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Using the Buchla/Tiptop Source
of Uncertainty Model 266t to
Structure Full-Length Eurorack
Songs

Creating a compelling full-length song in Eurorack can be challenging.

While grooves, basslines, and melodic hooks are often straightforward,

developing these ideas into an evolving, structured composition requires

modulation, variation, and control. The Source of Uncertainty Model 266t

is a powerhouse for generating controlled randomness and evolving

modulation, which is exactly what you need for transforming short loops

and patterns into dynamic tracks.

Here's how you can leverage each section of the 266t—Noise, Fluctuating

Random Voltages, Sample & Hold, Integrator, Quantized Random

Voltages, and Stored Random Voltages—in your workflow, alongside other

modules, to realize song-length compositions.
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1. Evolving Song Structure

Key Tools:

- Fluctuating Random Voltages

- Stored Random Voltages

- Quantized Random Voltages

- Sample & Hold

- Integrator 

How to Use: - Modulation Macros: Use fluctuating random voltages as

“scene change” modulators. For example, slow random voltages can scan

filter cutoff, reverb send, or wavefolder drive, pushing your song through

slow-moving timbral changes over minutes. - CV Scenes: Sample & Hold

can "lock in" new modulated states at song section transitions (e.g., using

a punch in a drum pattern as the sample clock). Each time the section

changes, you get a new but repeatable set of parameters. - Quantized

Random for Melodic Change: Send Quantized Random outputs to pitch

CV. When clocked thoughtfully (e.g., once per bar for a new sequence, or

once per section for new theme), you can keep themes evolving. - Stored

Random for Section Variations: Stored Random outputs (with controlled

distribution curves) can be used to “weight” your variations towards

certain moods or intensity—e.g., skew towards higher voltages for a bridge

or climax.

Example Patch: - Output 1 of Stored Random -> VCA control for texture

density; CV curves create section “energy”. - Fluctuating Random CV ->

filter cutoff of pad; very slow rate, influencing phrasing. - Quantized

Random (clocked by your master sequence trigger) -> oscillator pitch for

generative melodies. - Sample & Hold (clocked by percussion pattern) ->

step-sequencing distortion or waveshaping amount.



2. Transition Automation

Combine the 266t’s random voltages with switches, sequencers, or

crossfaders for dynamic transitions:

Evolve Rhythms: Use random pulses to occasionally trigger drum

fills or pattern changes in your rhythm modules.

Randomized Mutes/Unmutes: Use a quantized or sampled

voltage (S&H) to switch matrices or mutes (using simple analog

switches or logic modules) for parts entering/exiting.

Sound Palette Transitions: Slowly modulate wet/dry on FX,

shifting tone for breakdowns/returns.

Probability-Based Layering: Program probability-driven events

(e.g., higher voltage triggers a melody part) to make your song

feel more “performed”.

3. Live/Studio Manipulation

Manual Performance: The knobs and voltage control for rate/

curve on the 266t are perfect for hands-on improvisation over

time, enabling you to “play” the randomness and steer your

performance.

Preset Morphing: Use integrator section to slowly glide between

discrete parameter states for filter cutoff, FM index, or even

rhythm complexity.

4. Macro Modulation and Automation

Route slow fluctuating random CV to several VCAs and filters in

your system. Use S&H to “lock” the values every X bars, creating

periodic but never-identical modulations—perfect for chorus/

verse/bridge automation.

Use the blue/pink/white noise outputs for everything from

percussive noise to clock signal generation—with lowpass gates
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or comparators to derive randomized percussion fills, risers, or

sudden dropouts.

5. Concrete Example Song Structure

Intro:

- