘƛƻƴ ƎǊƻǳǇǎ ό[ChΣ 9b±Σ wŀƴŘƻƳ ŜǘŎΧύΦ 

After you have turned the knob, you can release the Func/Mute button again, and select the 

modulation sources group for all 4 parameters on a page. LD3 will stay in this mode, until a specific 

modulation source is selected, or until another edit page is selected. 

 

 
 

 

 

 

 

 

 

 

 



48 
 
 

To select a specific modulation source, within the selected group, simply push and hold the 

Steps/Part button, while turning one of the modulation source select parameters. Again, you can 

release the Steps/Part button, as soon as you have turned one of the parameters, and select the 

modulation source for each parameter. LD3 will stay in this mode, until you go back to select a 

group, or until another edit page is selected. 
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List of  Modulation Sources: 
 

Env1: The output of ADSR Envelope 1 

Env1-: The output of ADSR Envelope 1 Inverted 

Env2: The output of Decay Envelope 2 

Env2-: The output of Decay Envelope 2 Inverted 

Aenv: The output of the VCA Envelope 

Aenv-: The output of the VCA Envelope Inverted 

LFO1: The output of LFO1 

LFO1-: The output of LFO1 Inverted 

LFO2: The output of LFO2 

LFO2-: The output of LFO2 Inverted 

LFO3: The output of LFO3 

LFO3-: The output of LFO3 Inverted 

LFO4: The output of LFO4 

LFO4-: The output of LFO4 Inverted 

LFO5: The output of LFO5 

LFO5-: The output of LFO5 Inverted 

LFO6: The output of LFO6 

LFO6-: The output of LFO6 Inverted 

LFO7: The output of LFO7 

LFO7-: The output of LFO7 Inverted 

LFO8: The output of LFO8 

LFO8-: The output of LFO8 Inverted 
LFO9: The output of LFO9 

LFO9-: The output of LFO9 Inverted 

LFO10: The output of LFO10 

LFO10-: The output of LFO10 Inverted 

LFO11: The output of LFO11 

LFO11-: The output of LFO11 Inverted 

LFO12: The output of LFO12 

LFO12-: The output of LFO12 Inverted 
LFO13: The output of LFO13 

LFO13-: The output of LFO13 Inverted 

LFO14: The output of LFO14 

LFO14-: The output of LFO14 Inverted 

LFO15: The output of LFO15 

LFO15-: The output of LFO15 Inverted 
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LFO16: The output of LFO16 

LFO16-: The output of LFO16 Inverted 

Rnd1: The output of Part Random Generator 1 

Rnd1-: The output of Part Random Generator 1 Inverted 

Seq1: The output of Sequencer Controller Track 1 

Seq1-: The output of Sequencer Controller Track 1 Inverted 

Seq2: The output of Sequencer Controller Track 2 

Seq2-: The output of Sequencer Controller Track 2 Inverted 

Seq3: The output of Sequencer Controller Track 3 

Seq3-: The output of Sequencer Controller Track 3 Inverted 

Seq4: The output of Sequencer Controller Track 4 

Seq4-: The output of Sequencer Controller Track 4 Inverted 

Seq5: The output of Sequencer Controller Track 5 

Seq5-: The output of Sequencer Controller Track 5 Inverted 

Seq6: The output of Sequencer Controller Track 6 

Seq6-: The output of Sequencer Controller Track 6 Inverted 

Seq7: The output of Sequencer Controller Track 7 

Seq7-: The output of Sequencer Controller Track 7 Inverted 

Seq8: The output of Sequencer Controller Track 8 

Seq8-: The output of Sequencer Controller Track 8 Inverted 

Seq9: The output of Sequencer Controller Track 9 

Seq9-: The output of Sequencer Controller Track 9 Inverted 

Seq10: The output of Sequencer Controller Track 10 

Seq10-: The output of Sequencer Controller Track 10 Inverted 

Seq11: The output of Sequencer Controller Track 11 

Seq11-: The output of Sequencer Controller Track 11 Inverted 

Seq12: The output of Sequencer Controller Track 12 

Seq12-: The output of Sequencer Controller Track 12 Inverted 

Seq13: The output of Sequencer Controller Track 13 

Seq13-: The output of Sequencer Controller Track 13 Inverted 

Seq14: The output of Sequencer Controller Track 14 

Seq14-: The output of Sequencer Controller Track 14 Inverted 

Seq15: The output of Sequencer Controller Track 15 

Seq15-: The output of Sequencer Controller Track 15 Inverted 

Seq16: The output of Sequencer Controller Track 16 

Seq16-: The output of Sequencer Controller Track 16 Inverted 
Seq17: The output of Sequencer Controller Track 17 

Seq17-: The output of Sequencer Controller Track 17 Inverted 

Seq18: The output of Sequencer Controller Track 18 

Seq18-: The output of Sequencer Controller Track 18 Inverted 
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Seq19: The output of Sequencer Controller Track 19 

Seq19-: The output of Sequencer Controller Track 19 Inverted 

Seq20: The output of Sequencer Controller Track 20 

Seq20-: The output of Sequencer Controller Track 20 Inverted 

Seq21: The output of Sequencer Controller Track 21 

Seq21-: The output of Sequencer Controller Track 21 Inverted 

Seq22: The output of Sequencer Controller Track 22 

Seq22-: The output of Sequencer Controller Track 22 Inverted 

Seq23: The output of Sequencer Controller Track 23 

Seq23-: The output of Sequencer Controller Track 23 Inverted 

Seq24: The output of Sequencer Controller Track 24 

Seq24-: The output of Sequencer Controller Track 24 Inverted 

Seq25: The output of Sequencer Controller Track 25 

Seq25-: The output of Sequencer Controller Track 25 Inverted 
Seq26: The output of Sequencer Controller Track 26 

Seq26-: The output of Sequencer Controller Track 26 Inverted 

Seq27: The output of Sequencer Controller Track 27 

Seq27-: The output of Sequencer Controller Track 27 Inverted 

Seq28: The output of Sequencer Controller Track 28 

Seq28-: The output of Sequencer Controller Track 28 Inverted 

Seq29: The output of Sequencer Controller Track 29 

Seq29-: The output of Sequencer Controller Track 29 Inverted 

Seq30: The output of Sequencer Controller Track 30 

Seq30-: The output of Sequencer Controller Track 30 Inverted 

Seq31: The output of Sequencer Controller Track 31 

Seq31-: The output of Sequencer Controller Track 31 Inverted 

Seq32: The output of Sequencer Controller Track 32 

Seq32-: The output of Sequencer Controller Track 32 Inverted 

Kybd: The last note number value received for the part 

Kybd-: The last note number value received for the part Inverted 

Velo: The last note velocity value received for the part 

Velo-: The last note velocity value received for the part Inverted 

Maft: The last mono aftertouch value received for the part 

Maft-: The last mono aftertouch value received for the part Inverted 

Bnd: The last pitch bend value received for the part 

Bnd-: The last pitch bend value received for the part Inverted 

Knb1: Edit knob 1 value or the last MIDI CC 4 value received 

Knb1-: Edit knob 1 value or the last MIDI CC 4 value received Inverted 

Knb2: Edit knob 2 value or the last MIDI CC 5 value received 

Knb2-: Edit knob 2 value or the last MIDI CC 5 value received Inverted 
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Knb3: Edit knob 3 value or the last MIDI CC 8 value received 

