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Disclaimer

THE MICROQ PC EDITOR SOFTWARE IS PROVIDED "AS IS". YOU AGREE THAT
BY ACCEPTING THIS LICENSE, YOU ARE EXPRESSLY ACKNOWLEDGING THAT THE
USE OF THIS SOFTWARE IS AT YOUR OWN RISK. ANY DAMAGE OR HARM TO
YOUR SYSTEM (EITHER THE PC OR THE CONNECTED MUSICAL DEVICES) BY

RUNNING THIS SOFTWARE WILL ALSO BE FOR YOUR OWN RISK.
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Overview

The microQ PC Editor/Librarian is a software tool that allows you to easily interact with your
Waldorf microQ'® in a very comfortable way. All the parameters of your device are accessible with
very few mouse clicks, so that you don't have to navigate through deep menus or forms
hierarchies to gain access to a specific Waldorf microQ'® parameter.

The Memory Objects type hierarchy is described in the next figure:

Memory Object

Programs

~
-
sssss
~ -
S~
~

Fig. 1- Memory Object hierarchy of the Waldorf microQ and the microQ PC Editor

A Program is represented by one of the following objects:

1) Sounds (also called Instruments). According to the Waldorf microQ manual “a
Sound program stores information about the character of a sound”. As in the Waldorf microQ‘q,
there are 3 banks of 100 Sounds (300 sounds in total). In addition to the hardware device, this
software includes an extra bank of 100 sounds that can be used to store temporary sounds, as a
service memory area usable to rearrange sounds contained in a bank, etc... Then, 400 programs

for the sounds are available in the PC memory.

2) Drum Maps (also called simply Drums). A Drum Map contains the reference (e.g.
the 47th Sound), and not a copy, to 32 Single Sound Programs which can be organized on the
Keyboard. “Reference and not a copy” means that if you change a Sound then all the Drum Maps
that are referring to it will also change. Similarly, if you move a Sound from the memory location A
to the memory location B then all the Drum Maps that are referencing the Sound located in B will
use the moved sound and their effect will be modified. As in the Waldorf microQ(c), there is a bank
of 20 Drum Maps. In addition to the hardware device, this software includes an extra bank of 20
programs that can be used to store temporary Drum Maps, as a service memory area usable to
arrange a bank of Drum Maps, etc... Then, 40 programs for the drums are available in the PC
memory.

3) Multis. A Multi contains the reference, and not a copy, to up to 16 Single Sound
Programs and up to one Drum Map. “Reference and not a copy” means that if you change a Sound
or a Drum Map then all the Multis that contain a reference to that Sound or Drum Map will also
change. Similarly, if you move a Sound or a Drum Map from the memory location A to the memory
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location B then all the Multis that are referencing the Sound or Drum Map located in B will use
the moved sound and their effect will be modified. As in the Waldorf microQ(C), there is a bank of
100 Multis. In addition to the hardware device, this software includes an extra bank of 100 Multis
that can be used to store temporary Multis, as a service memory area usable to arrange a bank of
Multis, etc... Then, 200 programs for the Multis are available in the PC memory.

Each program type has an additional memory location, the Edit Buffer, which holds all the
parameters of a program and that is the special memory location with which you'll interact to
modify a sound: you can only modify an edit buffer and not the programs stored into the banks.
You can, however, copy an edit buffer into the desired memory. If you want to modify a program
you have to copy it into the corresponding Edit Buffer, then modify it and finally copy it again from
the Edit Buffer into the desired memory location.

Finally, another object is represented by the Globals Buffer, which is unique, that is there is just
one instance of it, and that contains all the settings relative to the whole machine, such as the
Tuning, the Transposition, the MIDI channel and many others.

The main features of this microQ PC Editor/Librarian are:
1) Sounds/Instruments editing.
2) Multis editing.
3) Drum Maps editing.
4) Single programs loadings and savings.
5) Whole banks loadings and savings.
6) Complete set of programs loadings and savings.
7) Sounds/Multis/Drum Maps rearranging (sorting, etc..).
8) Globals Settings.
9) ...and Many more.....

Note that it is out of the scope of this manual to illustrate the meanings of the parameters of a
Sound, Multi or Drum Map. For this kind of information please refer to the official manual from
Waldorf. Instead, this manual is intended for describing how to interact with the Waldorf
microQ'? through this software editor and how to improve your sound editing ability, to create
new sounds and to organize them into banks for optimal use in either live or studio contexts.
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Installation

To use the software you have to install it. Run the microQEditSetup.exe program that can be
downloaded from http://www.luigibianchi.com/microQ/microQ.htm and follow the instructions.
You need to have installed at least Windows XP SP3 and a screen resolution of at least 1368 * 768
pixels.

Once installed the software you can run the program to test its features in trial mode. This special
trial mode allows you to use the software with full features for two weeks after you have activated
the license. In this case, after the activation, you just have to press the Continue trail button. So,
reassuming, you will first activate the license, then you'll test the software (trail mode) and then, if
you'll be satisfied by it, you'll purchase it for a very small fee (registration process).

¥ Tiial registration directly = X

iRovtiocior Liooesing microQ Editor - beta

My Software Registration ol [0
60 trial days left
Thank you for using our software!

1f you like the product and want to use it after the trial period, please buy the
license code. Click "Purchase”. Purchase

(,q\ Once the purchase is made, it is necessary to register the software

f % To start registration, please, follow the steps below:
4 Q/? A € 1. Enable internet connection.

2. Enter the license code: f Register |
Forgot license?

* (Click "Continue trial" to continue trial use

See also:

& Register by e-mail Renew

Privacy Policy
Contact Support Team
Proxy Settings

Fig. 2 - microQ PC Editor activation (trial) registration (purchase) form.

After the trial period, in order to continue to use the software, you have to purchase a license
(registration process) through a secure online guided procedure ( PayPal),
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Background

Before starting to use the software, few aspects relative to the way the PCand the Waldorf
microQ' interact should be briefly described.

Together with the hundreds of programs that can be stored in the PC memory, there are three
Edit Buffers that are used to edit programs: one for the Sounds, one for the Multis and one for the
Drum Maps. These buffers are usually used to upload single edited programs into the
corresponding Edit Buffers of the Waldorf microQ'®.

In Fig. 3 the memory blocks of either the microQ PC Editor or the Waldorf microQ'? are reported.
The main differences among these two pieces of hardware are the three additional buffers (Sound
Bank t, Multis Bank t and Drum Maps Bank t) which are only available on the PC side. They have
been added to facilitate certain operations such as rearranging the programs, making partial
backups, etc... The letter 't' suggests they are mostly used for temporary operations.

Sounds Bank A [100]
Sounds Bank B [100]

Sounds Bank C [100]

Sounds Bank t [100]

Sound Edit Buffer [1]
Multis Bank M [100]

|
|
i
i  Multis Bankt[100] |
i
|
|

Multi Edit Buffer [1]

DrumMap Bank D [20]

1 1
1 1
1 1
| :
i ‘ DrumMap Bank t [20] | !
: :
1 1
1 1

DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]

Fig. 3 - Memory blocks of the objects handled by the PC Editor (left) and the Waldorf microQ device

Note also that even if memory locations have the same name (e.g. Sound Edit Buffer, Sound bank
A, etc..), they represent different storage locations (one on the PC side, the other on the Waldorf
microQ) and they contain in general different settings/parameters. No procedure to automatically
synchronize them is implemented but just some commands to copy memory programs from one
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location into another one, even if one is located on the PC and the other one on the Waldorf
microQ'®. So it is possible for example to copy a Multi from a PC program into a microQ program,
but any successive modification of the Multi on the PC side does NOT update the corresponding
Multi on the microQ side: to update the Multi on the Waldorf microQ you have to copy it from the
PC to the microQ hardware device.

Quick Start

You are now ready to use the microQ PC Editor. You can run it from either the Start Menu of from
an lcon from the Desktop (if you selected to have this option during the installation procedure).

