
Pittsburgh Modular —
Gamesystem

Manual PDF

Manual PDF

Pittsburgh Modular Game
System — using it for melodic
music

The Pittsburgh Modular Game System is presented as a sequencing

“arcade,” but from a musical Eurorack perspective it’s really a multi-role

melody and rhythm generator with several different ways to produce pitch

CV, gates, clock structure, and controlled randomness.

For melodic use, the most important takeaway is:

Outputs 1 and 2 can provide CV in several games

Outputs 3 and 4 often provide gates/clocks

The module’s CV/gate inputs can remotely “play” the interface, so

another sequencer, LFO, logic module, or gate source can

continuously reshape melodies

Several games output 1V/oct calibrated random or stepped

voltages, which makes the Game System especially useful as a

melodic brain when paired with oscillators and quantized

patching expectations
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What this module can contribute melodically

At a high level, the Game System can create melodic components in five

main ways:

Traditional pitch sequencing

via Game 2: Music Sequencer

Random but clocked melodic phrases

via Game 1: Meteor Shower, Game 5: Probability Machine, and 

Game 6: Euclidean Rhythms

Clock-derived melodic phrasing and note timing

via Game 4: Time Traveller

Multi-lane trigger sequencing for melodic voices or envelopes

via Game 3: Drum Sequencer

CV-controlled transformation of patterns

via the BUTTON / MODE / RESET / LEFT / RIGHT / UP / DOWN

inputs

That means this one module can serve as: - a main melody sequencer, - a

counter-melody generator, - a clocked random pitch source, - a phrase

variation engine, - or a trigger structure generator for melodic voices.

Best games for melody

1. Game 2: Music Sequencer

This is the most direct melodic tool in the module.

What it does

A 32-step CV and gate sequencer

Step length can be 1–32 steps

Each step can be active or inactive
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Each step’s voltage can be set from 0 to 5V

Playback modes:

forward

pendulum

reverse

random

Output 1 = pitch CV

Output 2 = same pitch CV

Output 3 = gate when active step plays

Output 4 = clock every step

Why it’s good for melody

This is the obvious patch if you want: - basslines - lead lines - arpeggio-like

sequences - repeating motifs with variable length - generative melodies

when direction is set to random

Because the CV is 1V/oct calibrated, you can patch Out 1 straight to an

oscillator’s pitch input. Then: - Out 3 to envelope gate - envelope to VCA -

oscillator through filter/VCA chain

Strong melodic uses

Mono synth voice:

Out 1 → VCO 1V/oct

Out 3 → envelope gate

Out 4 → clock another sequencer or modulation source

Doubled melodic line:

Since Out 1 and Out 2 are the same CV, send:

Out 1 → main oscillator

Out 2 → second oscillator, wavefolder tracking, or filter cutoff for

harmonic contour

Phrase-length composition:

Use the 2-second press on joystick button to set the last step,
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making irregular phrase lengths like 5, 7, 11, or 13 steps for more

musical looping patterns

Performance variation:

Use the MODE button/CV input to cycle between forward,

pendulum, reverse, and random for instant phrase mutation

Musical note

Because voltages are freely set, pitch values are not internally described

as scale-quantized beyond 1V/oct calibration. In practice, if you want strict

diatonic melodies, you may want: - careful manual tuning of steps, or - an

external quantizer after Out 1/Out 2

Still, for tonal and semi-tonal sequencing, it’s very usable.

2. Game 6: Euclidean Rhythms

This game is one of the most musically useful for generative melody.

What it does

Builds Euclidean gate patterns from:

total sequence length

number of beats

Direction modes:

forward

pendulum

reverse

random

Joystick button inverts the pattern

Output 1 = random CV when an active step occurs

Output 2 = gate on active step

Output 3 = gate on inactive step

Output 4 = master step clock
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Why it’s good for melody

This is not just a rhythm generator. It gives you: - pitched random notes

tied to musically distributed triggers - complementary gate streams from

active/inactive steps - easy evolving melodic ostinatos

Melodic patch ideas

A. Euclidean melody voice

Out 1 → oscillator pitch

Out 2 → envelope gate

Envelope → VCA

Now every active Euclidean beat generates a new random pitch. This

creates: - pseudo-arpeggios - generative plucks - minimalist melodic cycles

B. Melody + counter-melody

Out 1 → oscillator A pitch

Out 2 → envelope A gate

Out 3 → envelope B gate

Use Out 3 to trigger a second voice, sample-and-hold, or accent line on the 

gaps of the main pattern.

