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IMPORTANT: Occasionally on power -up the Commodore will not recognize 
that a cartridge is in the slot. If you are using a monitor, the screen will 
show a dark boxed area \Vith a lighter border; the MIDI cartridge will have 
all its LED's on; in this condition neither the Commodore nor the cartridge 
will function. To correct this condition simply power dO\vll the Commodore 
and wait approximately 15-30 seconds, then power back up. 

This condition is much more likely to happen if the power switch is cycled 
rapidly. You must allow time between power s\Vitch cycles for the Commo
dore to reset its internal circuits properly. Always double check that the 
cartridge is installed correctly with the power off. 
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TO 
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Initial Hook-up Illustration 
F or your Model 64 Sequencer System. 

MIDI 
OUT IN 

CASSETTE 
(OPTIONAL) 

DRUM BOX 
(OPTIONAL) 

SJX-Lr«lk 

OUT IN 

2)iQUinti.lL 
c;.;I Ci'ICUit) ilK 

000 

MONITOR 
(OPTIONAL) 

::::::::::::::::::::::::::::::::::::::::: 

WARNING: Never connect or disconnect your Model 64 Sequencer to or 
from the computer while the computer is on. Serious damage may result 
to one or both instruments. 
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I. HELLO, I'M READY TO BEGIN! 
You made a good investment when you bought Sequential Circuit's Model 

64 Sequencer. We sincerely suggest that you now invest a little time reading 
how to work with it. 

Sure, you can just jump in, turn it on, and do what it says on your monitor 
(TV) screen. That usually works for video games. It should work for your 
Model 64 Sequencer also. You're welcome to try it! 

But when something unexpected happens, or you get confused, you'll 
want to dig into the pages that follow and get some new ideas on how to 
get everything out of your sequencer. Might as well take a few minutes in 
advance to get the hang of it. 

One word of advice: when in doubt, read what's on the screen again. 
One final word: when in a panic, don't panic. Try hitting the Return key 

on your computer keyboard. 
POWER ON. When you first turn on your model 64 you might need some 

interpretation of the words that pop up on your monitor (TV). We call these 
messages "Screens". 

There are about 40 "Screens" in your Model 64 Sequencer. Lets walk 
through the most important ones starting with Screen # 1. 

SEQUENTIAL CIRCUITS,INC. 
\10DEL 64 SEQUENCER c 1984 

•• HELLO, rM READY TO BEGlN •• * 

Are you using a drum box? 

Press "Y' (Yes) "N" (No) 

SCREE\' #1 
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Screen # 1 is your reward for connecting the Model 64 Sequencer correctly 
into your Commodore 64 computer. It tells you that your sequencer, com
puter, and monitor are ready to go. Take a minute to check the rest of the 
connections in your Model 64 system (see hook-up diagram on Page iii ), 

then .... 
If you are using a drumbox, type "Y" to say Yes to the question. If not, 

type an "N" to say No. (if your answer is No, you may wish to skip the 
next few pages and go straight to Section II, SEQUENCE LAND, Page#6). 

If You Are Using A Drumbox. 
If you selected Y (Yes) in answer to the question on Screen #1, your 

monitor should now be displaying Screen #2. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

The 64 Cartridge clock pulse must be set 
identical to your drum box output. 

Current clockpulse setting is 24. 

Does this match your drum box clock output? 

Press llyn or "N". 

SCREEN #2 

Several things occur when you select to use a drumbox with your Model 64 
Sequencer. Most importantly, the drumbox becomes the master time-
keeper for your system. The internal clock in the computer is automatically 
disconnected whenever you connect your drumbox clock output to your 
Model 64 cartridge clock input. By using a drumbox, you give yourself the 
options of "Auto-Correcting" your music, and "Syncing" your music to tape. 
Neither of these options is available when you operate your 64 Sequencer 
without a drumbox. Let's examine Screen #2 ... 
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Clock Pulses 
\Vhat is a Clock Pulse? It's a steady electronic "Beat", or "Pulse", used 

to define time. For example, 24 pulses might equal one quartemote (See 
Figure 1.1). 

ONE QUARTERNOTE _ The length of time it takes 
OF MUSICAL "TIME" - 24 electronic pulses to go by. 

Figure 1.1 

Do you see the number 24 located in the center of screen #2? This number 
tells you the current Clock Pulse setting on your Model 64 cartridge. This 
number must match your drumbox clock output. If it doesn't. you've got to 
correct your mismatched "Clock Pulses". Press "N". You will see a new 
message (Screen #3 shO\\11 below). 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER 

Please reset clock pulse switches on cartridge 
to match drum box output. 

Press Return when done. 

SCREE\, #3 

c 1984 

Screen #3 is telling you that if you don't already know the number of clock 
pulses per quart emote which your particular drumbox sends out. you've 
got to drag out your drumbox owner's manual and find out. Then you've 
got to reset your Model 64 cartridge clock to match. Fortunately, as long 
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as you use the same drumbox, you'll only need to go through this exercise 
one time. In the future, when you turn on your 64 Sequencer System, the 
clock pulse settings will match. Some of the more common clock rates which 
drumboxes emit are 24, 48, and 96 pulses per quarternote. (The SCI Drum
traks digital drumbox standard clock output is 24 pulses per quarternote.) 
See Figure l.l. 

Once you know the clock output of your drumbox. reset your Model 64 
cartridge clock pulse s'Wltches to match by using a small standard screwdriver 
and referring to Figure l. 2: (do not confuse with the clock select switch). 