Once you have launched the microQ PC Editor a form like the following one (Fig. 4) will appear.

micrad) Editar - v uigibianchi.cam/micraCl/microLhtm x
. = = = Global .
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GetBlobels | Get Gl
Connect Device ID El‘ Ee S PgmChg Tz off ~ Clock Intemal  ~  Mixinto Mainout || Display Setup Inst1 Inst 2 Inst 3 Inst 4
51| Coy Bulfer to PG memary Init Buffer Getal Setall - -
Disconnect SysEx DeviD El- [ &p MIDI send Mix Level El- Controllers Setup..| [£001 | ADDT | ADDT w4001

Sound Edit Buffer  Muld Edit Buffer  Drums Edit Buffer
T2 T3| T4 Updalesaing Name Voices Pitch Mod [JPortamento/Glide ~ Amp Hixer 1

Level Balance =
Init V¥ 1] Of ~ ~ - aff ~ Wet/Diy M
nit Yoiee Mode nisons Src| O Mode Rate  Wolume El < Mod Sic sl El = Fle4 ety Wi El =

BankA BarkB BankC Bankt

Piog  Name cat  ~ | Category paly | Detune El: Amount : Fotamento El: Ve\nclly: Mod Amount : ooz El‘ & | Bypass Chous Flanger Phaser (4]
AT Initveice Misc Dscillators b3 [0 ]2 FEt o
A2 InitWoics Misc ‘wawsiom  Octsve Semitonss Dstuns PR rangs Kbd Tiack Pulsswicth  Pwh St PwM FM Sourcs i Arcunt Sub F Div Subol =
AO03 it sice wee || [sne e 0 Bl [EHR JHlee v 2o 5 Slor w0 5[ zlo |2 wew % Fled v
ADD4 InitVoice Misc . = = = - - - - + FRing < FIB4 v
She v B v - S < lar v LT - - -
£004 | It Voo s v b ER E O = LI LI ] :
Filter :
:ggg :::xi:z: mzz Type Cutoff  Res  KbdTrack Cutoff Mod ModStc  FMAmoust FM S PanMod PanModSe  Dive  VelMod EnvMod Pan  Fouting
o = SR = » - - = - = S - o] ®Pasel
A0S Inivaice S e O 51 ] O T [ o lon [0t o [ ee ] @
AT Initoice Misc | Fler2Bypass v [0 [3][0 [3][am0x [0 |3 o6 |0 5] [on MRS = 2105 2] Lee | Oserd
ATTT Initveice Mise Amp Envelope FIt Envelope Envelope 3 Envelope 4 Xz
a1z | ntvoics Miso e Triger alsa [2] ode Trigaet alsa [ ek Trigger Mo Trigger Frmc Wel/Dny Mix [0
ANN3 Initvaice Misc 4DSR « [Momal ~ I |apsR | Mamal ~ < |apsm | Wamal ~ | [Momal v,
SIS TS ALIB Bypass Chors | Flanger | Phaser | (4]
A4 Initveice Misc e = ot |2 ole
ATIE Initvoice Misc = = il
ATIE Initvoice Misc 5 : EHE S|
AMT  InitVoice Misc D2 = Dz = D2|64
ADTE it Voice Misc 52 = 52 - 52(64
ATIE Initvoice Misc R | At | o
AD20 Init Voice Misc 2 = . = - —
Fast Modulation Matrix Standard Modulation Matrix LFn
2021 | InitVoice Mis Source Dest Amount Source Dest Amount Clock Spne Waveforn  Speed  StaitPh Delay  Fade  Kbd Tk
ADZZ InitWeice Misc g O s 5 : o J=fee = |2
4023 InitVoice Misc Mad 1| O ~ | Fitch VD. Mad1 | Off ~ | Fitch e free ¥ 2 =™ =
£024 Init Voice Misc Mod 2 |OFF | Pitch o 5] madz|on | Pitch woz0] O [sim  v]o fiee ~[0 [ [Sfe |2
ADZE Init M 5 . 5 - - - = e |2
At it oo | Wed3|on vpich w0 |2 weds i v | Fich o301 O [sne v ree [0 Jafee e ]2 Edit Arpeggator Patiern
5 B 5 Modifier Arpeggiator
A027  Init Voice Misc Mod 4 | Df ~ | Pitch [0 ]2 woaa|or | Pitch Source 1 Source 2 Operator Amount o Length 11132 ~| TFector [0 |
5 . 5 o1 Mod v
4028 Init Yoica Mio | o i | Fitch [0 2] weas|on | Fitch bod 1| off | of o[+ v]es |z Mo Dctaves [T 2] [ Same nele overlp
AD29 Init Voice Misc = =] Pattem [Off >
G S| Mods O | Pitch [0 12 wods|on | Pitch Mod 2 | OFF | off o et = ey D[ U < [ Patten reset
Mad 7| OF Sl I S R ~ Pich Mad 3 | OFF o of ey e B Masrote ] Sort |[Asplayed ~ | Patiemlen [0 |3
- - am
i Clese About Mod 8 |off vpich  vo |Z] meas|on « [Fitch Med 4 |ofF o v v ]ee 7 Cesk Vel mods| Each note ~| Tempa |40

It is strongly recommended to backup the whole Waldorf microQ' internal memory. You can use
any sequencer or software that allows that or use the microQ PC Editor: in this case you can do this
by copying your data into the microQ PC Editor and then by saving the data. To do this press the
"Get All" button (this will overwrite your PC microQ PC Editor memory) and then the "Save All"
button. Note that your MIDI connection should be correctly set.

The form, that at first sight might appear complicated, is organized in a way that it will look you
familiar in very few minutes. It was also designed to fit on a screen whose resolution is at least
1368 * 768 pixels.
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There are 5 main Zones:

1) The MIDI Interface Hardware Settings zone (top left), in which you can select the MIDI
input and output ports that you are going to use (Ethernet MIDI 0 and Ethernet MIDI 1 in the right
figure). Then, you have to press the Connect button to start to use these MIDI ports and the
Disconnect button to stop using them.

rmicroC} Editor

:

:Midi ln 01, Ethernet MIDI 0 E’,".:
1

:Midi Qut 01, Ethernet MIDI 1 E:
Connect Device ID |0 = E:
Dizconnect SI:E
T2 LT TA L Uedabmrortueal o owe |

Fig. 5- The main form in which it is shown where the MIDI Interface Hardware Settings Zone is located (left) and a zoom of the
zone (right) where all the controls are easily visible.

Note that these is a necessary step to allow the communication between the Waldorf microQ'?

and your PC, otherwise they could not communicate.

2) The Objects Memory zone (top center) from which you can load/save programs from/to
the PC (the 6 Load and Save buttons) and transfer programs from the PC to the Waldorf microQ'®
(the 4 Set... buttons) and vice-versa (the 4 Get... buttons).

|| & LoadBank.. ¥ LoadAll. & Load edit buff | Get EdtBulfer | SetEditBuffer | 2
|

Get Programs... | Set Programs...
H Save Bank.. H Save all... H Save edit buff Parrj
L Get Globals Set Globals ol
=] Copy Buffer to 4001 PC memory Init Buffer Get Al Set Al SESE'

— e e e Dl | i Ml il el e i Tl e o - —

Fig. 6 - The positioning of the Objects Memory zone on the main form (left) and a zoom of it (right)

Form this panel you can also store a buffer into one of the PC memory locations (Copy Buffer to
XYZ PC memory button) and Initialize a buffer to the machine system default (/nit Buffer button).

3) The Globals zone, from which you can set/get Waldorf microQ'® global parameters, such
as transposition, tuning as well as Keyboard, Pedal/CV, Display and Controllers settings.