C. Clocked motif generator

Out 4 → clock another sequencer

Out 2 → reset or trigger logic

Out 1 → quantizer → oscillator

This can become a full melodic phrase generator when combined with

external quantizing.

Why Eurorack musicians will like it

Euclidean patterns naturally feel musical and balanced. Here, because the

pitch changes only on active steps, you get a close link between rhythm

density and melodic activity, which is excellent for evolving melodic lines.
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3. Game 5: Probability Machine

This is one of the strongest generative melody sources in the module.

What it does

Produces two paired random CV/gate channels

Gates occur on clock multiples, so patterns stay rhythmically

coherent

X-axis = event probability

Y-axis = event complexity

Joystick button selects 4 complexity levels

Mode button toggles manual/computer control of the red arrow

Pairings:

Out 1 + Out 3

Out 2 + Out 4

Out 1 and Out 2 are 1V/oct random CVs, 5V range

Why it’s good for melody

This game is perfect for: - semi-random melodies - two related melodic

voices - clock-synced note generation - “alive” patterns that don’t fully

break tempo

Unlike free random voltages, these outputs are tied to a musically useful

gate structure. That makes it much easier to patch into a playable melodic

voice.

Melodic patch ideas

A. Dual melody generator

Out 1 → VCO A pitch

Out 3 → envelope A gate

Out 2 → VCO B pitch

Out 4 → envelope B gate
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Now you have two independent but related random melodic lines, ideal

for: - lead + bass - melody + harmony drone hits - call-and-response voices

B. Controlled chaos lead

Set low-to-medium probability on the X-axis

Increase Y for complexity

Send Out 1 through quantizer

Use Out 3 to strike LPG or envelope

This yields sync’d, sparse, interesting lead notes.

C. Harmonic modulation

Use the second random CV not as pitch but as a melodic contour control: -

Out 1 → oscillator pitch - Out 2 → filter cutoff or wavefolder amount - Out 3

→ envelope gate

This creates a melodic voice whose timbre changes with each note event.

Why it stands out

For melodic composition, this game is especially useful because it offers 

paired CV/gate outputs, which is exactly what a synth voice wants.

4. Game 1: Meteor Shower

This is more unusual, but still very useful melodically.

What it does

Moving spaceship/cursor interacts with falling meteors

When cursor collides with meteor:

Out 1 = random CV

Out 2 = gate

When meteor hits ground:

Out 3 = gate

Out 4 = step clock
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Cursor can be manually moved or placed in autopilot

Why it’s good for melody

Meteor Shower is basically an event-driven random note generator. It’s

less deterministic than the Music Sequencer, but that unpredictability can

be very musical.

It works well for: - ambient melodic fragments - game-like bleeps - reactive

note events - sparse generative melodies

Good melodic uses

A. Sparse random melody

Enable cursor autopilot

Set meteor density low

Out 1 → quantizer → oscillator pitch

Out 2 → envelope gate

This creates occasional notes tied to collisions.

B. Human-in-the-loop melody

Manually move joystick

Use collisions as “performed” random notes

This can feel like playing a weird probabilistic instrument rather than

programming a sequencer.

C. Layered melodic timing

Out 2 = “collision note” gate

Out 3 = “ground impact” percussion or secondary trigger

Out 4 = clock for another sequencer

This lets one game generate melody, percussion, and timing references at

once.
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Best musical context

experimental melodic textures

generative ambient

live improvisation

patches where melody should feel discovered rather than

composed

Games that support melody
indirectly

5. Game 4: Time Traveller

Time Traveller does not output pitch CV directly, but it can be incredibly

useful for melodic structure.

What it does

Four independent gate outputs

Each output is placed on a 2D grid of:

clock division on X-axis (1–8)

offset on Y-axis

Each output can be static or roaming

Why it matters melodically

Melody in Eurorack is not just pitch; it’s also: - when notes occur - phrase

offset - polyrhythmic interaction - trigger density

Time Traveller is excellent for generating the note timing for: - envelopes -

sample & holds - sequential switches - transposition events - quantizer

sample clocks
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Melodic patch ideas

A. Triggering a pitch source

Use Time Traveller to trigger an external sample & hold or Turing-style

source: - external noise/random CV → S&H input - Time Traveller Out 1 →

S&H trigger - S&H output → quantizer → oscillator pitch

Now the Game System is indirectly creating melodies through timing

structure.