24 48 96 16 

CLOCK PULSES CLOCK PULSES CLOCK PULSES CLOCK PULSES 

~" ~" I~ 48 ..... 148 

1- 96 1- 96 ,-11 I~ ~III- E" ~" I .... 48 ..... 1 48 

..... 1 96 ..... 1 9 6 

1 1 
CLOCK CLOCK CLOCK CLOCK 
SELECT SELECT SELECT SELECT 

8 64 32 12 

CLOCK PULSES CLOCK PULSES CLOCK PULSES CLOCK PULSES 

~124 ~~ 24 1- 48 .... 1 48 

..... 196 .... 1 96 r-Il \;1-
CLOCK CLOCK 
SELECT SELECT J 

~" ~" .... 1 48 I .... 48 

I .... 96 I .... 96 

1 . ~ 
CLOCK CLOCK 
SELECT SELECT 

Figure 1.2 
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Clock Select. 
Now that you've selected the appropriate clock pulse setting on your Model 

64 Sequencer, let's take a look at the clock select switch. It's located on 
the face of your Model 64 cartridge immediately below the three clock pulse 
switches. 

The clock select switch is necessary because manufacturers build drum 
boxes that emit clock pulses in two ways. 

The most common method used, is for a drum box to emit 
a stream of clock pulses only when the drum box is playing (See Figure 
1. 3). No clock pulses are emitted when the power switch is on but the drum 
box is not playing. When using this type of drum box, your clock select switch 
must be switched to the LEFT position. (The SCI Drumtraks digital drum 
box uses this method.) 

DRUM BOX DRUM BOX DRUM BOX DRUM BOX 

Power On Starts sending Stops sending Power On 
Clock Pulses Clock Pulses Waiting 

when drum when drum to play 
seQuences seauences 
are started stop playing 

Figure 1.3 

The other method used, is when the drum box starts sending a continuous 
stream of clock pulses the instant the drum box power switch is tumed on. 
When using a drum box with this type of clock pulse output, your clock select 
switch must be switched to the RIGHT position. 
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II. SEQUENCE LAND 
All The Rules, Hints, And How-To's. 

Having completed Section I, you're all set up, you've resolved all of the 
clnunbox busywork, and you're ready to continue. Let's take a minute to 
define how this sequencer can best be used. 

The Model 64 lets you record up to eight separate sequences before you 
run out of sequence storage locations. (And remember, you can always save 
your recorded sequences on tape or disk(ette) and record more.) 

Each sequence location offers you six independent tracks for recording. It's 
like working with a six track tape deck! You automatically use Track # 1 for 
recording your initial sequence line, and overdub on tracks 2 through 6. 

l The Model 64 Sequencer also lets you edit 

~ 
o 
o 
o 
o 
o 
o 
o 

TRACK 6 

TRACK 5 

TRACK 4 

TRACK 3 

TRACK 2 
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• 
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• 
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• 
• 
4 

3 

• 
• • 
3 

2 

RECORD TRACKS 
SEOUENCES PER 

SEQUENCES 

your sequences individually per track and 
sequence number. 

AUTO CORRECT 

ERASE 

copy 

TRANSPOSE 

ETC. 

EDIT 
SEQUENCES 
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recording and editing your 
sequences, you can weave your 
sequences together to form 
complex songs. 



Recording A Sequence With Or Without A Drumbox. 
Recording sequences with or without a drumbox is as easy as one, two, 

three. 
1. Advance your Model 64 Sequencer to the "Record Sequence" mode 

(see Screen #4) 
2. Play your s}l1thesizer keyboard to record. 
3. Step on your foots witch to stop recording. 
It's easy. But remember, when you are recording with a drumbox, you 

must tum your drumbox ON/OFF at the appropriate times. You'll notice 
that when you do record \\;th a drumbox, the monitor displays a message 
to "Start Your Drumbox Now". lust a helpful hint! 

Now let's examine Screen #4. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 19R4 

Sequence: 1 Notes remaining: 3500 

You are ready to record Sequ,~nce .. 1. 

Begin playing: 

SCREE~ #4 

You can get to this screen in two ways: either by selecting the record 
sequence option on the main sequence menu (keep reading) or by advancing 
one screen at a time on power up. 

Screen #4 is telling you that your Model 64 Sequencer is ready to record 
whatever you play, including velocity (dynamics) and PITCH/MOD wheel 
changes if your s)l1thesizer provides for these features. The monitor screen 
says to "Begin Pla)mg·'. Up in the top right comer, a counter tells you the 
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maximum number of notes that your Model 64 can record before running 
out of memory (it's a lot like running out of recording tape). Play something! 
Remember, the Model 64 Sequencer is designed to let you record several 
sequences (up to 8) and then weave them together to make a song. 

PLEASE NOTE: When you want to start your sequence with a space 
(or pause), you start the recording process by pressing Function Key F7 
on your computer keyboard. This will cause your Model 64 Sequencer to 
record the length of time between your pressing Key F7 and pressing the 
first key you play on your synthesizer keyboard. Use this feature to start 
your sequence with a drum intro! 

The minute your fingers touch the synthesizer keys to playa sequence 
... (look at Screen #5). 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 

Hit footswitch to stop recording. 
(Playback will begin.) 

SCREg #5 

Notes remaining: 3500 

You see a new screen! As it says, you stop recording your sequence by 
stepping on the footswitch. At this point, playback of your sequence begins 
automatically, and you see a new message on your monitor screen. (see 
Screen #6.) 
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Playing Back A Sequence. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes remaining: 3500 

Hit footswitch to stop playback. 

SCREE!\ #6 

Screen #6 is the message you see when you are playing back a sequence. 
Playback begins automatically whenever you hit the footswitch to stop re
cording, or whenever you select "Playback Sequence" on the main sequence 
menu (Screen #7) and choose a sequence to be played back. 

How does it sound? As you will notice, when the end of your sequence 
is reached, the playback doesn't stop. That's because the Model 64 
Sequencer automatically "loops" around to the beginning and plays your se
quence again. It will continue looping until you stop it. 

For your convenience, you can stop playback by stepping on the 
footswitch. There are some important extras that your Model 64 
offers during playback of your sequences. 
1. Pressing the space bar on the computer keyboard pauses and restarts 

the sequence. 
2. When you are not using a drumbox, you are automatically using the inter

nal clock in your computer. To speed up a sequence for playback, hold 
down the" +" (plus) key. To slow down the tempo, hold down the" -" 
(minus) key on your computer keyboard. 