————————————————————————————
Globals 1

" A 2 Initial Irestr t St
Midi Chn,  Omni -~ Tuning [Hz] Fx2Link hone | Keyboard Setup... Sz;ézt nsrumeﬁUd: e Multi . 1

" PomChg Ry off | Transpose Extlnputﬁam: Pedal/CV SR nstl v Single v :

PgmChg Tx off | Clock | Internal Mix In ta| Main out ~ | | Display Setup... Iret 1 Ingt 2 Inst 3 Inst 4
SEaDeD [0 |5 [lapMDisend  Mislevel [0 5 ContolersSeup |[2001 |00 /[aoni ~[[som |1

<

Fig. 7 - The positioning of the Globals zone on the main form (left) and a zoom of it (right)

22 September 2016



Q microQ Editor/Librarian 1.0 - Document version 16.09.22 Pag. 10

4) , from which you can edit the programs in the PC memory.
Note that any changes to a Program can only be done on an Edit Buffer. Then, before any Program
editing operation, regardless of its type, you have to copy it into its edit buffer. Once modified,
you have to copy it into a memory location. Remember that there are TWO edit buffers, one on
the PC side, the other one on the Waldorf microQ side. To hear changes during editing, you have
to copy the PC Editor edit buffer into the Waldorf microQ edit buffer with the Set Edit Buffer
command. And if you like it, remember to store it into a memory location!

microQ Editor X
; P P = ) Globals

Midiln |01 Ethenet MIDI 0 05 Loac Bark.. i LoadAL.. iS5 Load ectbut | GelEdBuller | sEdBurer  Siobole Do e Lk [rone | [KesbosSee T .

Midi Out Get Pograme . | Sel Programs Z . cloct ol i .

i 0 & 5ave Bark . B Savedll. | [E] Save edi buif PamChg Rx off ~| Tianspose 2 EminputGanl |3 |Peda/CV Sewn | oot <) [Singe e

GetBlobals | Setllobals |y o1y [of ~ Cock Intemal  ~ | Milnto Mainout || DisplaySetup.. | st met2 I3 Instd

A A a0 e ClAmbDleand e Al el oD o ACantiallers Selup. w00 V200 L A00 a0 |

—— — ——
Sound Edit Buffsr  ult Edit Buffer  Drums Edit Buffer

Connect Deviee ID El =1| Copy Buffer to AD01 PC mermory It Bufer
Disconnect
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Here you can find three important areas:

a) (rounded by an orange ellipse in the following figure) , from
which you can choose to work with a Sound, Multi or Drum Map Edit Buffer of the PC.
Y G e | e S g e e e
Get Globals Set Globals .
Device ID EI: Copy Buffer tn 001 P marman Init Buf FamiChg Tz | off “| Clack |Intemal — ~ | Mixli
= : — Get Al A gygupevd [0 |2 ClapMiDisend  Mist

Sound Edit Buffer  Multi Edit Buffer  Dirums E dit Buffer
3| T4 | Update sorting | naine aicee Pitch Mod [] Portamento/Glide Amp

kB BankC Barkt _Juran.HaIen =Ef Mode Urisono [DIf ] 5ic | LFOTMW v|  Made Rate Volume: Mod Src | Velocity
I Cat ~ | Category poly | Detune : Amaunt : Portaments : Ve'°Cil.'r': Mad Amaunt :

aW Halen 5. Synt DOszcillators
*Ethereal AT - Synt Waveform  Octave Semitones Detune  PBrange Kbd Track Pulse width P/ Sic Fafhd Ft4 Source Fi Amount Sub F Div Sub A
[ T B, wal e A ln =1 T+ =115 |LES wellEn CSRNN <ot e lln 21 ma~2 Al = A = m ]

Selecting the proper tab from the control is the first thing to do while dealing with programs: if
one wants to edit, copy, save or load a Multis bank then he has to select the Multi Edit Buffer Tab.
The same obviously applies to Sounds and Drum Maps.
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The Programs Mode Zone contains all the settings relative to each of the three edit buffer of the
PC (a Sound, a Multi and a Drum Map Edit Buffer). All the editing is performed on one of these
three PC memory buffers and to upload it to the Waldorf microQ'® corresponding edit buffer you
have to press the Set Edit Buffer button from the Memory Zone.

The program type Tab is also important because it automatically changes the behaviour of some
buttons: if you have selected the Multi Edit Buffer tab then the buttons surrounded by the red line
in Fig. 10 become specific to Multis. So you can load and save a bank of Multis, the Multi edit
buffer and you can copy the multi edit buffer from the Waldorf microQ'“ to the microQ PC Editor

PC memory (Get Edit Buffer) and from the microQ PC Editor to the edit buffer of the Waldorf
(©)

microQ' .
[ Load Bank... | Load&ll.. | Load edit buff | GetEditBuffer | SetEdiBuffer | -
Get Programsz... | Set Programs...
nSave Bank... E Save Al n Save edit buff Fam
. et Globalz Set Globals

FI
~ ! Copy Buffer to ADDT PC memary It Bufer Get Al Set Al Sgn;
s

CmmnA DA Dbb~r L3 v e or r. Ll U

b) , Which is the largest area of the whole form and that allows you
to access and modify every parameter of a Sound, Multi or Drum Map. By selecting the proper
buffer type from the program type Tab you have access to all the parameters relative to a
program type. It is out of the scope of this manual to describe the Waldorf microQ parameters
that can be edited. Please, refer to the official manual of the instrument for this.
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sysiaveny = e e M LoNE (o | s g
rums Edit Mode
sarting
Mame  Syrthbagic
(2] Wolume 100 Tempo |40 -
Controllers
W ® v z
CCH: Bark Selsct MR - LA Bark Selsct MSR - LA Bark Selsct MR - CCH: Bark Selsct MR -
=|  Muli
Bank & Mumber “olume  Transp Detune Output Pan LowWel High'Wel LowKey HighKep Fxl Mix Fx2 Mix MIDI Status
Part1 | AQ01 - Synt: Jump Y.Halen SER e Ho ElMan - C S Sl Ece - ae - e (26 (2] Gikal - Ma - Copy Paste
Paitz | A073-Lead: MiniMoog SER o e Bz Eiman A 11 FHhrEce e -0 [EHz Eeee o e - Copy Paste
L) Pata | A06S - Lead: DeeperJamir MDS - EHe B BMan - -1 B E e - e -5 Eo Eekesl - Md -] Co Paste
Patd | A004 - Synt: Anim Stringl SGR - o o EHo FHman -|c B Eee - (se - B Fs o - Copy Paste
Pait5 | ADOS - Synt: ArtDecaPad DocT - m % n % n % Msn - ||C [t % 127 % c2 -| Ge - £ % 5 - off = G Paste
PartG | AQ0G- Synt: Bubblebath BiX - e e Fman -|C i Ehw Ece (e - = He - o - Copy Paste
Pait7 | 4007 - Synt: Chorustrings MDS - o e Eo Fman -|C - Ehz Eee (s - o R A Paste
Fart§ | 4008 - Synt: Compo Sound SCD -l B B Bman e -1 B Eee -|es - 2 Hs -l - o Paste
Partd | AODS - Synt: Concertintro SCD - oo [Eo Eo EMan -|c -1 [Ehw e - s - R = IERRE Copy Paste
Part 10 | A010 - Synt: Farfisa Wave SGR - o [Ee EHMan -|C - S Efce (e - O = I R A =" Paste
Part 11 ALL - Synts Fly@yFly Mod RS - o e Ee BEman -|C 7 Ece (e - o BEHn - W - Copy Paste
Part 12 | A012 - Synt: Frozen Metal DF - o e Ee Fman - S Bz Eee - (s - R R Paste
Part13 | AD13- Synt: GatedPad  DocT - 100 = % 0 % Man - | C -1 % 127 % 2 - G&8 - 5 % 13 <] of - Copy Paste
Pait14 | AD14 - Synt: Geodesic DB - 1m % n % n % Msn - ||C -1 % 127 % c2 -| G - n % 14 - o - Copy Paste
(=] Pan15 ADIS- Syt Heat2  SCO - e Ee Fman -|C i Ehw Ece (e - N R Copy Paste
Part 16 6016 - Synt: Jump  TEK - o e Eo Eman -|C - Ehz Ece (e - o B -l - ooy Paste
it
Fig. 12 - The Multi Edit Buffer, accessible when the Multi Edit Mode tab is selected
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Fig. 13 - The Drum Map Edit Buffer, accessible when the Drum Map Edit Mode tab is selected
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5) , Which contains all the programs of the PC L uissunme: S ound
memory relative to the selected mode: in case of Sound Edit Mode Update sarting I%