Knb3-: Edit knob 3 value or the last MIDI CC 8 value received Inverted 

Knb4: Edit knob 4 value or the last MIDI CC 9 value received  

Knb4-: Edit knob 4 value or the last MIDI CC 9 value received Inverted 

TouY: Touch screen keyboard Y-axis position 

TouY-: Touch screen keyboard Y-axis position Inverted 

GrRn: Granular Random Modulator 

GrRn-: Granular Random Modulator Inverted 

GrSq: Granular Sequenced Modulator 

GrSq-: Granular Sequenced Modulator Inverted 

CV1: The voltage applied to CV Input 1 

CV1-: The voltage applied to CV Input 1 Inverted 

CV2: The voltage applied to CV Input 2 

CV2-: The voltage applied to CV Input 2 Inverted 

CV3: The voltage applied to CV Input 3 

CV3-: The voltage applied to CV Input 3 Inverted 

CV4: The voltage applied to CV Input 4 

CV4-: The voltage applied to CV Input 4 Inverted 

Flw1: The Audio Bus 1 Envelope Follower 

Flw1-: The Audio Bus 1 Envelope Follower Inverted 

Flw2: The Audio Bus 2 Envelope Follower 

Flw2-: The Audio Bus 2 Envelope Follower Inverted 

Flw3: The Audio Bus 3 Envelope Follower 

Flw3-: The Audio Bus 3 Envelope Follower Inverted 

Flw4: The Audio Bus 4 Envelope Follower 

Flw4-: The Audio Bus 4 Envelope Follower Inverted 

Flw5: The Audio Bus 5 Envelope Follower 

Flw5-: The Audio Bus 5 Envelope Follower Inverted 

Flw6: The Audio Bus 6 Envelope Follower 

Flw6-: The Audio Bus 6 Envelope Follower Inverted 

Flw7: The Audio Bus 7 Envelope Follower 

Flw7-: The Audio Bus 7 Envelope Follower Inverted 

Flw8: The Audio Bus 8 Envelope Follower 

Flw8-: The Audio Bus 8 Envelope Follower Inverted 

Knb5: Edit knob 5 value or the last MIDI CC 10 value received 

Knb5-: Edit knob 5 value or the last MIDI CC 10 value received Inverted 

Knb6: Edit knob 6 value or the last MIDI CC 11 value received 

Knb6-: Edit knob 6 value or the last MIDI CC 11 value received Inverted 

Knb7: Edit knob 7 value or the last MIDI CC 12 value received 

Knb7-: Edit knob 7 value or the last MIDI CC 12 value received Inverted 
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Knb8: Edit knob 8 value or the last MIDI CC 7 value received 

Knb8-: Edit knob 8 value or the last MIDI CC 7 value received Inverted 

Trig: The trigger output of the part 

Trig-: The trigger output of the part Inverted 

Rnd2: The output of Part Random Generator 2 

Rnd2-: The output of Part Random Generator 2 Inverted 

Rnd3: The output of Part Random Generator 3 

Rnd3-: The output of Part Random Generator 3 Inverted 

Rnd4: The output of Part Random Generator 4 

Rnd4-: The output of Part Random Generator 4 Inverted 

CC17: The last MIDI CC 17 value received 

CC17-: The last MIDI CC 17 value received Inverted 

CC18: The last MIDI CC 18 value received 

CC18-: The last MIDI CC 18 value received Inverted 

CC19: The last MIDI CC 19 value received 

CC19-: The last MIDI CC 19 value received Inverted 

CC20: The last MIDI CC 20 value received 

CC20-: The last MIDI CC 20 value received Inverted 

CC21: The last MIDI CC 21 value received 

CC21-: The last MIDI CC 21 value received Inverted 

CC22: The last MIDI CC 22 value received 

CC22-: The last MIDI CC 22 value received Inverted 

CC23: The last MIDI CC 23 value received 

CC23-: The last MIDI CC 23 value received Inverted 

CC24: The last MIDI CC 24 value received 

CC24-: The last MIDI CC 24 value received Inverted 

CC25: The last MIDI CC 25 value received 

CC25-: The last MIDI CC 25 value received Inverted 

CC26: The last MIDI CC 26 value received 

CC26-: The last MIDI CC 26 value received Inverted 

CC27: The last MIDI CC 27 value received 

CC27-: The last MIDI CC 27 value received Inverted 

CC28: The last MIDI CC 28 value received 

CC28-: The last MIDI CC 28 value received Inverted 

CC29: The last MIDI CC 29 value received 

CC29-: The last MIDI CC 29 value received Inverted 

CC30: The last MIDI CC 30 value received 

CC30-: The last MIDI CC 30 value received Inverted 

CC31: The last MIDI CC 31 value received 

CC31-: The last MIDI CC 31 value received Inverted 
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CC33: The last MIDI CC 33 value received 

CC33-: The last MIDI CC 33 value received Inverted 

CC34: The last MIDI CC 34 value received 

CC34-: The last MIDI CC 34 value received Inverted 

CC35: The last MIDI CC 35 value received 

CC35-: The last MIDI CC 35 value received Inverted 

CC36: The last MIDI CC 36 value received 

CC36-: The last MIDI CC 36 value received Inverted 

CC37: The last MIDI CC 37 value received 

CC37-: The last MIDI CC 37 value received Inverted 

CC38: The last MIDI CC 38 value received 

CC38-: The last MIDI CC 38 value received Inverted 

CC39: The last MIDI CC 39 value received 

CC39-: The last MIDI CC 39 value received Inverted 

CC40: The last MIDI CC 40 value received 

CC40-: The last MIDI CC 40 value received Inverted 

CC41: The last MIDI CC 41 value received 

CC41-: The last MIDI CC 41 value received Inverted 

CC42: The last MIDI CC 42 value received 

CC42-: The last MIDI CC 42 value received Inverted 

CC43: The last MIDI CC 43 value received 

CC43-: The last MIDI CC 43 value received Inverted 

CC44: The last MIDI CC 44 value received 

CC44-: The last MIDI CC 44 value received Inverted 

CC45: The last MIDI CC 45 value received 

CC45-: The last MIDI CC 45 value received Inverted 

CC46: The last MIDI CC 46 value received 

CC46-: The last MIDI CC 46 value received Inverted 

CC47: The last MIDI CC 47 value received 

CC47-: The last MIDI CC 47 value received Inverted 

CC48: The last MIDI CC 48 value received 

CC48-: The last MIDI CC 48 value received Inverted 

CC49: The last MIDI CC 49 value received 

CC49-: The last MIDI CC 49 value received Inverted 

CC50: The last MIDI CC 50 value received 

CC50-: The last MIDI CC 50 value received Inverted 

CC51: The last MIDI CC 51 value received 

CC51-: The last MIDI CC 51 value received Inverted 

CC52: The last MIDI CC 52 value received 

CC52-: The last MIDI CC 52 value received Inverted 
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CC53: The last MIDI CC 53 value received 

CC53-: The last MIDI CC 53 value received Inverted 

uCV1: AnaX USB CV in 1 

uCV1-: AnaX USB CV in 1 Inverted 

uCV2: AnaX USB CV in 2 

uCV2-: AnaX USB CV in 2 Inverted 

uCV3: AnaX USB CV in 3 

uCV3-: AnaX USB CV in 3 Inverted 

uCV4: AnaX USB CV in 4 

uCV5-: AnaX USB CV in 4 Inverted 

Tr13: The trigger output of part 13, sent to all parts 

Tr13-: The trigger output of part 13, sent to all parts Inverted 

Tr14: The trigger output of part 14, sent to all parts 

Tr14-: The trigger output of part 14, sent to all parts Inverted 

Tr15: The trigger output of part 15, sent to all parts 

Tr15-: The trigger output of part 15, sent to all parts Inverted 

Tr16: The trigger output of part 16, sent to all parts 

Tr16-: The trigger output of part 16, sent to all parts Inverted 
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Accessing The Synth Part Pages 
 

 
 

From the Preset/Song Select screen, tƻǳŎƘ ǘƘŜ ά95L¢έ ŦƛŜƭŘΦ 
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Now LD3 will show the main Synth page: 

 

 
In the top of the main Synth page, you will find the 6 main edit groups and the ESC (escape) touch 

button. Touch any of these group buttons to access them, and touch ESC, to exit to the Preset 

Select page. 