3. When you playback a sequence that you have overdubbed several times, 
you're going to want to listen to each overdub track by itself. Your Model 
64 Sequencer lets you do this. During playback, you can mute any track 
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that has been recorded simply by pressing the "number" of that track. 
To unmute a track, press the track number again. (It works like an ONI 
OFF s\\;tch). To unrnute ALL tracks, press 0 (zero). NOTE: Tracks 
are automatically unrnuted every time the sequence loops. 

4. Pressing Fl during playback will cause the sequence to play one time, 
v.ith no looping. Screen #7 will appear immediately after the sequence 
is completed.) This action takes you to the first "menu" type of screen. 
We call it a menu because it lists several options available at once. 

Let's take a look at Screen #7, the Main Sequence Menu. 

Main Sequence Menu: 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes remaining: 3500 

CHOOSE DESIRED ACTION 

Record Sequence 
Playback Seque nce 
Overdub Sequence 
Edit Sequence 

Load/Save 
Load Expansion Software 
Switch to Song Mode 

SCREE!\ #7 

Spend some time on this screen. 

Fl 
F3 
F5 
F7 

L 
E 

RETURN 

Screen #7 is the main menu in Sequence Land. It's also the second 
screen you see on your monitor if you're not using a drumbox with your 
system. 

Read the list of possible actions and decide which action you wish to per
fOnTI. Next, press the appropriate key on your computer keyboard. 

PLEASE NOTE: Your Model 64 Sequencer has been designed so that 
whenever you press the "Return" key, you will go to the main sequence 
menu (Screen #7), or you will go to the main song menu (Screen # 17, 
Page #24). You can jump back and forth between these two main menu screens 
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by pressing the return key. So, whenever you wish to escape an operation, 
or go to a main menu screen, press "Return". 

Overdubbing A Sequence. 
This operation is fun! "Overdubbing" means to record additional music 

on top of a previously recorded musical phrase. To overdub, just select the 
"Overdub Sequence" option on the main sequence menu (press key F5). 
You will immediately see Screen #8. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Select Sequence number to Overdub. 

SCREEN #8 

Now press the munber key on your Commodore computer that corre
sponds with the number of the sequence that you wish to overdub. Number 
keys are located on the top row of your computer keyboard (1 through 0). 
As soon as you select a sequence number, you will see a new screen which 
tells you that you are ready to record an overdub. Just follow the directions 
on your monitor screen or refer to Page #7 . To continue overdubbing, 
repeat the overdubbing procedure. Since there are six independent tracks 
per sequence location, you can overdub the same sequence up to five times. 

To erase an overdub, go back to the main sequence menu (Screen #7) 
and select the "Edit Sequence" option (Press F7). 
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Load Or Save A Sequence To Disk(ette) Or Tape 
You can store (and later recall) sequences that you create on disk(ette) 

or tape, by using a Commodore disk drive, or a Commodore Datasette Cas
sette Recorder. 
To Set Up A New Disk(ette) 

The third option listed says to "Set up new Diskette" (key F5). This is 
necessary whenever you use a brand new disk( ette) or (whenever you want 
to erase a disk(ette). It's called "To Initialize" a disk(ette) in computer jargon, 
and what it means in English is that you must set up a "filing" system on 
the disk(ette) so that the stuff you store on the disk(ette) doesn't get scram
bled, lost, or misfiled. You must "initialize" a disk(ette) before you can use 
it to save or load information. But once a disk(ette) is initialized, you don't 
need to go through this procedure again until you wish to erase all of the 
stuff on the disk(ette). After pressing F5, simply insert the disk(ette) and 
press "Y". 

To Save A Sequence To Disk(ette): 
Let's work our way through an example in which we wish to save a se

quence to disk(ette). You must: 
1. Call up the main sequence menu (Screen #7, Page #10). 
2. Select the Load/Save option by pressing key L. 
3. You will instantly see a new screen. It will ask you if you are using a 

disk drive. Press "Y" for yes. 
4. At this point, you will see Screen #9 (Page #13). 

As you can see, Screen #9 is a menu type of screen listing several options. 
Select the "Save Sequence" option by pressing the function key F3. 

5. You should now be looking at a new message asking you which sequence 
number you wish to save. Remember, there are eight possible sequence 
locations. In this example, let's choose Sequence # 1. Press the # 1 key 
on your computer keyboard. 

6. Now you must name your sequence so that you can find it later when 
you have saved several sequences in your disk(ette) "libra..ry". Up to 
seven letters and/or numbers may be used in your sequence name. In 
this example, let's name your sequence "1 Bass". 
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SEOUENTJ..\L CIRCUITS,INC. 
~ODELMSEQUENCER c1984 

Sequence: Notes qemaining: 3500 

CHOOSE DESIRED ACTION. 

Load Sequence Fl 
Save Sequence F3 
Set up new Diskette F5 
Diskette Directorv F7 

Exit Library Return 

SCREEX #9 

7. Now press the return key. As soon as the sequence is saved, you'll see 
screen #9 again on your monitor. 

At this point, you'can hit "Return" to get back to the main sequence menu, 
but let's explore the other options listed on screen #9 first. 

To Look At The Diskette Directory. 
This option is provided on screen #9 so that you can take a look at all 

of the sequence names you have stored on your disk( ette) (in case you for
got!). Just press F7. Then press the return key to get back to screen #9. 

Now For A Couple Of Important Exceptions. 
1. When using your "Diskette Directory", only sequence names will be 

displayed when you enter your Load/Save selection from the main 
sequence menu (Screen #7). 

Only song names will be displayed if you enter your Load/Save option 
from the main song menu (Screen # 17, Page #24 ). 