B. Phrase transposition clocks

Out 1 → envelope for main voice

Out 2 → advance switch or transpose sequencer

Out 3 → accent envelope

Out 4 → reset another sequencer

This creates structured melodic phrases from clock divisions and offsets.

C. Multi-voice note scheduling

Use four outputs to trigger: - bass voice - lead voice - harmony voice -

accent or ratchet events

The result is highly melodic once paired with external pitch sources.

6. Game 3: Drum Sequencer

Though intended for percussion, it is very useful in melodic systems.

What it does

Four 16-step gate sequencers

Each step on/off

Top two lanes grouped, bottom two lanes grouped

Mode flips green/red sequencers within each group

Each output is a gate lane
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Why it matters melodically

Gates are often the real backbone of melody patches. This game is

excellent for: - triggering multiple envelopes for multiple voices -

controlling sample & hold updates - opening VCAs on drones to create

notes - sequencing accents or articulation

Melodic patch ideas

A. Four-note articulation lanes

Use the four outputs to articulate: - bass envelope - lead envelope -

harmony stab envelope - accent or modulation trigger

B. One pitch source, many gates

Patch one steady CV sequence to several oscillators, but use Drum

Sequencer outputs to control when each voice speaks. This creates

contrapuntal melody from shared pitch material.

C. Triggered transposition or ornamentation

One gate lane can trigger: - pitch envelope - quantizer shift - sequential

switch step - glide enable

That turns a gate sequencer into a melodic ornament engine.

CV/Gate inputs: the secret
melodic power

One of the most powerful features in the manual is the set of CV/gate

inputs that emulate the panel controls:

BUTTON

MODE

RESET

CLOCK
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LEFT

RIGHT

UP

DOWN

This means the Game System is not just a static sequencer; it can be 

played by other modules.

Why this matters musically

You can patch: - LFOs - gate sequencers - random gates - logic outputs -

clock dividers - controller modules

into these inputs to automatically alter: - sequence direction - cursor

movement - pitch values - pattern length - selected output - probability

position - complexity

This is huge for melodic music because it allows meta-sequencing.

Example uses

Music Sequencer as evolving melody

clocked gates into LEFT/RIGHT to move the edit cursor

random gates into UP/DOWN to change step voltages

occasional gate into BUTTON to toggle steps

occasional MODE pulse to change playback direction

This effectively lets another patch “compose” melodies inside Game 2.

Euclidean pattern mutation

LFO square to LEFT/RIGHT

random trigger to UP/DOWN

pulse to BUTTON for inversion

Now Game 6 continuously changes sequence length, beat count, and

inversion.
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Probability Machine as performable generator

external CV-triggered gates to LEFT/RIGHT/UP/DOWN shift the

probability arrow

MODE gate toggles computer control

This can animate random melody generation in a structured way.

Practical melodic patch recipes

Patch 1: Classic bassline sequencer

Using Game 2: Music Sequencer

Out 1 → VCO 1V/oct

Out 3 → envelope gate

envelope → VCA CV

VCO → filter → VCA

Out 4 → clock a clock divider or modulation source

Result: - straightforward 8, 16, or 32-step bassline - easy variation using

playback direction modes - set odd sequence lengths for asymmetrical

loops

Patch 2: Generative plucked melody

Using Game 6: Euclidean Rhythms

Out 1 → quantizer → oscillator pitch

Out 2 → short envelope gate

envelope → LPG or VCA

oscillator → LPG/VCA → mixer

Optional: - Out 3 → trigger reverb swell voice or secondary pluck - Out 4 →

sync modulation
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Result: - organic, mathematically distributed melody - easy control over

density and phrase size

Patch 3: Two-voice random canon

Using Game 5: Probability Machine

Out 1 → quantizer → VCO A pitch

Out 3 → envelope A gate

Out 2 → quantizer or second oscillator pitch

Out 4 → envelope B gate

Optional: - tune VCO B a fifth or octave offset - or quantize both to same

scale

Result: - two sync’d generative melodic voices - excellent for ambient,

Berlin-school, and modular minimalism

Patch 4: Playable collision melody

Using Game 1: Meteor Shower

Enable autopilot or manually play joystick

Out 1 → oscillator pitch

Out 2 → envelope gate

Out 3 → percussion voice or accent

Out 4 → sync delay, clock divider, or external sequencer

Result: - reactive, playful melodic fragments - strong for live performance

Patch 5: Time Traveller controlling note
events

Using Game 4 plus external pitch source

external sequencer/random source → oscillator pitch
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Time Traveller Out 1 → envelope A gate