. . . ump
the list of the sounds of one among Bank A (as in Fig. 13), Bank B, ankB_BankC B  Caten
. Prog  Mame Cat ™
Bank Cand Bank t is shown. ADD Jump . Halen 5. Syt Dzcil
H H H H AOD2 1942 Ethereal AT Sent W a

If you double click on a Program from the program list, this will be 2003 | 70 Wevo 3 0C | Gimt San

automatically copied into the Edit Buffer to allow its editing. A004  fnim Stingl SGR Synt Sam
A0S ArDecoPad D, Spnt

This is the zone in which you can sort and organize your programs: in || 4005 Bubblebath BiX  Synt saw

T ADO7  Charustrings MDS Syt Filter

fact you can sort, move, initialize, load, save them as well as you can A008 Compo Sound .. Synt o

. . Her

perform classical copy and paste procedures. Its commands will be ADD3 - Concertntro 5D Synt _

. ADT0 Farfiza‘wawe 5. Spnt Filker 2

now illustrated. AD11 FiyByFlyMod RS Synt Amp

o 4012 Frozen Metal DF Syrt Mode

The buttons T1, T2, T3 and T4 (surrounded by a red rectangle in Fig. ADN3 GatedPad Do.. St ADSF
. A0T4 Geodesic DB Spnt

14), when pressed, generate different random notes that are sentto || e voiz s o
the Waldorf microQ through the selected MIDI Interface. This was ADIE Jump  TEK  Spnt

A7 JunoSaws S0 Sprt

implemented to allow the sound designer to hear the effects of *
sound parameters changes without the need to leave his hands from the PC.

If you are editing a

Program, you have to transfer them to the Waldorf microQ before pressing the Tx buttons to hear

the modified sounds, otherwise the changes will remain only on
the PC side.

The Program Bank Tab (surrounded by a blue rectangle in Fig. 14) allows you
Memory Bank by clicking on it.

to select a different

Several commands are also available by right clicking with the T [ 72| 73| T4 Updseotina | Name Voioos
. e o o o Init Sound W1.3 Mode Unisorm
mouse on the Programs List (surrounded by a green rectangle o o8 Bk Bl ooy it - o - Deue
1 1 H . A0 Jump.Halen 5., Synt scillators
in Fig. 14): a Popup Menu will show you several operations o2 ia.t.e”l sto/as f;; s sariores Detura
. S v Puse - (8 ~|[0 =
that can be performed very quickly on the programs, some of i cemipees. Fad | | or  » =
A00E  PassivLiv. Dim Synt
them enabled only when exactly one Program is selected. They T iiitmaes oo e 3
A0 DityStH  Din o K
are: ADTD  Ravisuini Rl B Paste LA
At a:;lziﬁ:g’ Gopy(cimtens Bt %[
H H iereal ea. 1] - - EI
a) Copy. With this command, you can copy one or more Ao aeeton| . Psteinto current Band =
. . ADNS  ReverseVoice B Copy to an empty 'Bank t' location Ctrl+E |
programs that have been selected in an internal temporary 405 Tt 03 o ooram Homes o Clipbaard [ %
. AD18  CleanSine M
memory buffer of the PC that are then available for future 8013 Chot el G Lond 3 Progr. ' %
Paste operations; A T e A 3=
. . AOZ3 MotchyBass Initialize program Crl+l  F E
b) Paste. With this command you can paste the program(s) gggg é’?g.EiE*S'EL @ Vho's using this program?.. =
M . . M . ~SEnere - T OUICE ezl )
copied with the previously described Copy command into Alzr Comuz Dot P Nl
. . . . ADZ29  wWandeiphone .. Fx n
the desired contiguous memory location(s) (From A0O7 in AT TonSawer DF St [ Mod2 O @ Aeh 70
. A032  Cerebralioreslp A‘:‘mo Mod3 O - J|Pich |
Flg. 15), AD33  Glass Houss MiB  Am Modd O < Pich -0

c) Copy current Bank. This can be used to copy the active

memory Bank (Bank A in Fig. 15) in an internal temporary memory buffer of the PC for

successive Paste operations;

d) Paste into current Bank. This can be used to paste a previously copied bank into the active
one. You can, for example, organize some Programs in Bank t and then copy and paste the

whole bank into Bank A;

e) Copy to an empty 'Bank t' location. With this command you can copy a Program into an empty
memory location of the Bank t. An empty memory location is a memory location which
contains data as those after an initialization procedure (at program startup or after an
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initialization command). This is implemented to allow you to easily select interesting sound
and put them into a memory location that contains no data. If no empty locations are available
then a message is shown;

f) Copy Program Names to Clipboard. This command allows you to copy the program names of a
Bank into the Clipboard. You can then paste them into a word processor and save or print
them for your convenience;

g) Load a Program... With this command you can load a single program from an external file;

h) Save a Program... With this command you can save a single program to an external file;

i) Initialize program. This command sets a Program to its default (empty) value.

i) Who's using this program?. Multis and Drum Maps do not store information regarding the
characteristics of a Sound, but just its reference (e.g. use Sound A007). Multis also can store a
reference to a Drum Map. If you modify a Sound (e.g. AO07), then, Multis and Drum Maps are
modified accordingly. Before modifying a Sound, then, it is important to know who's using it.
With this command a list of Multis and Drum Maps that are using a Program (Sound or Drum
Map) is returned to the sound designer.

In addition to this operation that are accessible through the popup menu, you can sort programs
by means of classical drag and drop operations or, in alphanumerical order, by clicking on the
"Prog", "Name" and "Cat" header buttons. Note that this will not change the memory location in
which programs are stored. Only when you press the Update sorting button all the changes
become permanent in the PC memory (not in the Waldorf microQ device!) and then the program
numbers are changed. This means that the memory location of a Program is changed. As Multis
and Drum Maps store just the memory locations of a Sound to indicate which one to use and not a
copy of it, to avoid that the new sorting could make Multis and Drum Maps pointing to a memory
location which now contains a different program, their references to Programs are automatically
extended to preserve their functionality. For example if, after the sorting procedure, the program
A013 is moved into the location A024 then all the Multis and Drum Maps references to the
program A013 are automatically changed into the program A024 (see

, Multi part 6).
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But keep in mind that this will occur on the PC side, not on the Waldorf microQ side! So, read
carefully the following important advice:

IMPORTANT: IF YOU UPLOAD ANY SOUND (E.G. VIA THE "SET PROGRAMS..." COMMAND) INTO
THE WALDORF MICROQ(C)AFTER AN "UPDATE SORTING" COMMAND, YOU SHOULD ALSO UPLOAD
MuLTis AND DRUM MAPS IF YOU WANT TO PRESERVE MULTIS AND DRUM MAPS LINKS WITH THE
PROPER SOUNDS! OTHERWISE THE CORRECTED MULTIS AND DRUM MAPS REFERENCES WILL BE
MEMORIZED ON THE PC SIDE ONLY! OTHER SIMILAR SITUATIONS ARE POSSIBLE, SO IT IS
RECOMMENDED TO EXECUTE A "SET ALL" COMMAND AFTER AN "UPDATE SORTING" COMMAND.
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microQ PC Editor Description

rmicroC} Editor

From this small zone you can select the input and output MidilIn | O1. Ethemnet MIDI O =
MIDI devices and the two buttons to Connect and Midi Out |01, Ethemet MIDI 1 =
Disconnect the PC MIDI ports: these two buttons are _