2. When you are saving your sequences to tape, you will only see the first 
two options listed on Screen #9. 
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To Load A Sequence From Disk(ette): 
1. Insert your disk(ette) into your Commodore Disk Drive. 
2. Call up the main Sequence Menu (Screen #7). 
3. Press L to select the "Load/Save" option. 
4. Press Y to say "Yes, I'm using a Disk Drive." 
5. You now see Screen #9. Press Fl to select the" Load/Sequence" 

option. 
6. Now select the number of the sequence to be loaded by pressing the 

appropriate number key on your computer keyboard. Loading will begin 
immediately. 

To Load A Sequence From Tape: 
1. Insert your cassette tape into your Commodore Datasette Cassette 

Recorder. 
2. Call up the main sequence menu (Screen #7). 
3. Press L to select the "Load/Save" option. 
4. Press "N" to say "No, I'm not using a Disk Drive." 
5. You now see a new message. Press the appropriate key on your computer 

keyboard to select the load "Load/Sequence" option. 
6. Now select the number of the sequence you want to load by pressing 

the appropriate number key. 
7. Start your cassette recorder now. 

Now For A Couple Of Important Exceptions. 
1. When using your "Diskette Directory", only sequence names 'Will be 

displayed when you enter your Load/Save selection from the main 
sequence menu (Screen #7). 

Only song names will be displayed if you enter your Load/Save option 
from the main song menu (Screen # 17. Page #24 ). 

2. When you are saving your sequences to tape, you will only see the first 
two options listed on Screen #9. 
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EDITING SEQUENCES 

When you selected "Edit Sequence" on the main sequence menu, you 
called up the screen shown below (see Screen # 10). 

SEQUENTIAL CIRCUITS,INC. 
~ODEL64SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Tracks Recorded I a I II 3 II 5 6 

Select track by pressing space bar and choose desired action. 

Auto Correct track 
Erase Track 
Erase Program Changes 
Copy Sequence 

Transpose Sequence 
Playback Sequence 
Exit Sequence Edit 

Move track pointer 

SCREEN #10 

Fl 
F3 
F5 
F7 

T 
P 

RETURN 

SPACE BAR 

In this exampJe, tracks 1, 2 & 4 have something recorded on them. 

As you can see, Screen # 10 is a menu type of screen, listing several op
tions. This is where you get to fix up, change, and fine·tune your sequences. 
There are some important differences between this screen and the main 
sequence menu (Screen #7). Please note that each individual track of your 
sequence is now displayed. The track numbers that are surrounded by a 
black background are the tracks that have something recorded on them. 
The track numbers with a "clear" background are empty. Now, see the 
last option on Screen# 1 O? It says, "Move Track Pointer". Press the space 
bar on your computer keyboard and watch what happens! The square track 
pointer moves from track to track. This is how you select the specific track 
of the sequence you wish to edit. If you wish to edit every track, that's fine. 
Just do them one at a time. As you finish the track, use the track pointer 
to move to each new track you wish to edit. 

One final point about Screen # 10. Please note that the sequence number 
is displayed in the upper left comerofthe screen. It's there to remind you 
which sequence you are working on. Hope it helps! 
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Autocorrecting A Sequence Track. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Tracks recorded: 0 2 3 4 5 6 

Are you sure you wish to au to correct Track #1? 

Press IIY" or "N'l. 

SCREEN #11 

Screen #11 is the first message you see when you choose the "Auto
Correct" option listed on the edit sequence menu (Screen # 10). We threw 
this message in to give you one final opportunity to get out of the auto-correct 
mode. This escape opportunity is necessary because once you make a timing 
correction, your originally recorded timing is gone. It is instantly replaced 
by the precise timing you have chosen. 

\Vhen you press "Y" (Yes I want to auto-correct) you will see Screen # 12. 
This screen lists all of the timing values that are available for auto-correct
ing your music. To continue, you must press the number (and letter) keys 
opposite the time value chosen. 

"Auto-Correct is not available when you operate your Model 64 
Sequencer without a drumbox. 
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SEQUENTIAL CIRCUITS.INC. 
~ODEL6~SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Tracks Recorded: 23456 

Choose desired action: 

Quarter Note 4 
Eighth Note 8 
Sixteenth Note 16 
Thirty-second Note 32 

Quarter Triplet T4 
Eighth Triplet T8 
Sixteenth Triplet Tl6 
Thirty-second Triplet T32 

SCREEN #12 

For example: If you have recorded a music passage using 16th notes, and 
a few of the 16th notes are slightly off the timing, you may correct them 
to be played on the 'timing by entering "16", If you were working with 16th 
note triplets, then you would enter "Tl6". 

Be careful with "Auto-Correct", Once you make a timing correction, 
you cannot playback your originally recorded timing. iilld. when you 
"Auto-Correct" the same recording more than two times, you'll begin 
to wonder where your music went ... It's a good idea to make a copy 
of your original sequence before you auto-correct (Screen # 10). 
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Erase One Track Of A Sequence. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Tracks Recorded: 2 3 4 5 6 

Are you sure you wish to erase track #1? 

Press "Y" or "Nit. 

SCREEN #13 

This is easy. First, go to the Edit Sequence Menu (Screen # 10). Make 
sure that the correct sequence number is being displayed in the upper left 
comer of your TV screen. Next, press F3. You will instantly see 
Screen # 13. Make sure that the correct track number is being displayed 
in the sentence starting with "Are you sure ... ". If the wrong 
track number is showing, it means that you forgot to move the track pointer 
to select the track you want to edit (see Page # 15 ). 

Now press "Y" or "N". "Y" will erase your track instantly. "N" will send 
you back to screen #10 and the track will not be erased. 

Record/Erase Program Changes On A Sequence. 
Program changes for your synthesizer can be recorded as part of your 

sequence "arrangement" in two ways. One method is to record your desired 
program changes as a sequence "overdub". Since each sequence overdub 
is recorded on a separate track, you can always erase or record new program 
changes without disturbing the musical lines in your sequence. To record a 
program change as a sequence overdub: 
1. Select the "Overdub Sequence" option listed on the main song menu 

(Screen #7, Page # 10 ). 
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2. Next, select the sequence number that you wish to overdub, by pressing 
the appropriate number key on your computer keyboard. 