The touch button of the currently selected edit group is blue, while the buttons of the other 

groups are black. 

This group of touch buttons, will be referrŜŘ ǘƻ ŀǎ ǘƘŜ άƎǊƻǳǇ ǎŜƭŜŎǘ ōŀǊέΦ 

 

Below the group select bar, you will find the synth blocks. Touch any block, to access the 

parameters of it, and edit these. Part 1 to 16 is selected using the Steps/Part button in 

combination with the step buttons. 

 

In the bottom of this page, the touch keyboard is located. 

 

The Synth Part pages can also be accessed, using pushbutton shortcuts. This is explained in the 

άhǇŜǊŀǘƛƴƎ [5оέ ŎƘŀǇǘŜǊΣ ŜŀǊƭƛŜǊ ƛƴ this manual. 
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Before you start designing your preset, you might want to head to the MOR page (touch the MOR 

group button in the top of this page), and make sure that the GAIN parameter is set to NORM 

(Normal). If this parameter is set to XTRA, LD3 will follow its standard saturated gain staging, 

which might not be for everybody. 

Simply touch this parameter text (in the lower right corner), to change the setting. This setting is 

set per preset. 
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Editing The Parameters Of The Synth Part Blocks 
 

 
Each edit page has up to 8 parameters, which can be edited. The parameters are shown on the 

display as 8 parameter names, each with an alphanumeric value below them, which shows the 

current value of the parameter. 

 

When turning any of the 8 Edit Knobs, the corresponding parameter will be adjusted, and you will 

hear a change in the sound, if the block is active. 

 

Right below the parameters, you will find the subpage select touch buttons. Touch any of these, to 

access the desired parameter subpage. The touch button that is blue, shows that this is the 

currently selected subpage. The black touch buttons, are the subpages, which you can select. 

 

In the top of the display, it is, on the part edit pages, possible to see what part slot that is currently 

selected. 

 

In the upper right corƴŜǊ ƻŦ ŜŀŎƘ ōƭƻŎƪ ȅƻǳ ǿƛƭƭ ŦƛƴŘ ά9·L¢έΦ ¢ƻǳŎƘ ǘƘƛǎ ǘƻ ŜȄƛǘ ǘƻ ǘƘŜ Ƴŀƛƴ {ȅƴǘƘ 

page. 
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The Synth Part Blocks 
 

In this section of the manual, you will find a description of the parameters of each part, and the 

ǇŀǊŀƳŜǘŜǊǎ ǊŜƭŀǘŜŘ ǘƻ ǘƘŜ [ChΩǎ, the effects processors and the BUS system. 

 

 

The Synth Part Parameters Randomizer 
 

 
 

If you should ever need some new inspiration for sounds, or if you just want to surprise yourself 

with some sounds that you never even imagined, the LD3 parameter randomizer might be exactly 

what you need. 

 

To enter this, from the synth parts main page, touch RNDM. 
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You should now enter this page: 

 

 
 

Select the part that you would like to randomize, in the same way as you would usually select a 

part, by pushing and holding the Steps/Part button, while pressing one of the 16 step buttons. 

Switch the blocks on, that you would like to randomize, simply by touching these, adjust the 

ǇŜǊŎŜƴǘŀƎŜΣ ǘƘŀǘ ƛǘ Ƴǳǎǘ ƳŀȄƛƳǳƳ ŎƘŀƴƎŜ ǘƘŜ ǇŀǊŀƳŜǘŜǊǎΣ ǳǎƛƴƎ 9Řƛǘ Yƴƻō мΣ ŀƴŘ Ƙƛǘ ά5hΗέΦ 

 

White blocks are not randomized, blue blocks are. 

 

Listen to the result. 

If you like it, exit the randomizer page, and save the preset. 

 

LŦ ȅƻǳ ŘƻƴΩǘ ƭƛƪŜ ǘƘŜ ǊŜǎǳƭǘΣ Ƙƛǘ ά5hΗέ ŀƎŀƛƴΣ ŀƴŘ ƪŜŜǇ ƘƛǘǘƛƴƎ ƛǘΣ ǳƴǘƛƭ ǎƻƳŜǘƘƛƴƎ ŎƻƳŜǎ ǳǇΣ ǘƘŀǘ ȅƻǳ 

like. Try with different percentage settings, and try to switch different blocks on and off. 

 

When the Randomizer page is entered, all parameters are stored into a temporary buffer, which is 

used for the randomization. So if you, for instance, first randomizes with 50%, and then with 20%, 

the result will be maximum 20% away from the initial parameter settings, when the Randomizer 

page was entered. It does not first randomize 50%, and then randomize 20% on top of that. To 

randomize things further away, you must exit the Randomizer page, and re-enter it. 

If you randomize with 0%, the part will go back to, as it was, when you entered the Randomizer. 
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Synth Part Trigger Setup 
 

In this block, you can set up the poly mode of each part, the pitch bend range, the note that will 

play pack, when pushing a trigger button, and if the part should be an internal or an external part. 

 

From the synth parts main page, touch TRIG to enter this page. 

 

 
 

Mode: Part polyphonic/monophonic mode. Choices are: 

 Poly: The part uses multiple voices, to play back polyphonically. 

 Voic1-8: Mono To Voice1-8. The part plays back monophonically, and only uses the 

one voice, that it is assigned to. Other parts that are in poly mode, does not use this voice. It can 

only be cutted off, by another part that is set to mono to the same voice. 

Use this mode, when playing back long samples and audio tracks without chops, and if you got 

some parts, that should cut each other off, like parts that are playing back closed and open hihats. 

 Vc1Lg-Vc8Lg: Mono To Voice1-8 with Legato Portamento. The same as Voic1-8 

mode, but with legato portamento. If the portamento parameter on the Oscillator page is turned 

up, the portamento effect will only be active, when notes are played overlapped. 
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TriggerNote: C-1 to G9. The note that will play, when the step buttons are in trigger mode (when 

both the Func/Mute button and the Steps/Part button are unlit), and you push the trigger button, 

for this part. This is also the note that is sent via MIDI out, when a part is set to external, and you 

hit the trigger button. 

And finally this is also the note, that is sent to the internal synth or to MIDI out, when a part is 

triggered by a CV input. 

So it is possible to set one CV input up to trigger the part, and use another CV input to modulate 

the trigger note, for CV/Gate to MIDI conversion. 

 

Trigger Note Modulation Source: 

Any modulation source can modulate the trigger note. Only the positive modulation sources, can 

be selected by the Edit Knob. To make a modulation source negative, touch the modulation source 

parameter. For a complete list of modulation sources, see the list in the start of this section. 