. Cannect Device |0 EI =l o
necessary because usually a PC MIDI interface can be used :
by just one application at a time, and then you need to Ii'slmmect Se
decide when the microQ PC Editor should take its control. T TR T e e

b Globals = - .
B.iic. [ Tuning[Hz] [#40 |5 Fx2Link nore  ~ | Keyboard Setup Initial Instrument Settings )
= = Select tode kulti rir.
* PgmiChg R | off ¥ | Transpose U +1 Estlnput Gain - |PedalfCy Setup...| o o Single =
PgmChg Tz | off ~ | Clock |Internal | MicInta Mainout || Displap Setup... Inst1 Inst 2 Inst 3 Inst 4
SysEx DeviD El = [ Ap MIDI send Mix Level El = Controllers Setup... | A00T s~ JADDT s [ JADDT  ~ ADOT

From this zone you have access to all the Globals parameters (on the PC side). These are a
collection of settings that affect the whole machine, regardless of the selected operating modality,
and include the MIDI channels, the tuning, the transposition, the controllers, etc... Please, refer to
the Waldorf microQ manual to understand the meaning of each parameter. As for the edit
buffers, you should copy the Globals parameters from the PC to the microQ (by pressing the Set
Globals button) in order to modify the parameters on the musical instrument.

It is very important to understand where Sounds, Multis, Drum Maps and Global data are stored
and how to move them from a memory location to another. The first thing to know is that there
are two different memory areas which store all the data: one is on the PC side and handled by the
microQ PC Editor and the other one is on the Waldorf microQ device (the musical instrument)
side. The two sides are connected through your MIDI interface which can transfer data in both
direction. The two memory areas are independent each other so that they in general contain
different data. You can, however, copy a memory block (e.g. a Sound) from the PC editor side to
the Waldorf microQ side or vice-versa, but after you have copied it, any modification that is done
to an object on one side is not automatically transferred to the other side. You have to copy again
the modified object.
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The followings table and figure illustrate the number and type of objects handled on both sides of

the MIDI chain.
TABLE | - Memory Storage Capabilities
. PC side microQ side
Object
Count Description Count Description
4 banks (A, B, C, t) of 100 Sounds 3 banks (A, B, C) of 100 Sounds
Sound | 401 . 301 .
each plus 1 Sound Edit Buffer each plus 1 Sound Edit Buffer
Multis | 201 2 banks (M, t) of 100 Multis each 101 1 bank (M) of 100 Multis plus 1
plus 1 Multi Edit Buffer Multi Edit Buffer
Drum a1 2 banks (D, t) of 20 DrumMaps ” 1 bank (D) of 20 Drum Maps plus 1
Maps each plus 1 DrumMap Edit Buffer Drum Map Edit Buffer
There is just 1 memory location There is just 1 memory location for
Globals 1 . . 1 . .
for this object this object

Sounds Bank A [100]
Sounds Bank B [100]

Sounds Bank C [100]

‘ Sounds Bank t [100] ‘

Sound Edit Buffer [1]
Multis Bank M [100]

Multis Bank t [100]

Multi Edit Buffer [1]
DrumMap Bank D [20]

‘ DrumMap Bank t [20] ‘

DrumMap Edit Buffer [1]

Fig. 19 - Memory Objects of the PC Editor and Waldorf microQ
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another one of the same

object type through 16 =
buttons in the Programs
Memory Zone. They act on

(& Load Bark.. & LoadAl.. (2 Load editbuff | GetEdit Buffer | Set Edit Buffer MEJF
id
Get Programs... || Set Programe...
n Save Bark... E Save all... m Save edit buff Parm
Get Globalz Set Globalz p

Copy Butter to AD0T PC memary Imit Buffer Get Al Set Al Sgn;
|

Lo I e 1 m R [T BT S - -oenoe -lrl

Fig. 20 - The Program Memory Zone
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the object type selected in the Program Type Tab: for example if you are in Multi mode then the
Load Bank... button will show a DialogBox that will allow you to load a whole bank of Multis. The
buttons of the first three rows of this zone refer to operation acting on the PC side only, that is do
not modify objects contained in the microQ. Data transmission among the PC side and the microQ
side is performed after pressing buttons of the 4th and 5th column: in particular Get buttons (4th
column) will transfer data from the microQ device to the PC editor whereas Set buttons will copy
data from the PC side into the Waldorf microQ instrument.

Their functioning will be now illustrated.

With this button you can load a whole bank of e ) e ey ':a“
urr
programs into a PC Editor bank. If you are in Sound Mode you can BankA BankB BankC Bankt Cat
L ab
load 100 Sounds and put them into the actually selected bank e .
. . - A001 Jump* HalenS.. Synt Os
(Bank A in Fig. 21) among the four available (Bank A, Bank B, Bank | s002 1942 Ethereal AT Synt W,
. . . . ADD3 0%k wWawve 3CC Synt Sa
C and Bank t). Select the destination bank BEFORE loading a file 2004 | Anim Sing] SGR | S —
bank. If you are in Multi Mode you can load 100 Multis and put AOD5  AtDecoPad D Spnt —
them into the selected bank among the two available (Bank M and igg? gﬁ:ﬂiﬁj;sags gﬁ:: Fill
Bank t). Finally, if you are in Drum Map Mode you can load 20 AD08 Compo Sound . Synt File
. ADDS Concetlntra5CD  Synt
Drum Maps and put them into the selected bank among the two AT10 Fz;izzr\v\:!:es__ Sﬁ:l Fille
available (Bank D and Bank t). Note that Multis and Drum Maps ADTT FlyByFly Mod RS Synt An
] - - - 4012 FrozenMetal DF Synt Hoc
objects do not store the sounds objects they are using but just AD3 GatedPad Do, Synk AD
their reference (the program number). Thus, loading a Multi or ADT4 Geodesic DB Synt
. - . A5 Heat2 SCD Synt
Drum Map could result in a mess if the proper Sounds objects are ADIE Jump  TEK  Synt
not in the PC memory. If you are in doubt, maybe the Load All... iﬂl; “:fj:ﬁj;::: j{' ?:::

command could be a better choice.
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Multi Edit Mode - Load Bank
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Sounds Bank A [1..100]
Sounds Bank B [1..100]

-

Sounds Bank C [1..100]

~w| SoundsBankt(1.100) |

Sound Edit Buffer [1]

b

-

Multis Bank t [1..100]

DrumMap Bank t [1..20]

(Bank B in the figure)

bl ™
P =)

Sounds Bank t [1..100]

Multis Bank M [1..100] H
Multis Bank t (1.100] |

DrumMap Bank t [1..20]

M in the figure)

22 September 2016

Multis Bank M [1..100] |
Multi Edit Buffer [1] Multi Edit Buffer (1]

Sounds Bank A [1.,100]
Sounds Bank B [1..100]
Sounds Bank C [1..100]
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Fig. 22 - The Load Bank Command in Sound Edit Mode: 100 Sounds are loaded from a PC file and copied into the active Bank

Fig. 23 - The Load Bank Command in Multi Edit Mode: 100 Multis are loaded from a PC file and copied into the active Bank (Bank
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Drums Edit Mode - Load Bank

bl
F——— 95}

Sounds Bank t [1..100]

Multis Bank t [1..100

DrumMap Bank D [1..20] | DrumMap Bank D [1..20]
). R ———— |

: & | DrumMap Bank t [1..20] I :

1 1

1 1

1 ]

]

DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]
L

Fig. 24 The Load Bank Command in DrumMap Edit Mode: 20 DrumMaps are loaded from a file and copied into the active Bank
(Bank D in the figure)
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1. Save Bank... With this button you can save and store a whole bank of programs into a PC
file. If you are in Sound Mode you can save 100 Sounds from the actually selected bank.
Select the bank you want to store BEFORE saving a file bank. If you are in Multi Mode you
can save the 100 Multis of the selected bank. Finally, if you are in Drum Map Mode you can
save the 20 Drum Maps of the selected bank. Note that Multis and Drum Maps objects do
not store the sounds objects they are using but just their reference (the program number).
Thus, in this case it is suggested to also store the whole Sound set.