3. To continue, when using a Sequential Circuits synthesizer, hold 
dO'W1l the record switch on your synthesizer and press Switch # 1 of your 
sy1lthesizer's program select buttons. If you are not using an SCI sy1lthe
sizer, check your ov.1ler's manual. 

4. Next, call up the program number you want to record. Your Model 64 
instantly (automatically) records the program number you just called up 
as an overdub on one of your sequence tracks. 

Very important! Once you have instructed your SCI synthesizer that 
you are recording program changes, you do not need to perform this step 
again until you have turned off the power to your synthesizer. In fact, since 
this command operates like an owoff switch, if you do keep holding the record 
switch and repeatedly press the # 1 program switch, you will be telling your 
computer to record program changes/don't record them/record them/don't 
record them . . . etc. So be careful. 

The second method for recording a program change is provided so that 
you can record a program number before you record your sequence. When 
a program number is recorded in this method (up front), it insures that every 
time you call up your recorded sequence, your synthesizer will automatically 
call up the right sound "patch". 
Here's how you do it. 
1. Select the "Record Sequence" option listed on the main sequence menu 

(Screen #7). 
2. Now repeat step 3 above. 
3. Next, select the sequence number you want to record. 
4. If you are using a drumbox, start it now. 
5. Now select the program number on your synthesizer that you want to 

record. That's it! Begin playing. 
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SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Tracks Recorded: a 2 3 4 5 6 

Are you sure you want to erase program changes on Track #1? 

Press "yn or liN ". 

SCREE)'; #14 

To erase a program change: 
1. Select the "Erase Program Change" option on the sequence edit menu 

(Screen # 10, press F5). 
2. Make sure that the appropriate track number is displayed in the question 

stating "Are you sure ... " located on Screen #14 (If not, press the 
space bar to move the track pointer to the correct track). 

3. Press "Y" to erase. 

Copy A Sequence. 
To make a copy of an already recorded sequence, you just select a new 

sequence location number and press it. (See Screen # 15.) Remember, there 
are eight sequence locations available. If the location you select is empty, 
your sequence will instantly be copied into the new location and your monitor 
will display Screen # 10 once again. If the sequence location you select already 
has a sequence recorded in it, you will see a warning message on your monitor 
screen which tells you that the sequence location you have selected is already 
ill use. 

PLEASE NOTE: If you copy a sequence to itself (by pressing the same 
sequence location number), you double the length of the sequence. Try it! 
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SEQUENTIAL CIRCUITS.INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Select new sequence location number to COPy Sequence Number 1. 

SCREEX #15 

Transpose A Sequence. 

SEQUENTIAL CIRCUITS.INC. 
MODEL 64 SEQUENCER c 1984 

Sequence: 1 Notes Remaining: 3500 

Press synthesizer key to transpose. 

(Transposes are relative to Middle C.) 

SCREEX #16 
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F or your convenience, the Model 64 Sequencer lets you temporarily 
transpose your sequences while you are listening to them play back. To 
do so, begin playback of your sequence, Next, press the function key F5 
to alert your computer that you are ready to do a temporary transpose. Now 
press a key on your synthesizer. As you will hear, your sequence is instantly 
transposed. Finally, press key F3. This tells your computer that you are 
done transposing. 

Now let's walk through a detailed example of how you can permanently 
transpose a sequence that you have already recorded. Let's aSSW11e that 
you have just recorded a sequence in the key ofB, and you want to transpose 
it up a major fifth (to the key of F#). To start, go to the main sequence menu 
(Screen #7, Page # ). Since "Transpose" is an "Edit" feature, you press 
function key #F? to select the main edit menu (Screen #10, Page #15 ). 

Next, select the transpose option listed by pressing key "T" on your com
puter keyboard. You instantly see Screen # 16 above. It says, "Press Sy11-
thesizer key to transpose". That's right. Press any key on your sy11thesizer 
and your sequence will automatically be transposed. The trick is to remember 
that all transposes are relative to Middle C, "Relative" means that 
Middle C is designated as normal, or zero. To transpose your music "up". 
you must press a key above (to the right) of Middle C. To transpose your 
music "down", you must press a key below (to the left) of Middle C. In order 
to transpose your sequence up a major fifth, you must press the fifth key 
in the C major scale (G). In this example, when you press the G key on 
your synthesizer, the sequence that you originally recorded in the key of B 
is transposed up a major fifth to the key ofF#. Whew! Try it a few tin1es 
and it starts to make sense. 
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III. SONGLAND 
More Rules, Hints, And How-To's 

Well, you've made it to Songland. Congratulations! Having progressed 
through Section's I and II, including recording several sequences, you're 
familiar with how the "screens" and the "function keys" work. Let's take a 
minute to define how your Model 64 Sequencer can best be used to build 
complex music (songs!). 

You start by recording up to eight musical phrases (sequences). Remember, 
each sequence has 6 tracks available. 

1 

~ 
o 
o 
o 
~ 
o 
o 
o 

RECORD 
SEQUENCES 

Next, you edit your musical phrases (sequences). 

AUTO CORRECT 

ERASE 

COpy 

TRANSPOSE 

PROGRAM 
CHANGE 

ETC. 

EDIT 
SEQUENCES 

At this stage, you link together your musical 
phrases to create a complex song. (This 
example links together five sequences in the 
following order: #3, #6, #1, #1, #8, #4.) 

Finally, you edit your song. 

......011.....- START 

........- SONG : } .. " 
1 )LINK 

1 ) LINK 

a ) LINK 

'\ 1-----1) LINK 

4 
+-FINISM 

BUILD 
SONG 
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The Main Song Menu 
Let's take a look at Screen #17, the Main Song Menu. 