 

Mod: 0 to 512. Trigger Note Modulation amount 

 

Bend Range: 0 to 12 notes. The global pitch bend range for all parts. 

 

Chan: 1 to 16. The part output MIDI channel. This will also affect the part Sequencer Note Track. 

When the part is set to external, this is the MIDI channel that note data played by the trigger 

button, the touchscreen keyboard, on an attached MIDI device, and from the part sequencer note 

track are sent on, to the LD3 MIDI out. 

 

Int/Ext: Sets the part in internal (Int) or external (Ext) mode. 

When a part is set to internal mode, all notes played by the part trigger button, the touchscreen 

keyboard, on an attached MIDI device, and from the part sequencer note track, controls the 

internal LD3 synth part. 

When a part is set to external mode, all notes played by the part trigger button, the touchscreen 

keyboard, on an attached MIDI device, and from the part sequencer note track, controls any MIDI 

device, that is connected to the LD3 MIDI output, and that is set to the same MIDI channel, as set 

by the Chan parameter on this page. 
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Zone Setup/ Preset Level/MicroTunings 
 

In this block, it is possible to set up a key zone and a MIDI channel for the part, which will take 

effect, when LD3 is set in multi-timbral mode, and is controlled from an external MIDI device. How 

to set LD3 in multi-timbral mode are explained later in this manual, in the MOR>Common section. 

 

In this section it is also possible to micro tune each key in an octave for oscillator types 2 and 

Resonator. 

 

From the synth parts main page, touch ZONE to enter this page. 

 

 
 

LowK1: C-1 to G9. The lowest key of the part zone. 

 

HiK1: C-1 to G9. The highest key of the part zone. 

 

Trps1: -64 to +63. The incoming MIDI notes, inside the key zone, are transposed up(+) or down(-), 

by the selected value. 

 

Chan1: 1 to 16. The MIDI channel which will control this part. 

 

Preset Level: -256 to +255. Boost or attenuate the level of the entire preset, to make it match the 

levels of other presets. 
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Touch Tu1 to enter the first Micro tunings page: 

 

 
 

Here it is possible to micro tune each note in an octave by up to +/- 50 percent. This is possible 

separately for each of the 16 parts, but it is only possible for the Type2 and Resonator oscillators. 

The Type1 oscillators, the samplers and the noise generators are not affected by these settings. 

 

The micro tune settings can easily be copied and pasted, using the existing copy/paste system, to 

easily set up multiple sounds with the same tunings. 

 

On the Tu1 page, use Edit Knob 1 to 8, to set the tunings for the keys C to G. The range is +/- 50% 

of one note. 

 

The tunings are morphable, so it can have different setting for Morph Layer A and B. 
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To set the tunings for the keys G# to B, touch Tu2, to go to the next tuning page: 
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Audio BUS Setup 
 

In this block, you will find the settings for the 8 audio busses. Please note that these settings are 

not part specific, but global for the 8 busses and 16 parts. 

 

From the synth parts main page, touch TRIG to enter this page. 

 

 
 

Touch the Out touch button, to enter this first page, where you can select the output, which the 

audio signal from each of the 8 busses, should be sent to. 

 

Possibilities are: 

L: The output of the Bus is sent to the left audio output. 

R: The output of the Bus is sent to the right audio output. 

L+R: The output of the Bus is sent to the left and the right audio outputs. 

EFX1: The output of the Bus is sent to Output effect 1. 

EFX2: The output of the Bus is sent to Output effect 2. 

3: The output of the Bus is sent to the optional audio output 3. 

4: The output of the Bus is sent to the optional audio output 4. 

5: The output of the Bus is sent to the optional audio output 5. 

6: The output of the Bus is sent to the optional audio output 6. 

3+4: The output of the Bus is sent to the optional audio outputs 3 and 4. 

5+6: The output of the Bus is sent to the optional audio outputs 5 and 6. 
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Off: The output of the Bus is not sent anywhere. 

ONLY BUS1, BUS3, BUS5 and BUS7: BUSx, where x indicate the next Audio Bus. 

 

 

PLEASE NOTE: Audio busses that are assigned to be placed inside an output effect feedback loop, 

will ignore this setting, and only output to the effect feedback input. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



69 
 
 

 
 

Touch the Rel touch button, to enter this second audio Bus page, where it is possible to adjust the 

release time of the envelope follower, that are attached to each audio Bus, and that affects the 

output levels of these. Each of the 8 audio busses has their own Envelope Follower. 

  

When this is set to 511, the follower will never decay. When set to lower values, the follower will 

gradually decay, in accordance with the levels of the audio signal sent to it, from the synth parts. 

 

The envelope followers are sent to the modulation system (Flw1 to Flw8), and can be selected as 

modulation sources, for many parameters. 
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Touch the Gan touch button, to enter this third audio Bus page, where it is possible to gain or 

attenuate the level of the audio signal sent to the Bus envelope follower. At +0, there are no 

gaining or attenuation. At positive values the signal to the follower is gained, at negative values, 

they are attenuated. 
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Touch the Lvl touch button, to enter this fourth audio Bus page, where it is possible to adjust the 

total output level of each Bus. Positive values will gain the output signal, negative values will 

attenuate. 
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Touch the Env touch button, to enter this fifth and last audio Bus page, where it is possible to 

assign any of the 16 part VCA envelopes or the BUS Envelope Follower to control the Bus output 

level. Here it is also possible to gain the Envelope Follower by x2 and x4. 

As default, the un-gained Envelope Follower is assigned to control the BUS output level. 

Each audio bus has their own Envelope Follower (8 Envelope Followers in total). 

The possible settings are: 

Flr: The BUS Envelope Follower will control the output level of the BUS. 

1 to 16: The Part Envelope of the part that has the number you select here, will control the output 

level of the BUS. 

Fx2: The BUS Envelope Follower will control the output level of the BUS, and the signal of this will 

be gained by x2. 

Fx4: The BUS Envelope Follower will control the output level of the BUS, and the signal of this will 

be gained by x4. 

OFF: The Envelope Follower will have no effect on the BUS output level, but can still be used as a 

modulation source. 
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Oscillator/Sampler/Noise Generator 
 

In this block, you will find the settings for the part oscillator. 

 

From the synth parts main page, touch OSC to enter this page. 

 

OR: Push and release the Func/Mute button, so that it lights up, and push step button 6/Osc 1 

time. 

 

 
 

The oscillator is the first block in the audio chain of a part. This is responsible for generating the 

basic sound of each part, that can be modulated, filtered and effected, for shaping a sound. 

 

An LD3 oscillator can be set to act as an oscillator, a sample player, a chopped keyboard sample 

player, or a noise generator. 