Sound Edit Mode - Save Bank

2 SoundsBank A [1..100] Sounds Bank A [1.,100]

Sounds Bank B [1..100] Sounds Bank B [1..100]

Sounds Bank C [1..100] Sounds Bank C [1..100]

| soundsBankt(1.100] |

Sound Edit Buffer [1]

Multis Bank t [1..100

DrumMap Bank t [1..20

Fig. 25 - The Save Bank Command in Sound Edit Mode: the 100 Sounds from the selected active Bank are stored to a PC file.

22 September 2016



m microQ Editor/Librarian 1.0 - Document version 16.09.22 Pag. 22

Multi Edit Mode - Save Bank

E . PC microQ
-,

Sounds Bank t [1..100]

Multis Bank M [1..100] | ]
1 i
]
1
1

Multi Edit Buffer (1] Multi Edit Buffer [1]

Multis Bank t [1..100]

DrumMap Bank t [1..20]

Fig. 26 - The Save Bank Command in Multi Edit Mode: the 100 Multis from the selected active Bank are stored to a PC file.

Drums Edit Mode - Save Bank

Sounds Bank t [1..100]

Multis Bank t [1..100

Fig. 27 - The Save Bank Command in DrumMap Edit Mode: the 20 DrumMaps from the active Bank are stored to a PC file.
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2. Load All... With this button you can load the complete set of objects into the PC memory:
Sounds, Multis, Drum Maps and Globals. This is the easiest, safest and fastest way to
restore a complete configuration. Multis and Drum Maps program references to sounds,
furthermore, refer to the correct objects which is not guaranteed if you are loading a
Multis or Drum Maps bank.

Load All

Sounds Bank A [1..100] Sounds Bank A [1..100]

Sounds Bank B [1..100] Sounds Bank B [1..100]

Sounds Bank C [1..100] Sounds Bank C [1..100]

| soundsBankt[1.100] |

Sound Edit Buffer [1]

Multis Bank M [1..100 I

| Multis Bank t [1..100] H

Multi Edit Buffer [1] Multi Edit Buffer [1]
................................................................... 1
____________________________________________________________________ y

DrumMap Bank D [1..20] DrumMap Bank D [1..20] :

1

DrumMap Bank t [1..20] I 1

]

DrumMap Edit Buffer [1] DrumMap Edit Buffer [1] :
______________________________________________________________ 1]

T T rm— e T T T -
! Globals Buffer [1] Globals Buffer [1] !
L — ]

Fig. 28 - The Load All command: 300 Sounds, 100 Multis, 20 DrumMaps and the Globals Buffer are loaded from a PC file.
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3. Save All... With this button you can store the complete set of objects of the PC microQ PC
Editor into a PCfile. This includes Sounds, Multis, Drum Maps and Globals. This is the
easiest, safest and fastest way to backup a complete configuration. But this does not
backup your Waldorf microQ device, just the objects of the PC microQ PC Editor. If you

want to backup your microQ device you have to copy your objects from the microQ side to

the PC side (see the Get All command) before pressing the Save All... button.

Save All

DrumMap Bank D [1..20]

.PC

Sounds Bank A [1..100]
Sounds Bank B [1..100]
Sounds Bank C [1..100]

| soundsBankt(1.100] |

Sound Edit Buffer [1]

Multis Bank t [1..100] }

Multi Edit Buffer (1]

DrumMap Bank t [1..20] I
DrumMap Edit Buffer [1]

Globals Buffer [1]

Sounds Bank A [1..100]

Sounds Bank B [1..100]

Sounds Bank C [1..100]

Sound Edit Buffer [1]

Multis Bank M [1..100] I
Multi Edit Buffer [1]

DrumMap Bank D [1..20]
DrumMap Edit Buffer [1]

Fig. 29 - The Save All command: 300 Sounds, 100 Multis, 20 DrumMaps and the Globals Buffer are stored into a PC file.
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4. Copy Buffer to XXX PC memory. With this command you can copy the edit buffer into the
selected PC memory. You must select the destination memory location BEFORE copying the
edit buffer. To select the target memory destination you have to single-click on the
Program List. Be careful that a double click will overwrite the Edit Buffer!

Sound Edit Mode - Copy Buffer to PC memory

microQ

Sounds Bank A [1..100]

Sounds Bank B [1..100] |

Sounds Bank C [1..100]

\ Multis Bank t [1..100]
= -
b S

DrumMap Bank t [1..20]

Fig. 30 - Copy Buffer to PC Memory in Sound Edit Mode: the Edit Buffer Sound is copied into one of the memory locations of the
Bank A, B, C, ort.
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Multi Edit Mode - Copy Buffer to PC memory

PC

Sounds Bank t [1..100]

Multis Bank M [1..100] Multis Bank M [1..100]

1 ]
| I
I ]
|| MultisBankt [1..100] } !
e

i i
1 ]

Multi Edit Buffer 1] Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 31 - Copy Buffer to PC Memory in Multi Edit Mode: the Edit Buffer Multi is copied into one of the memory locations of the
Bank M or t.

Drums Edit Mode — Copy Buffer to PC memory

Sounds Bank t [1..100]

Multis Bank t [1..100]

DrumMap Bank D [1..20] DrumMap Bank D [1..20] :
1

DrumMap Bank t [1..20] \ :

1

1

1

1

DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]

Fig. 32- Copy Buffer to PC Memory in Multi Edit Mode: the Edit Buffer Multi is copied into one of the memory locations of the
Bank D or t.
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5. Load Edit Buffer. With this command you can load a unique program into the corresponding
Edit Buffer on the PC (not on the microQ). Two different file formats are supported: native
PC Editor files (*.gss), or MIDI SysEx files (*.syx, *.mid);

Sound Edit Mode - Load Edit Buffer

microQ

Sounds Bank A [1.,100]

Sounds Bank B [1..100]

Sounds Bank C [1..100]

— Sound Edit Buffer [1

Multis Bank t [1..100

DrumMap Bank t [1..20]

Fig. 33 - Load Edit Buffer in Sound Edit Mode: a PC file can be directly loaded into the Sound Edit Buffer
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Multi Edit Mode - Load Edit Buffer

E . PC microQ
—,

Sounds Bank t [1..100]

Multis Bank M [1..100] I
Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 34 - Load Edit Buffer in Multi Edit Mode: a PC file can be directly loaded into the Multi Edit Buffer

Drums Edit Mode - Load Edit Buffer

E . PC microQ
—,

Sounds Bank t [1..100]

Multis Bank t [1..100]

DrumMap Bank D [1..20]

DrumMap Bank D [1..20]

\ DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]
o o o o o o e
R \
: Globals Buffer [1] Globals Buffer [1] :
L a

Fig. 35 - Load Edit Buffer in Drums Edit Mode: a PC file can be directly loaded into the Drums Edit Buffer
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6. Save Edit Buffer. With this command you can store a PC Edit Buffer into a file. Only the

native file format (*.qss) is supported.

Sound Edit Mode - Save Edit Buffer

Sounds Bank A [1.,100]

Sounds Bank B [1..100]

Sounds Bank C [1..100]

Multis Bank t [1..100

DrumMap Bank t [1..20]

Fig. 36 - Save Edit Buffer in Sound Edit Mode: its content can be stored to a PC file.
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Sounds Bank A [1.,100]
Sounds Bank B [1..100]
Sounds Bank C [1..100]
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Multi Edit Mode - Save Edit Buffer

E . PC microQ
—,

Sounds Bank t [1..100]

Multis Bank M [1..100] I
Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 37 - Save Edit Buffer in Multi Edit Mode: its content can be stored to a PC file.