SEQUENTL\L CIRCUITS,INC. 
\10DEL 6 .. SEQUENCER c 198 .. 

Song \1ode Notes Remaining: 3500 

r:HOOSE DESIRED ACTION 

Playback Song FI 
Overdub \1elody F3 
Erase Melody F5 
Edit Song F7 
Load/Save L 
Expansion Software E 
Switch to Sequencer Mode Return 

SCREEN #17 

Spend some time on this screen. It's the first screen you see in Songland. 
(If you prefer, you can think of Songland as the song "MODE" of operation). 
You get to Screen # 17 by first going to the main sequence menu (Screen 
#7, Page # 10) and pressing the "Return" key on your computer keyboard. 
Please note that the top portion of your monitor screen is now black. 
Whenever you see this black background at the top of your screen it means 
that your Model 64 Sequencer is in "Song Mode". To continue, read the list 
of possible options and press the appropriate key on your computer keyboard. 

PLEASE NOTE: In order to create a song, please select the "Edit Song" 
option by pressing key F7. 
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Playback A Song 
To play back a song, you must first go to the main song menu (Screen 

# 17). Select the playback option listed by pressing F1 on your computer 
keyboard. If you have a song recorded, playback begins instantly. If you do 
not have a song recorded you will see a message telling you that there is 
"No Song in Memory". For a complete explanation of some exciting extra 
"Playback" features that your Model 64 Sequencer provides, please turn to 
Page # 9 under Playing Back A Sequence. 

Overdub A Song Melody 
What is a song melody? It's a final opportunity to add to a song that you 

have created. In our example on Page # 23, we linked together five se
quences to build a song (sequence #'s 3, 6, 1, 8, and 4). 

The "Overdub Melody" option on your Model 64 Sequencer lets you make 
one final overdub to your song. We call this final overdub the song "melody" 
just to keep from confusing sequence overdubs with the song overdub. 

You can use your song overdub to record program changes, pitch/mod 
wheel changes, and a polyphonic melody line. 

To overdub your song with a "melody" you must: 
1. Have first created a song. 
2. Now go to the main song menu (Screen # 17) and press function key F3. 
3. If you are using'a drumbox, tum on your drumbox now, and begin playing. 

(If you want to start your melody on the first beat of the song, let your 
song "loop" around.) 

Erase A Song Melody 
You can edit your song melody in the same manner that a sequence can 

be auto-corrected or erased. To erase a song melody, you must: 
1. Go to the main song menu (Screen #17). 
2. Press function key F5. 
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Load Or Save A Song To Disk Or Tape. 
You can load or save your song on disk(ette) or tape in exactly the same 

manner as described on Page # l~ . in Section 1. Just remember, when you 
do store your songs on cassette tape, you must use a Commodore Datasette 
Cassette Recorder. 
O~E MORE POL\JT: You must select the Load/Save option listed on the 

main song menu (Screen # 17. Page # 24) to display the song names 
in your diskette directory. If you select the Load/Save option listed on the 
main sequence menu in order to get to a diskette directory screen, you \\ill 
see only sequence names listed on your monitor. 

EDITING A SONG 

When you selected "Edit Song" on the main song menu, you called up 
the screen shO\\11 below (see Screen # 18). This is where you get to build 
songs by linking together your pre\iously recorded sequences. We call each 
of the sequences that you link together an "event" in the song. See the words 
"Event Number" in the upper right comer of your monitor screen? This is 
the event counter. It's there to tell you which song event (or sequence) is 
currently selected. Since no song has been created. the event pointer is in 
the first position, and the event counter is displaying the number 01. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Song: 

D 
CHOOSE DESIRED ACTION 

Create/Extend Song 
Auto Correct Melody 
Remove Entry 
Insert Entry 
Transpose Entry 
Playback Song 
Exi t Song Edit 
Select Event 

Fl 
F3 
F5 
F7 
T 
P 
Return 
Space Bar 

SCREE\ #18 
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To continue, press the key on your computer keyboard that is listed op
posite the action you want to perform. 

CreatelExtend A Song. 
Let's create a song. Remember, you can only create a song after you 

have recorded the sequences that make up all of the parts of your song. 
To continue, go to the main song menu (Screen # 17), and press function 

key F5. This selects the edit song menu (Screen #18). To "create a song" 
is listed as the first option on the edit song menu. Press Fl. You 'Will instantly 
see Screen #19 below. 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c 1984 

Song: Event Number: 01 

o 
Do you wish to create a new song? 

Press uyu (Yesl or "N" (No). 

SCREEN #19 

Press "Y". (Yes, I want to create a new song.) 

Let's say you want your song to consist of sequences 3, 6, 1, 8, and 4 
with sequence # 1 happening two times in a row. Simply enter the sequence 
numbers from your computer keyboard in the order you want them to play 
back. When you are done, press return. If you want to hear the song now, 
press "P" for playback. Perhaps, after listening, you realize that you want 
to change the song's structure a little bit. Well, you can do three things: 
(1) remove a sequence entry, (2) insert a sequence entry, or (3) add on to 

27 



(extend) the end of the song. If you want to extend the song, type F1. Answer 
"No" to the question "Do you want to create a new song?" Now enter ad
ditional sequences in the same manner as described above. Your song can 
be composed of up to 18 sequences (or song events). 

Auto Correct A Song Melody. 
You Auto Correct a song melody in the same manner as described on 

Page # 16 under Auto -correcting a Sequence Track. Just be aware that you 
must stan by selecting the "Auto Correct" option listed on the main song 
edit menu (Screen #18) only. 

Remove A Song Entry. 
If you wish to remove a song entry, you: 
1. Go to the main song menu and press key F7. You will instantly see the 

song edit menu (Screen # 18). 
2. Press the space bar to move the event pointer (that square, empty box 

on your screen) until it surrounds the song entry you wish to remove. 
3. Press key F5 on your computer keyboard. 