 

In oscillator mode it generates a waveform that is morphable between sine, triangle, saw, square 
and feedback waves. Pulse width is adjustable for all waveform types. 7 oscillator types are 
available: Bright, Smooth, Resonator, Percussion 1-3, Cymbal1-2, Clap. FM (frequency modulation) 
is possible, with any audio bus as the modulation source. Pitch, PW, wave and FM amount can be 
modulated. The pitch range of the oscillators, are chromatically over the entire 10 octave MIDI 
keyboard range. 
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In sampler mode it plays back any of the 8.192 storable samplings, that can either be recorded on 
LD3 itself in the Sample Rec section, or be imported in the USB section. Each part sampler has 4 
sample slots, that each can contain one sampling. Switching between the 4 samplings is done via 
the Chop parameter. Pitch, chop, start point and FM amount can be adjusted and modulated, 
Length can be adjusted. Samples are chromatically tuned, and have a pitch range of 4 octaves 
above and 5 octaves below the original sample pitch. Loop mode can be set to Off, On, toggle, 
sustain, off(unchopped) and on(unchopped). 
In off and on modes, it will always use the sample chop point, if any. 
In toggle mode, the looped sample playback will start, when you push and release a trigger button, 
and stop when you push and release the same trigger button again. 
In sustain mode, it will play the sampling back from the start point, until it reaches the second 
chop point. Then it will loop back to the first chop point, and keep looping between these 2 points. 
When importing a wav sampling with loop points set as cue points, these cue points are imported 
to the first 2 chop points. 
In off and on (unchopped) modes, the whole sampling will play back, ignoring any chop points. 
It is possible to create chop points in the LD3 sample editor, and use these. Chops can be detected 
by level peaks, by single wavecycles, and by dividing the sample length with a settable number. 
Chop points will also be imported from wav files, containing these as cue points. 
 
In sampler Xfade mode, it is possible to smoothly crossfade between 2 samplings. You can select 

sample A by the Chop parameter on the OSC page, and sample B by the Chop2 parameter on the 

SEL page. The numbers selected by these parameters refer to the 4 samples, which are selected on 

the SMP page. A value of 1-64 will select a chop point in sample 1, a value of 65-128 will select a 

chop point in sample 2, a value of 129-192 will select a chop point in sample 3, and a value of 193-

256 will select a chop point in sample 4. If no chop points exists in the selected sampling, the 

sampling itself will be selected. 

When you have 2 samples selected, you can use the Xfade parameter on the SEL page to crossfade 

between these. The Xfade parameter can be modulated by any modulation source and morphed.  

 
In chopped keyboard sample mode, the chops of the selected sampling will be spread over the 

MIDI keyboard range. 

The first chop will be placed at C2. Each chop will take up one key, and will not be tuned by the 

keyboard. Tuning is only possible, using the Tune, Fine and pitch modulation parameters. 

On the next key, after the last chop, the first chop will be placed, and the rest of the chops will be 

repeated over the rest of the keyboard range. 

If you set the #Smp parameter to 2 or 4, the Chop parameter on the OSC page, will select sample 

1, 2, 3 and 4, to be laid out on the keyboard. Chop modulation will also switch between the 4 

samplings. 

If you select a sampling, that has no chops, the root key of this sampling, will be laid out over the 

entire keyboard range. 
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In noise generator mode, the oscillator puts out a noise waveform. Pitch and pw (intensity) can be 

set and modulated. 
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Percussion Synthesizer 

 

Six of the oscillator types are dedicated to generate percussion sounds. 

The Six Percussion Oscillator types: 

Perc: Percussion oscillator 1. This outputs two percussion waves, which can be detuned from each 

other, and noise FM can be applied. Atk will morph between the attack and the body of the 

percussion sound. To imitate the strike of the drum, modulate Atk with an envelope. Noise PW can 

also be set, to adjust the intensity of the FM noise. This percussion oscillator is optimized for kicks, 

snares and noise sounds, but can also produce a lot of other sounds. Like the other oscillator 

types, its parameters can be modulated by any modulation source, and it can be routed through 

filters and effects, which expands the possibilities. 

Prc2: Percussion oscillator 2. This outputs 2 percussion waves, which can be detuned from each 

other. Squared noise FM can be applied, and noise PW can be adjusted, to set the intensity of the 

FM noise. Atk will morph between the attack and the body of the percussion sound. To imitate the 

strike of the drum, modulate Atk with an envelope. This percussion oscillator is optimized for 

analog style hi hats and cymbals, but can also produce a lot of other sounds. Like the other 

oscillator types, its parameters can be modulated by any modulation source, and it can be routed 

through filters and effects, which expands the possibilities. 

Prc3: Percussion oscillator 3. This outputs 2 percussion waves, that ring modulates each other, and 

that can be detuned from each other. Noise FM can be applied. Atk will morph between the attack 

and the body of the percussion sound. To imitate the strike of the drum, modulate Atk with an 

envelope. Noise PW can also be set, to adjust the intensity of the FM noise. This percussion 

oscillator is optimized for hi hats, toms and bell type sounds, but can also produce a lot of other 

sounds. Making kick and snare drums with this, results in very special sounds. Like the other 

oscillator types, its parameters can be modulated by any modulation source, and it can be routed 

through filters and effects, which expands the possibilities. 

Cymb: Cymbal oscillator. A cymbal sound is a complex sound, and this is a complex oscillator. It is 

made up of a small group of squarewave oscillators, which modulates each other (CymFM). The 

pulse width can be set for the oscillators, they can be detuned from each other, and the amount of 

CymFM can be set. Self FM can be applied to the first oscillator in the chain, which is only a 

modulator, so the effect of self FM can only be heard, if CymFM is turned up. This percussion 

oscillator is optimized for cymbals and metallic noises, but can also produce a lot of other sounds. 

Like the other oscillator types, its parameters can be modulated by any modulation source, and it 

can be routed through filters and effects, which expands the possibilities. 

Cym2: Cymbal2. By combining FM and ring modulation, this can make cymbal sounds that are a bit 

more aggressive than cymbal 1. 

Clap: ! ƘŀƴŘŎƭŀǇ ƻǎŎƛƭƭŀǘƻǊΦ ! ƴƻƛǎŜ ǎƻǳǊŎŜ ƛǎ ǎƘŀǇŜŘ ōȅ ŀ άŎƭŀǇ ŜƴǾŜƭƻǇŜέΦ ¢ƘŜ ǎǇŜŜŘ ŀƴŘ ǘƘŜ 

amount of the clap envelope can be adjusted, together with the noise PW. 
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Sound ideas / Start points 

You can, of course, use the percussion synthesizer presets as starting points, and copy/paste 

sounds from these to a new preset. But if you would like to start from scratch, or you just want to 

get an idea of, how specific sounds can be generated, here are some ideas. 

 

Analog style kick drum 

Select the Perc oscillator type. Set the Dtun, Atk and Noiz parameters all to zero. Set pitch 

modulation to Env1 and something around 100 for a start. Set Atk modulation to Env1 and 

something around 150. If you are triggering the sound from the trigger buttons, set Tune to -15. 

Set VCA envelope to LogSm mode, A to 0, D to 137, S to 0 and R to 130. 

Set Env to Log mode, A to 0, D to 45, S to 0 and R to 0. 

Now you should hear an analog style kick drum. Experiment with the settings of pitch and Atk 

modulation, the envelope decay time, and of course the Tune parameter, to get variations of this. 

To make a long kick sound, set pitch modulation to Env2, and set the decay value of this to around 

40. Keep Env1 controlling Atk (Attack). Adjust the VCA envelope decay and release, and the Env1 

decay and release. 

 

Acoustic style kick drum 

The percussion oscillators might not be able to perfectly imitate an acoustic kick drum, but they 

can get somewhere near. 

Use the analog style kick drum, and adjust the Dtun parameter. To get it even more realistic, add a 

Pitch Shifter effect after it, and detune this too. 