Drums Edit Mode - Save Edit Buffer

E. PC microQ

Sounds Bank t [1..100]

Multis Bank t [1..100]

DrumMap Bank D [1..20]

DrumMap Bank D [1..20]

\ DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]
o o o o o
R \
: Globals Buffer [1] Globals Buffer [1] :
L a

Fig. 38 - Save Edit Buffer in Drums Edit Mode: its content can be stored to a PC file.
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Init Buffer. With this command you can initialize an edit buffer by assigning default values
to it. Actually, initialization is performed by loading a predefined file stored in the same
path of the microQ PC Editor. There are three files for this: INIT.QSS for Sounds, INIT.QSM
for Multis and INIT.QSD for Drum Maps. To modify initialization parameters you can set
the initial desired values into an Edit Buffer and then save the Edit Buffer overwriting the
corresponding INIT.QS* file.

Sound Edit Mode - Init Buffer

microQ

Sounds Bank A [1.,100] Sounds Bank A [1.,100]

» Sounds Bank B [1..100] Sounds Bank B [1..100]

' W Sounds Bank C [1..100] Sounds Bank C [1..100]
| soundsBankt(1.100] |

Init.gss

— Sound Edit Buffer [1] Sound Edit Buffer [1]

Multis Bank t [1..100

DrumMap Bank t [1..20

Fig. 39 — Initialization of the Sound Edit Buffer: the file INIT.QSS is loaded and copied into the Edit Buffer
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Multi Edit Mode - Init Buffer

E. PC microQ

|nit‘qsm Sounds Bank t [1..100]

Multis Bank M [1..100] |
Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 40 — Initialization of the Multi Edit Buffer: the file INIT.QSM is loaded and copied into the Edit Buffer

Drums Edit Mode - Init Buffer

E. PC microQ

|nit‘qsd Sounds Bank t [1..100]

Multis Bank t [1..100]

DrumMap Bank D [1..20]

DrumMap Bank D [1..20]
\ DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]

Fig. 41 — Initialization of the Drum Map Edit Buffer: the file INIT.QSD is loaded and copied into the Edit Buffer
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8. Get Edit Buffer. With this operation you can copy the Edit Buffer of the microQ into the
corresponding Edit Buffer of the PC Editor.

Sound Edit Mode - Get Edit Buffer

Sounds Bank A [1..100] Sounds Bank A [1..100]

Sounds Bank B [1..100] Sounds Bank B [1..100]

Sounds Bank C [1..100] Sounds Bank C [1..100]

Multis Bank t [1..100

Pag. 33

DrumMap Bank t [1..20]

Fig. 42 - Get Edit Buffer in Sound Edit Mode: the content of the Waldorf microQ Sound Edit Buffer is copied into the
corresponding PC Editor buffer.
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Multi Edit Mode - Get Edit Buffer

bl ™
L9

Sounds Bank t [1..100]

___________________________________________________________________

Multis Bank M [1..100] Multis Bank M [1..100]

1

1

1

© | MultisBankt[1.100] |

1

! Multi Edit Buffer [1] Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 43 - Get Edit Buffer in Multi Edit Mode: the content of the Waldorf microQ Multi Edit Buffer is copied into the corresponding
PC Editor buffer.

Drums Edit Mode - Get Edit Buffer

E PC microQ
— 3K :’i =

')

Sounds Bank t [1.,100]

Multis Bank t [1..100]

DrumMap Bank D [1..20]
DrumMap Bank t [1..20]
DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]

DrumMap Bank D [1..20]

Fig. 44 - Get Edit Buffer in Drums Edit Mode: the content of the Waldorf microQ Drum Map Edit Buffer is copied into the
corresponding PC Editor buffer.
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9. Set Edit Buffer. Similarly, but in the opposite direction, you can upload to the Waldorf

microQ Edit Buffer the one handled by the PC Editor.

Sound Edit Mode - Set Edit Buffer

Sounds Bank A [1..100]

Sounds Bank B [1..100]

Sounds Bank C [1..100]

Ul ; Y
g / Multis Bank t [1..100
b . -

DrumMap Bank t [1..20]

Sounds Bank A [1..100]
Sounds Bank B [1..100]
Sounds Bank C [1..100]

Fig. 45 - Set Edit Buffer in Sound Edit Mode: the content of the PC Editor Sound Edit Buffer is copied into the corresponding

Waldorf microQ buffer.
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Multi Edit Mode - Set Edit Buffer

EI PC microQ
pE— T =, 3=

Sounds Bank t [1..100]

Multis Bank M [1..100] Multis Bank M [1..100]

[

[

| |

: Multis Bank t [1..100] |

[

: Multi Edit Buffer 1] Multi Edit Buffer [1]

DrumMap Bank t [1..20]

\
Fig. 46 - Set Edit Buffer in Multi Edit Mode: the content of the PC Editor Multi Edit Buffer is copied into the corresponding

Waldorf microQ buffer.

Drums Edit Mode - Set Edit Buffer

bl
AT,

d

Sounds Bank t [1..100]

Multis Bank t [1..100]

DrumMap Bank D [1..20]
DrumMap Bank t [1..20]
DrumMap Edit Buffer [1] DrumMap Edit Buffer [1]

DrumMap Bank D [1..20]

\
Fig. 47 - Set Edit Buffer in DrumMap Edit Mode: the content of the PC Editor Drums Edit Buffer is copied into the corresponding
Waldorf microQ buffer.
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10. Get Programs.... With this command you can copy programs from the Waldorf microQ to
the PC Editor. This will overwrite the previously stored programs. You can select the range
of the programs to be copied by selecting the first and the last one and the location of their
destination on the PC Editor by selecting the location of the first program on the PC Editor.
The other programs will be stored in the successive locations. If the available memory
locations are not sufficient to hold all the programs then a message will be displayed. Note
that in this way you are not forced to store for example the A001-A020 Waldorf microQ
Sounds range into the A001-A020 locations on the PC side, but you can store them in
whatever destination range you want (from t016 to t035 in the example of Fig. 49). This is
useful if you want to provide a different order to your sounds.

Sound Edit Mode - Get Programs

Sounds Bank A [1..100] | Sounds Bank A [1..100]
Sounds Bank B [1..100] Sounds Bank B [1..100]

Sounds Bank t [1..100] I

Sound Edit Buffer [1]

1
1
1
1
1
i
1
Sounds Bank C [1..100] Sounds Bank C [1..100] :
1
i
1
1
1
1
i

e e e

Fig. 48 - Get Programs in Sound Edit Mode: the content of a range of contiguous Sounds on the Waldorf microQ is copied into
the PC Editor memory, starting from a user defined location.
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Tranfer Programs by Range x

Source: microl) Destination: PC

= Transfer

GQuery Interval [ms]

First Program  A001 300 =l First Program k016 - Init: Inik Sound Y13 -

4

Last Program  FNRET -

j‘?‘{ Close

Fig. 49 - The form that allows you to select from the source (microQ in the figure) the Programs to be copied, by defining its
range, and the destination memory location (from t016 of the PC Editor in the figure).

Multi Edit Mode - Get Programs

E PC microQ
P

Sounds Bank t [1..100]

: Multis Bank M [1..100] n T Multis Bank M [1..100]

! | |

© | MultisBankt[1.100] |
1
1
1

Multi Edit Buffer [1] Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 50 - Get Programs in Multi Edit Mode: the content of a range of contiguous Multis on the Waldorf microQ is copied into the
PC Editor memory, starting from a user defined location.
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Drums Edit Mode — Get Programs

Sounds Bank t [1..100]

Multis Bank t [1..100

1 (]
1 ]
| LR (]
: DrumMap Bank t [1..20] I :
1 (]
: DrumMap Edit Buffer [1] DrumMap Edit Buffer [1] :
o o o o o o e ]

Fig. 51 - Get Programs in DrumMap Edit Mode: the content of a range of contiguous Drums on the Waldorf microQ is copied into
the PC Editor memory, starting from a user defined location.
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11. Set Programs... With this command you can copy programs from the PC Editor to the
Waldorf. This will overwrite the previously stored programs. You can select the range of
the programs to be copied by selecting the first and the last one and the location of their
destination on the Waldorf microQ by selecting the location of the first program on the PC
Editor. The other programs will be stored in the next locations. If the available memory
locations are not sufficient to hold all the programs then a message will be displayed.