Presto: The song entry is removed, and all song events that are to the 
right of the entry you removed are automatically shifted over to make sure 
that there are no "holes" in your song. 

Insert A Song Entry. 
To insert a song entry, you: 
1. Go to the song edit menu (Screen # 18). 
2. Press the space bar to move the event pointer until it surrounds the se

quence number that you want to insert a new sequence in front of. 
3. Press key F7 on your computer keyboard. 
4. Next, type the sequence number you wish to insert. 

Presto! the sequence number is inserted. As you can see, the sequence 
number that you originally surrounded with the event pointer has automat
icaliy shifted to the right to make room for your new entry. Your song is 
now one event longer. 
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Transpose A Song Entry. 

SEQUENTIAL CIRCUITS,I"IC. 
MODEL 6 .. SEQUF0ICf " ( 1')0 .. 

Song: Funky 

3 6 8 

CHOOSE DESIRED ACTION 

Create/Extend Song 
Auto Correct '.ielody 
Remove Entry 
Insert Entry 
Transpose Entry 
Playback Song 
Exit Song Edit 
Select Event 

Fl 
F3 
F5 
F7 
T 
P 
Return 
Space Bar 

SCREEN #20 

Event": 01 

4 

To "Transpose" is an edit function. In order to transpose a song entry (or 
event) you must: 
1. Call up the main song menu (Screen # 17, Page #24) and press function 

key F7 to select the "Edit" option. This takes you to the song edit menu 
(Screen #18, Page #26 ). 

2. Next, press the space bar to select the song event that you want to edit. 
Screen #20 is an example of the song edit menu showing the fourth 
song event as having been selected (see the event counter in the top 
right comer?) 

3. Now press the "T" key on your computer keyboard. You will instantly 
see a new message telling you to press a key on your synthesizer keyboard 
to transpose. 

4. Press a key on your synth. The song event you selected will instantly 
be transposed. Remember, all transposes are relative to Middle 
C. For a detailed explanation of what "Relative to Middle C" means, please 
read Page #22 . 

As a reminder, all transpose values are shown as footnotes immediately 
below the event which has been transposed. In our example (Screen #20), 
the fourth song event is Sequence #1. Immediately below this sequence 
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number you see listed the footnote "f#4": This symbol is telling you that 
you transposed Sequence # 1 by pressing the (first) F # key to the right of 
middle C. Why is it designated as F#4, you ask? It has to do with the way 
M. 1. D.r. understands transposition. As you know, M.I. D.I. (Musical Instru
ment Digital Interface) is a specific way of sending digital information be
tween synthesizers and computers. The MIDI "Language" was defined and 
agreed to by several manufacturers so that you can easily hook together 
instruments of different makes and models. Well, some instruments have 
longer keyboards than others. So, as a reference point, theM.LD.L code 
looks for (and sees) middle C as number four ( C 4). 
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IV. USING EXPANSION SOFTWARE. 
Expansion Software For The Commodore 64. 

The software that makes your Model 64 system work as a powerful music 
sequencer is built into the cartridge. However, since software is nothing 
more than a bunch of instructions that tell your computer how to do what 
you want it to, there's no reason why you can't use different sets of software 
"rules" in order to do new things with your computer. For instance, you 
could temporarily replace the built -in software with new software that makes 
your computer display the parameter values of your synthesizer programs. 

We encourage you to explore this exciting feature as expansion software 
becomes available. Let's assume that you have purchased some expansion 
software designed for use with the Model 64 Sequencer. To load expansion 
software you must: 
1. Go to the main sequence menu (Screen #7, Page # 10 ) or go to the 

main song menu (Screen #17, Page #24 ). 
2. Type the letter E on your computer keyboard. 
3. You will instantly see a new message asking if it is OK to load your 

expansion software now. Type Y (yes). 
4. A new message will appear asking if your expansion software is on tape 

or disk(ette). Insert your tape or disk(ette) now. 
5. Once you have inserted your tape or disk(ette), answer the question on 

your monitor screen discussed in Step #4. Your expansion software will 
instantly begin loading. 

PLEASE NOTE: Whenever you turn your computer off, the expansion 
software you have loaded into the computer's memory is erased. If you 
wish to use it again, you must reload your expansion software from 
disk(ette) or tape. 
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V. PANIC PAGE. 
Do's, Don'ts, And Trouble Shooting. 

1. Never connect or disconnect any piece of equipment in your Model 
64 System while the power is on. 

2. When playing back your recorded material, if you don't hear any 
"playback", first check all of your audio levels. Next, check your connec
tions. Finally, try re-recording. 

3. When using a drum box with your Model 64 Sequencer, always make 
sure that your clock pulses are matched. See Pages 

4. Be careful with "Auto-Correct". Once you make a timing correction, 
you cannot playback your originally recorded timing. And, when you 
"Auto-Correct" the same recording more than two times, you'll begin 
to wonder where your music went. . . It's a good idea to make a copy 
of your original sequence before you auto-correct (Screen #10). 

5. Bail Out. Your Model 64 Sequencer has been designed so that 
whenever you press the "Return" key you will go to the main sequence 
menu (see Page # 10 ) or you will go to the main song menu (see 
Page #24). You can jump back and forth between these two main menu 
screens by pressing the return key. So, if you get confused in the middle 
of an operation, or you wish to bail out, just press the return key and 
start over! 

6. Black Background. Whenever you see a "clear" background sur
rounding the SCI Model 64 Sequencer logo at the top of your TV screen, 
you are in Sequenceland (see Page #6). Whenever you see a "black" 
background at the top of your TV screen, you are in Songland 
(see Page #23 ). 

7. You can only store one song in the Model 64 Sequencer's memory 
at one time. To record more songs, just save your recorded sequences 
to tape or disk(ette) and build a new song! 

8. You can only store eight sequences in the Model 64 Sequencer's 
memory at one time. To record more sequences, just save your recorded 
sequences to tape or disk(ette) and record eight new ones! 