 

Snare drum 

Select the Perc oscillator type. Set Noiz to 511, Dtun to 210 (sets the brightness of the snare), Atk 

ǘƻ л ŀƴŘ bȊtǿ ǘƻ ҌлΦ ¢ǳǊƴƛƴƎ ǳǇ !ǘƪΣ ǿƛƭƭ ƎƛǾŜ ǘƘŜ ǎƴŀǊŜ ŘǊǳƳ ƳƻǊŜ άōƛǘŜέΦ {Ŝǘ Atk modulation to 

Env1 and set this to 270. If you are triggering the sound from the trigger buttons, set Tune to -43. 

Experiment, by tweaking the parameters, to get the snare sound that you want. 

 

Tom 

Select the Prc3 oscillator type. Set Dtun, Atk and Noiz all to zero. Set pitch modulation to Env1, to 

42, and set Atk modulation to Env1, to 305. If you are triggering the sound from the trigger 

buttons, set Tune to -8. Set Env1 A to 0, D to 52, S to 0 and R to 118. Set the VCA Env A to 0, D to 

84, S to 408 and R to 66. Now you should be able to hear a basic tom sound. 

Make new tom sounds, by tweaking the parameters. 

 

Closed Hi hat 

Select the Prc3 oscillator type. Set Dtun to 19, Atk to 0, NzPw to +0, and Noiz to 85. If you are 

triggering the sound from the trigger buttons, set Tune to +33. Set Atk modulation to Env1, and 



78 
 
 

set this to 226. Set VCA Env A to 0, D to 22, S to 0, R to 20. Env1 can be left at the default settings 

(A=0, D=40, S=0, R=0). 

If you wish to do the traditional drum machine trick, where hats cuts each other off, assign this 

ǇŀǊǘ ŀǎ ŀ άaƻƴƻ ¢ƻ ±ƻƛŎŜέΦ 

Tweak the parameters, to obtain different hi hat flavors. 

 

Open Hi hat 

Copy and paste the closed hi hat to another part. Set the VCA Env A to 0, D to 22, S to 415 and R to 

208. Now you got an open version of the closed hi hat! 

 

Analog style closed hi hat 

Select the Prc3 oscillator type. Set Dtun to 186, Atk to 0, NzPw to +0 and Noiz to 62. If you are 

triggering the sound from the trigger buttons, set Tune to +21. Set Atk modulation to Env1, and 

set this to 80. Set VCA Env A to 0, D to 22, S to 0, R to 20. Env1 can be left at the default settings 

(A=0, D=40, S=0, R=0). 

If you wish to do the traditional drum machine trick, where hats cuts each other off, assign this 

ǇŀǊǘ ŀǎ ŀ άaƻƴƻ ¢ƻ ±ƻƛŎŜέΦ 

Tweak the parameters, to obtain different hi hat flavors. 

 

Analog style open Hi hat 

Copy and paste the analog style closed hi hat to another part. Set the VCA Env A to 0, D to 22, S to 

415 and R to 208. Now you got an open version of the closed hi hat! 

 

Cymbal 

Select the Cymb oscillator type. Set SelFM to +255, Dtun to 127, PW to 120 and CymFM to 511. Set 

VCA Env A to 0, D to 39, S to 446, R to 434. 

This will create a different cymbal sound on almost any key, so by adjusting the Tune parameter, 

you will obtain different sounds 

Tweak the parameters, to obtain different cymbal flavors. Run it through filters, to make it less 

wild. 

To make it a bit more metallic, try to run it through a Bit Crusher effect. Add a distortion effect, to 

give it more edge. 

 

Crash Cymbal 

Select the Cym2 oscillator type. Set Tune to -22, SelFM to +88, Dtun to 254, PW to 272, and 

CymFM to 511. 

Set VCA envelope to LogSm mode, A to 0, D to 20, S to 511 and R to 390. 
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Hand Clap 

Select the Prc2 oscillator type. Set NzPw to -23, Dtun to 0, Atk to 68 and Noiz to 256. If you are 

triggering the sound from the trigger buttons, set Tune to -1. No oscillator modulation is required 

for this. Set VCA Env A to 0, D to 61, S to 24, R to 182. Set FLT1 Cut to 210, Reso to 252, Inp to 256, 

Mix to +255, Type to LPF1, Nrw, Low and Boost to 0. 

Tweak the parameters, to obtain different hand clap flavors. 

OR: 

Select the Clap oscillator type. Set Tune to -23, NzPw to +107, Dtun to 0, PW to 272, and Clap to 

511. 

Set VCA envelope to LogSm mode, A to 0, D to 20, S to 511 and R to 96. 

 

Bell sound 

Select the Perc oscillator type. Set Dtun to 169, Atk to 120 and Noiz to 0. If you are triggering the 

sound from the trigger buttons, set Tune to +0. Set Atk modulation to Env1, and set this to 254. 

Set VCA Env A to 0, D to 22, S to 511, R to 191. Env1 can be left at the default settings (A=0, D=40, 

S=0, R=0). 

Tweak the parameters, to obtain different bell sound flavors. 
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Oscillator parameters 

 

The OSC page, when in oscillator mode: 

 

 
 

In the upper left corner of the oscillator page, the currently generated waveform is shown. 

 

Touch the buttons named OSC, MOD, SEL, SMP and Mod2, to enter other oscillator pages, like 

Modulation and oscillator/sampler/noise mode select. 

OR: Push and release the Func/Mute button, so that it lights up, and push step button 6/Osc to 

toggle between these pages. 

 

Tune: Adjust the basic pitch in semitones. Range: -64 to + 63. 

 

Fine: Fine tuning of the pitch. Range: -256 to +255. 

 

Wave: This parameter lets you morph between sine, triangle, saw, pulse and feedback waves. 

 

PW: Adjusts the pulse width of the waveform. Unlike many other oscillator designs, the pulse 

width can be adjusted on all of LD3Ωǎ ǿŀǾŜŦƻǊƳǎΣ not just the pulse wave. 

 

FM: FM amount. The more this is turned up, the more a selected audio bus (in the SEL section) will 
modulate the pitch of the oscillator. Range: 0 to 511. 
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Type: Sets the oscillator type. Choices are: 
1: Bright oscillator. This oscillator has a bright tone with a high harmonic content. Great for 
advanced filtering sounds. The pitch modulation in the upper notes is though not super smooth. 
2: Smooth oscillator. This oscillator has a very smooth sound, and the pitch modulation is smooth 
over the whole note range. Great for lowpass filtered and natural sounding sounds. 
Reso: Resonator oscillator. An oscillator that is partly generated by a special Gotharman 
engineered filter, which has multiple resonances in its feedback path. Great for emulating string 
instruments, and for new synthetic sounds. 
Perc, Prc2, Prc3: Percussion oscillators 1, 2 and 3. 
Cymb, Cym2: Cymbal oscillators. 
Clap: Hand clap oscillator. 
 
Reso: The amount of resonances fed back, when the resonator oscillator is selected. The higher 
this parameter is set, the more resonances are fed back into the oscillator. Even at setting zero, 
some resonances are fed back. Range: 0 to 511. 
 
Porta: Portamento. The more this is turned up, the slower the oscillator pitch will slide from one 
note to another. Range: 0 to 511. 
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The OSC page, when Perc, Prc2 or Prc3 is selected as type: 

 

 
 

In the upper left corner of the oscillator page, the currently generated waveform is shown. 

 

Touch the buttons named OSC, MOD, SEL, SMP and Mod2, to enter other oscillator pages, like 

Modulation and oscillator/sampler/noise mode select. 

OR: Push and release the Func/Mute button, so that it lights up, and push step button 6/Osc to 

toggle between these pages. 