Sound Edit Mode - Set Programs

Sounds Bank A [1.,100]

Sounds Bank B [1..100]

Sounds Bank C [1..100]

- Multis Bank t [1..100
S8
3

DrumMap Bank t [1..20

Fig. 52 - Set Programs in Sound Edit Mode: the content of a range of contiguous Sounds on the PC Editor is copied into the
Waldorf microQ memory, starting from a user defined location.
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Multi Edit Mode - Set Programs

Sounds Bank t [1..100]

bttt eicbmtcteatminiobebsimtateiabotaietobaioictelot etabeieletetotsettmiciepiebeieintrbaieteicheteimtetotetnietoi
Hl  Muitis Bank M [1..100] n ~ L Multis Bank M [1..100]

| - _I =
! Multis Bank t [1.100] |
i
]

Multi Edit Buffer [1] Multi Edit Buffer [1]

DrumMap Bank t [1..20]

Fig. 53 - Set Programs in Multi Edit Mode: the content of a range of contiguous Multis on the PC Editor is copied into the
Waldorf microQ memory, starting from a user defined location.

Drums Edit Mode - Set Programs

E PC microQ
1D, 3=

Sounds Bank t [1..100]

Multis Bank t [1..100]

e B L B S SR R S i i i i i L]
: DrumMap Bank D [1..20] n T — DrumMap Bank D [1..20] :
1 . / 1
i DrumMap Bank t [1..20] 1
1 1
: DrumMap Edit Buffer [1] DrumMap Edit Buffer [1] :
e o o o o o B o |

Fig. 54 - Set Programs in Drum Map Edit Mode: the content of a range of contiguous DrumMaps on the PC Editor is copied into
the Waldorf microQ memory, starting from a user defined location.
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corresponding Globals object of the PC Editor.

Get Globals

==
Sounds Bank t [1..100]

\/ Multis Bank t [1..100]
) -

DrumMap Bank t [1..20]

i
! Globals Buffer [1]
L

Fig. 55 - Globals buffer from the Waldorf microQ is copied onto the corresponding buffer on the PC Editor
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12. Get Globals. With this command you can copy the Globals settings of the microQ into the
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13. Set Globals. Similarly, but in the opposite direction, you can upload to the Waldorf microQ
a copy of the Globals of the PC Editor.

Set Globals

Sounds Bank t [1..100]

f
\/ Multis Bank t [1..100

DrumMap Bank t [1..20]

1
1
Globals Buffer [1] Globals Buffer [1] :
a4

Fig. 56 - Globals buffer from thePC Editor is copied onto the corresponding buffer on the Waldorf microQ
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14. Get All. With this operation you can copy all the objects of the microQ into the
corresponding objects of the PC Editor. After this operation (which usually lasts a couple of
minutes), the corresponding memory locations will contain the same data. If you want to
backup the data of your Waldorf microQ you can invoke the Get All command and then the
Save All command.

Get All

-
: Sounds Bank A [1..100] Sounds Bank A [1..100] :
1 ]
: Sounds Bank B [1..100] Sounds Bank B [1..100] :
1 ]
: Sounds Bank C [1..100] Sounds Bank C [1..100] :
1 ]
1 ]
1 ]
1 ]
1 ]
1 ]
L 1
i' 1
i Multis Bank M [1..100] ]
e == )
I L Multis Bank t [1..100] m !
1 1
: Multi Edit Buffer [1] Multi Edit Buffer [1] :
e —______l

il fegefefefefegefefele oottt e T N
: DrumMap Bank D [1..20] DrumMap Bank D [1..20] :
1 (]
e DrumMap Bank t [1..20] I 1
1 ]
: DrumMap Edit Buffer [1] DrumMap Edit Buffer [1] :
e o o o o e e | ]
ettt -
: Globals Buffer [1] —— Globals Buffer [1] :
L — ]

Fig. 57 - With Get All command the whole set of the editable parameters of the microQ is copied from the microQ to the PC
Editor memory. t Banks (Sounds, Multis and DrumMaps) are left unmodified.
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15. Set All. This is opposite than the previous command: all the objects contained in the PC
editor (except for the extra Bank t) will be copied into the corresponding memory locations
of the Waldorf microQ. If you want to restore a backupped microQ configuration then you
have to invoke the Load All command, select the desired backup file and then the Set All
command.

Set All

" 1
Hl  sounds Bank A [1..100) Sounds Bank A [1..100]
1 1
: Sounds Bank B [1..100] Sounds Bank B [1..100] :
1 1
: Sounds Bank C [1..100] Sounds Bank C [1..100] :
1 1
! | SsoundsBankt[1.100] | !
1 1
I Sound Edit Buffer [1] Sound Edit Buffer [1] :
e o o S B o B B B O B B B B B 1
e e e o e 3
: Multis Bank M [1..100] | Multis Bank M [1..100] | :
e TN, )
| MutisBankt[1.100] | |
1 1
: Multi Edit Buffer (1] Multi Edit Buffer [1] :
.

P —————————— ————— ——— e ————————— 3 —0 ———————————————————————————————————— ':
: DrumMap Bank D [1..20] DrumMap Bank D [1..20] :
1 1
: DrumMap Bank t [1..20] I :
1 1
: DrumMap Edit Buffer [1] DrumMap Edit Buffer [1] :
o o o o o o ]
e 1
: Globals Buffer [1] _— Globals Buffer [1] :
L a

Fig. 58 - With Set All command the whole set of the editable parameters of the microQ is copied from the PC Editor memory to
the microQ. t Banks (Sounds, Multis and DrumMaps) are not copied as they are available only on the PC side.
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TIPS

You can modify Programs only on the PC Editor Edit Buffer. Then you have to put a Program in the
Edit buffer, modify it and then eventually store it.

How to put a Program into the PC Editor edit buffer:

1) If the Program is in the PC Editor you have to find it in your Program List and then double
click on it.

2) If the Program is in the Waldorf microQ Edit Buffer you just need to invoke the Get Edit
Buffer command.

3) If the Program is in a Waldorf microQ memory location you need to invoke the Get
Program command selecting the proper memory locations to transfer (source and destination).
Then, once the program has been transferred on the PC, proceed as in 1).

How to modify an Edit Buffer Program.

Modify all the parameter you want, but if you want to hear the Program remember that you are
acting on the PC Editor Edit Buffer, and then you have to transfer it to the Waldorf microQ
corresponding buffer with the Set Edit Buffer command. Remember also to store the Program
somewhere, if you like it, because no UNDO capabilities are implemented either on the PC or on
the Waldorf microQ side, so that if you overwrite a memory location you cannot recover it.

How to store a Program from the PC Editor edit buffer:

1) If the Program should be stored in the PC Editor you have to invoke the Copy Buffer to PC
memory command.

2) If the Program should be copied in the Waldorf microQ Edit Buffer you just need to invoke
the Set Edit Buffer command.

3) If the Program should be copied in a Waldorf microQ memory location you need to invoke
the Set Program command selecting the proper memory locations to transfer (source and
destination).

To backup the Waldorf microQ device you should invoke the Get All command, to transfer all the
Waldorf microQ data into the PC Editor, and then the Save All command to store them into a file.

To restore the Waldorf microQ device you should invoke the Load All command by specifying the
file which contains backupped data, and then the Set All command to transfer the loaded data to
Waldorf microQ.
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Bugs
Please, signal bugs at the following email address, providing a description of them and the steps to
reproduce them:

microq_bug@Iuigibianchi.com

Features requests

If you need some special features, try to ask for them. Maybe you can see them in future releases.

Use this email address:

microq_feature_request@Iuigibianchi.com
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