9. Mute·Unmute. During playback of a sequence (in SequenceJand) you 
can mute (prevent from playing) any track that has been recorded simply 
by pressing the "number" of that track. In this way, you can "audition" 
different tracks in your sequence to hear what's going on in each track. 
To un-mute a track, press the track number again. To unmute all tracks, 
press 0 (zero). Note: Tracks are automaticaDy unmuted every time the 
sequence loops. 
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10. Prophet-T8 Owners: to record pressure, firsttype "MO", then select 
"Mono" mode by typing 14M". Record as normal (See MIDI Options, 
Section VI). 

11. Stealing Voices. Even though the Model 64 Sequencer can record 
many voices (in theory, unlimited) on each track, keep in mind that your 
synthesizer must have enough voices to play it all back! If you record 
a six-voice chord on each overdub track of a sequence, you will record 
a musical arrangement consisting of 24 voices. When you go to play 
back your arrangement, you will only hear six voices maximum if you 
are playing back on a 6-voice synthesizer. So, be aware of the number 
of voices your synthesizer has and be careful not to outplay it! 

12. Track Pointer. You can move the track/event pointer in the reverse 
(right to left) by pressing the shift key and the space bar on your com
puter keyboard. 
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VII. MIDI OPTIONS 
Various Operations Available Through MIDI. 

This section of the manual deals with MIDI (Musical Instrument Digital 
Interface). MIDI is a specific way of organizing infonnation so that synthe
sizers and computers can easily "talk" to one another. 

There are three sets of MID I rules (we call them modes) which the Model 
64 provides. The reason for offering these different MID I modes is so that 
you can get the most usage out of different models of synthesizers. 

To select a MIDI mode, you must: 
1. Go to the main sequence menu (Screen #7, Page # 10 ). 
2. Type MO (as you can see, MIDI modes are not listed as an option on 

the main sequence menu. But don't worry, just type MO). 
Screen #21 should now be displayed on your monitor. See below: 

SEQUENTIAL CIRCUITS,INC. 
MODEL 64 SEQUENCER c1984 

Sequence: Notes Remaining: 

Press M for Mono mode. 

Press P for Poly mode. 

Press 0 for Omni mode. 

SCREEN # 21 
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The first option listed on Screen #21 is Mono Mode. This will not make 
you anemic. Mono mode is provided so that your Model 64 Sequencer will 
record "pressure" information per key when using a Prophet -T8 synthesizer. 
Only select mono mode if you want to record "pressure" from a Prophet -T8. 

The second option listed on Screen #21 is Poly Mode. Poly mode is 
provided so that you can hook-up several MIDI equipped synthesizers to 
your Model 64 Sequencer at one time, and have each synthesizer play on 
a separate MIDI channel. Please note however, that your MIDI-equipped 
synthesizers must be equipped with "MIDI Channel Select". 

In order to connect more than one synthesizer to your Model 64 Sequencer 
at a time, you must use the "MIDI Through" output provided on your syn
thesizer, or use a MIDI "Y" cable. 

Musically, "MIDI Channel Select" lets you playa different synthesizer 
on each track of your sequences. So, you can use up to six different synthe
sizers, each one playing different musical phrases, each one programmed 
to sound different, and all synchronized together through your Model 64 
Sequencer. 

The third option listed on Screen #21 is Omni Mode. This is the MIDI 
mode your Model 64 is in when you turn your system on. 

Musically, Omni mode lets you "double up" your music. Any music you 
play on your synthesizer will automatically be played, in sync, by any synthe
sizer plugged into your Model 64 system. In other words, all synthesizers 
play the same music at the same time. 
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VII. GLOSSARY 
Listing Of Terms And Phrases Used 
Auto Correct - The act of automatically correcting the "timing" of your 
recorded music. 
Clock Pulse - A method for defining time electronically. Musical definitions 
of time (quarternotes, etc.) must be defined in a language which electronic 
instruments can understand in order to make them play at a specific rate. 
Disk(ette) - Standard medium for recording data from a computer. Can 
also be used to load data into a computer. Simply put, it stores information. 
(You can make duplicates also!) 
Drum Box - An instrument dedicated to reproducing percussion, drums, 
rhythms, etc. An "Electronic Drummer". 
Erase - Do away with, destroy, dump, zap into electrons, etc. 
Expansion Software - Either a disk(ette) or a cassette tape which is 
loaded with information that expands the capability of your existing software 
and computer system. 
Footswitch - A switch designed to be operated by foot. Step on it! 
Function Keys - The four large rectangular keys found on the far right 
of your computer keyboard, labeled on the top and on the front-facing side, 
Fl through F8. 
Keyboard - There are two types of keyboards in your Model 64 Sequencer 
system; the standard typewriter/computer keyboard featuring letters, num
bers, and function keys, and the standard musical instrument keyboard. 
Memory - The total number of locations available for storing information. 
Menu - A list. Very commonly used in the world of computer software 
when several options are available to the user at once. 
MIDI - Short for Musical Instrument Digital Interface. It's specific format 
for sending and receiving data, so that the user can easily interface micro
processor -based instruments. 
MutelUnmute - To mute means to prevent from sounding. To unmute 
means to undo the mute, i.e., let it sound out. 
Overdub - A musical line recorded on top of an existing piece of music, 
for simultaneous playback. 
Screen - Any message displayed on your monitor or TV screen. 
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Sequence - A chain of notes including all dynamics and timing values. For 
instance, a sequence may be a bass line, a melody, or a complete musical 
phrase. 
Song Map - When using the Model 64 Sequencer, a song is made by linking 
together several sequences. The "Song Map" is a listing of all of the individual 
sequences which make up that song. 

Space Bar - This does not refer to the scene in Star Wars. It refers to 
the long narrow "bar" at the front (low) end of a standard typewriter/com
puter "keyboard". 

Track Pointer-A square box used to point out which track you are cur
rently working with. 
Transpose - To change musical "keys". 
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