 

Tune: Adjust the basic pitch in semitones. Range: -64 to + 63. 

 

NzPw: Sets the intensity of the FM noise. Range: -256 to +255. 

 

Dtun: Detunes percussion wave 2 from percussion wave 1. Value 0 to 511. 

 

Atk: Will morph from the percussion waves body (0) to the percussion waves attack (511). 

Modulate this parameter with an envelope, to imitate the strike of a drum. Value 0 to 511. 

 

FM: FM amount. The more this is turned up, the more a selected audio bus (in the SEL section) will 
modulate the pitch of the oscillator. Range: 0 to 511. 
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Type: Sets the oscillator type. Choices are: 
1: Bright oscillator. This oscillator has a bright tone with a high harmonic content. Great for 
advanced filtering sounds. The pitch modulation in the upper notes is though not super smooth. 
2: Smooth oscillator. This oscillator has a very smooth sound, and the pitch modulation is smooth 
over the whole note range. Great for lowpass filtered and natural sounding sounds. 
Reso: Resonator oscillator. An oscillator that is partly generated by a special Gotharman 
engineered filter, which has multiple resonances in its feedback path. Great for emulating string 
instruments, and for new synthetic sounds. 
Perc, Prc2, Prc3: Percussion oscillators 1, 2 and 3. 
Cymb, Cym2: Cymbal oscillators. 
Clap: Hand clap oscillator. 
 
Noiz: Adds noise FM to modulate the pitch of the percussion waves. Range: 0 to 511. 
 
Porta: Portamento. The more this is turned up, the slower the oscillator pitch will slide from one 
note to another. Range: 0 to 511. 
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The OSC page, when Cymb or Cym2 is selected as type: 

 

 
 

In the upper left corner of the oscillator page, the currently generated waveform is shown. 

 

Touch the buttons named OSC, MOD, SEL, SMP and Mod2, to enter other oscillator pages, like 

Modulation and oscillator/sampler/noise mode select. 

OR: Push and release the Func/Mute button, so that it lights up, and push step button 6/Osc to 

toggle between these pages. 

 

Tune: Adjust the basic pitch in semitones. Range: -64 to + 63. 

 

SelFM: Sets self FM amount of the first square wave oscillator (A modulator). Range: -256 to +255. 

 

Dtun: Sets self FM amount of the first square wave oscillator (A modulator). Value 0 to 511. 

 

PW: Sets the pulse width of all square waves. Value 0 to 511. 

 

FM: FM amount. The more this is turned up, the more a selected audio bus (in the SEL section) will 
modulate the pitch of the oscillator. Range: 0 to 511. 
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Type: Sets the oscillator type. Choices are: 
1: Bright oscillator. This oscillator has a bright tone with a high harmonic content. Great for 
advanced filtering sounds. The pitch modulation in the upper notes is though not super smooth. 
2: Smooth oscillator. This oscillator has a very smooth sound, and the pitch modulation is smooth 
over the whole note range. Great for lowpass filtered and natural sounding sounds. 
Reso: Resonator oscillator. An oscillator that is partly generated by a special Gotharman 
engineered filter, which has multiple resonances in its feedback path. Great for emulating string 
instruments, and for new synthetic sounds. 
Perc, Prc2, Prc3: Percussion oscillators 1, 2 and 3. 
Cymb, Cym2: Cymbal oscillators. 
Clap: Hand clap oscillator. 
 
CymFM: Set the FM amount between the square wave oscillators. Range: 0 to 511. 
 
Porta: Portamento. The more this is turned up, the slower the oscillator pitch will slide from one 
note to another. Range: 0 to 511. 
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The OSC page, when Clap is selected as type: 

 

 
 

In the upper left corner of the oscillator page, the currently generated waveform is shown. 

 

Touch the buttons named OSC, MOD, SEL, SMP and Mod2, to enter other oscillator pages, like 

Modulation and oscillator/sampler/noise mode select. 

OR: Push and release the Func/Mute button, so that it lights up, and push step button 6/Osc to 

toggle between these pages. 

 

Tune: Value -64 to +63. When the Clap oscillator is selected, the Tune parameter sets the speed of 

the clap envelope. 

 

NzPw: Value -256 to +255. Sets the intensity of the Clap noise. 

 

Dtun: Value 0 to 511. Detunes the noise sound. 

 

PW: Value 0 to 511. Sets the pulse width of a square wave, which is placed on top of the noise 

signal. 0: No square wave is added. 

 

FM: FM amount. The more this is turned up, the more a selected audio bus (in the SEL section) will 
modulate the pitch of the oscillator. Range: 0 to 511. 
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Type: Sets the oscillator type. Choices are: 
1: Bright oscillator. This oscillator has a bright tone with a high harmonic content. Great for 
advanced filtering sounds. The pitch modulation in the upper notes is though not super smooth. 
2: Smooth oscillator. This oscillator has a very smooth sound, and the pitch modulation is smooth 
over the whole note range. Great for lowpass filtered and natural sounding sounds. 
Reso: Resonator oscillator. An oscillator that is partly generated by a special Gotharman 
engineered filter, which has multiple resonances in its feedback path. Great for emulating string 
instruments, and for new synthetic sounds. 
Perc, Prc2, Prc3: Percussion oscillators 1, 2 and 3. 
Cymb, Cym2: Cymbal oscillators. 
Clap: Hand clap oscillator. 
 
Clap: Value 0 to 511. Sets how much the clap envelope should shape the noise signal. 
 
Porta: Portamento. The more this is turned up, the slower the oscillator pitch will slide from one 
note to another. Range: 0 to 511. 
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The OSC page, when in Sampler, Chopped Keyboard mode and Xfade mode: 

 

 
 

In the bottom of the sampler page, the selected samplings waveform is shown in rough graphics. 

When the sample, or part of it, is played back, the small pointer below the waveform will show the 

current playback point. 

 

Tune: Adjust the basic pitch in semitones. Range: -64 to + 63. 

 

Fine: Fine tuning of the pitch. Range: -256 to +255. 

 

Start: The sample start point. Selects at what point the sample will start to play back, when it is 

triggered. Range: 0 to 511, stretching over the whole sampling. 

 

Length: Sets how much of the sampling should be played back. Range: 0 to 511, stretching over 

the whole sampling. 
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Loop: Sets the sampling loop mode. 
Off: The sample will not loop, just play back one time from the adjusted, or chop selected, start to 
end, and then stop. If the selected sampling has chop points, these will always be used. 
On: The sample will play back from the adjusted start point, when triggered. When it reaches the 
adjusted end point, it will loop back to the start point, and play back the sample over and over 
again. If the selected sampling has chop points, these will always be used for the loop points. 
Toggle: The looped sample playback will start, when you push and release a trigger button, and 
stop when you push and release the same trigger button again. 
Sust: When you hit a key, playback of the sampling starts at the sample startpoint. 

When the playback reaches the endpoint of the selected chop, it loops back to the chop 
startpoint, and keeps looping between the chop start and end point, until a key is pressed again. 
OfUc: Off, unchopped. The sample will not loop, just play back one time from the adjusted start to 
end, and then stop. Chop points will be ignored. 
OnUc: On, unchopped. The sample will play back from the adjusted start point, when triggered. 
When it reaches the adjusted end point, it will loop back to the start point, and play back the 
sample over and over again. Chop points will be ignored. 
 