Out 2 → S&H trigger

Out 3 → transpose trigger

Out 4 → accent or second voice gate

Result: - melodic material shaped by shifting time divisions and offsets -

less about choosing notes, more about choosing musical phrasing

Patch 6: Four-lane melodic ensemble

Using Game 3: Drum Sequencer

Use four outputs to trigger: - bass voice - lead voice - chord stab -

ornament/accent

Pitch can come from: - one shared CV source - separate external

sequencers - one Game System CV output from another patching context

if you re-record or repatch live

Result: - rhythmic counterpoint across several melodic parts

Best pairings with other Eurorack
modules

The Game System becomes much more melodic when paired with:

Quantizer

Especially important for: - Meteor Shower - Probability Machine - Euclidean

Rhythms - Music Sequencer if you want exact scales

A quantizer converts the Game System’s 1V/oct voltages into musically

constrained notes.
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Oscillators

Any stable VCO with 1V/oct tracking works well.

Out 1 and Out 2 are perfect pitch sources in the relevant games.

Envelope + VCA / LPG

Most melodic patches will use: - gate output from Out 2/3/4 - pitch CV

from Out 1/2 - envelope shaping for articulation

Sequential switch

Excellent with: - Drum Sequencer gates - Time Traveller outputs -

Probability Machine triggers

Lets you route one pitch sequence to different voices or alternate between

melodic sources.

Sample & Hold / Random source

Time Traveller and Drum Sequencer become melodic engines when used

to trigger sampling of voltages.

Logic and clock utilities

Since many games output clocks and gates, the Game System plays very

well with: - clock dividers - logic modules - trigger delays - burst generators

These make melodies more articulate and structured.



Strongest melodic roles by game

Best for direct composed melodies

Game 2: Music Sequencer

Best for generative melodic rhythm

Game 6: Euclidean Rhythms

Best for dual random melodies

Game 5: Probability Machine

Best for playful/event-driven melody

Game 1: Meteor Shower

Best for melodic timing architecture

Game 4: Time Traveller

Best for multi-voice articulation

Game 3: Drum Sequencer
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Recommended musical
strategies

1. Treat it as a melody ecosystem, not just
one sequencer

The biggest creative value is that the six “games” are six different

compositional mindsets: - step composition - event collision - probability -

euclidean spacing - divided time grids - multi-lane trigger choreography

Switching games can radically change how melody emerges.

2. Use Output 4 often

Many games provide Output 4 as step clock. This is incredibly useful for: -

synchronizing other sequencers - clocking modulation - aligning secondary

melodic systems

3. External CV into UI inputs is the magic
feature

This makes the module far more than a panel-operated sequencer. It

allows: - automated editing - controlled drift - remote mutation -

performance macro control

For melodic work, that means melodies can evolve continuously without

manual intervention.

4. Use odd lengths and alternate directions

Especially in: - Music Sequencer - Euclidean Rhythms

This quickly creates melodies that feel longer and less repetitive.



5. Pair random CV games with quantization

For more tonal music: - Probability Machine + quantizer - Meteor Shower +

quantizer - Euclidean Rhythms Out 1 + quantizer

This is one of the easiest ways to get beautiful melodic modular phrases

from the Game System.

Bottom line

The Pittsburgh Modular Game System is very strong for melody because it

combines:

traditional sequencing

clocked random pitch generation

paired CV/gate outputs

euclidean and probabilistic structure

deep remote CV control of the interface itself

If you want the most immediately usable melodic modes: 1. Music

Sequencer for programmed lines 2. Euclidean Rhythms for structured

generative melodies 3. Probability Machine for dual random melodic

voices

If you want more experimental melodic behavior: 4. Meteor Shower for

event-based notes 5. Time Traveller and Drum Sequencer for articulation,

phrase timing, and multi-voice coordination

In a larger Eurorack system, this module can easily serve as: - the main

melodic sequencer, - a secondary generative melody source, - a trigger

brain for melodic voices, - or a clock-and-variation engine that brings static

pitch material to life.

Generated With Eurorack Processor
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