Chop: If chop points have been generated for the selected sampling, a chop can be selected by 
setting this parameter. If the #Smp parameter on the SEL page is set to 2 or 4 samplings, this 
parameter will also select which of the 2 or 4 samplings, that will play back, and the chop points 
for sample 2 to 4. Range: 0 to 63 for sample 1, 64 to 128 for sample 2, 129 to 192 for sample 3, 
193 to 255 for sample 4. 
In chopped keyboard sample mode, this parameter and the chop modulation selects one of the 4 
selected samplings, which will have its chops spread over the keyboard range. 
0-63: Sample 1, 64-127: Sample 2, 128-191: Sample 3, 192-255: Sample 4. 
This parameter can be morphed and modulated in most modes, but not in Xfade mode. In Xfade 
mode, the #Smp parameter are ignored, and set at the fixed value of 4 samplings. 
 
#Chp: The number of Chops to be played back in a row. Range: 1 to 64. 
 
FM: FM amount. The more this is turned up, the more the selected FM bus (in the SEL section) will 
modulate the pitch of the sampler. Range: 0 to 511. 
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Oscillator modulation 

 

The MOD page, when in oscillator mode: 

 

 
 
The small VU-meters next to the parameters, shows the activity of the selected modulation 

sources. 

 
For each parameter, that can be modulated, it is possible to select a modulation source, and to 
adjust the modulation amount. Only the positive modulation sources, can be selected by the Edit 
Knobs. To make a modulation source negative, touch the modulation source parameter. For a 
complete list of modulation sources, see the list in the start of this section. 
 
The upper row of parameters selects the modulation sources, The lower row of parameters 
(Labelled Amt) adjusts the modulation amount in the range 0 to 511. 
 

The parameters on this page: 

 

Pitc: Modulates the oscillator pitch. 

 

Wave: Modulates the wave select morphing. 

 

PWM: Modulates the pulse width of the waveform 

 
FM: Modulates the FM amount. 
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The MOD page, when Perc, Prc2 or Prc3 is selected as Type: 

 

 
 
The small VU-meters next to the parameters, shows the activity of the selected modulation 

sources. 

 
For each parameter, that can be modulated, it is possible to select a modulation source, and to 
adjust the modulation amount. Only the positive modulation sources, can be selected by the Edit 
Knobs. To make a modulation source negative, touch the modulation source parameter. For a 
complete list of modulation sources, see the list in the start of this section. 
 
The upper row of parameters selects the modulation sources, The lower row of parameters 
(Labelled Amt) adjusts the modulation amount in the range 0 to 511. 
 

The parameters on this page: 

 

Pitc: Modulates the oscillator pitch. 

 

Dtun: Modulates the detuning of the 2 percussion waves. 

 

Atk: Modulates the percussion waves morphing between body and attack waves. 

 
FM: Modulates the FM amount. 
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The MOD page, when Cymb or Cym2 is selected as Type: 

 

 
 
The small VU-meters next to the parameters, shows the activity of the selected modulation 

sources. 

 
For each parameter, that can be modulated, it is possible to select a modulation source, and to 
adjust the modulation amount. Only the positive modulation sources, can be selected by the Edit 
Knobs. To make a modulation source negative, touch the modulation source parameter. For a 
complete list of modulation sources, see the list in the start of this section. 
 
The upper row of parameters selects the modulation sources, The lower row of parameters 
(Labelled Amt) adjusts the modulation amount in the range 0 to 511. 
 

The parameters on this page: 

 

Pitc: Modulates the oscillator pitch. 

 

Dtun: Modulates the detuning of the square waves. 

 

PWM: Modulates the pulse width of all the square waves. 

 
FM: Modulates the FM amount. 
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The MOD page, when Clap is selected as Type: 

 

 
 
The small VU-meters next to the parameters, shows the activity of the selected modulation 

sources. 

 
For each parameter, that can be modulated, it is possible to select a modulation source, and to 
adjust the modulation amount. Only the positive modulation sources, can be selected by the Edit 
Knobs. To make a modulation source negative, touch the modulation source parameter. For a 
complete list of modulation sources, see the list in the start of this section. 
 
The upper row of parameters selects the modulation sources, The lower row of parameters 
(Labelled Amt) adjusts the modulation amount in the range 0 to 511. 
 

The parameters on this page: 

 

Pitc: Modulates the clap envelope speed. 

 

Dtun: Modulates the detuning of the noise wave. 

 

PWM: Modulates the pulse width of an added square wave. 

 
FM: Modulates the FM amount. 
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The MOD page, when in sampler or chopped keyboard mode: 

 

 
 

The small VU-meters next to the parameters, shows the activity of the selected modulation 

sources. 

 
For each parameter, that can be modulated, it is possible to select a modulation source, and to 
adjust the modulation amount. Only the positive modulation sources, can be selected by the Edit 
Knobs. To make a modulation source negative, touch the modulation source parameter. For a 
complete list of modulation sources, see the list in the start of this section. 
 
The upper row of parameters selects the modulation sources, The lower row of parameters 
(Labelled Amt) adjusts the modulation amount in the range 0 to 511. 
 

The parameters on this page: 

 

Pitc: Modulates the sampler pitch. 

 

Chop: Modulates the Chop number select, and sample select if #Smp is set to 2 or 4. 

 

Start: Modulates the sample start point. 

 
FM: Modulates the FM amount. 
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The MOD page, when in sampler Xfade mode: 

 

 
 

The small VU-meters next to the parameters, shows the activity of the selected modulation 

sources. 

 
For each parameter, that can be modulated, it is possible to select a modulation source, and to 
adjust the modulation amount. Only the positive modulation sources, can be selected by the Edit 
Knobs. To make a modulation source negative, touch the modulation source parameter. For a 
complete list of modulation sources, see the list in the start of this section. 
 
The upper row of parameters selects the modulation sources, The lower row of parameters 
(Labelled Amt) adjusts the modulation amount in the range 0 to 511. 
 

The parameters on this page: 

 

Pitc: Modulates the sampler pitch. 

 

Xfade: Modulates the crossfade between the 2 selected samplings. 

 

Start: Modulates the sample start point. 

 
FM: Modulates the FM amount. 
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Oscillator/Sampler/ Chopped Keyboard/Xfade/Noise mode select 

 

Touch the SEL button, to enter this page. OR: Push and release the Func/Mute button, so that it 

lights up, and push step button 6/Osc 3 times. 

 

The mode select page, when in oscillator, sampler or chopped keyboard mode: 
 

 
 
Xfade: Sample fade mode. Only affects sample playback. 
 Off: No fading are applied to sample playback. 
 On: When playing back a sampling, both fade in and fade out will be applied. 
Especially effective to obtain click free audio track playback. 
 Out: When playing back a sampling, fade out will be applied, to remove clicks at the 
sample end. 
 Smth: Smoothing. The moment that a sampling loops, the transition from the loop 
end to the loop start will be smoothed out, to minimize clicks. 
 
FmBus: Sets the FM source audio bus for the oscillator/sampler frequency modulation. FM 
amount is set on the OSC page. Audio bus 1 to 8 can be selected. 
 
Porta: Sampler Portamento. The more this is turned up, the slower the sampler pitch will slide 
from one note to another. Range: 0 to 511. 
 
Mode: Selects whether the part oscillator should act as an oscillator (Osc), a sampler (Smp), a 
chopped keyboard sampler (ChKy), noise generator (Nois), or sampler Xfade mode (Xfad). 
 












































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































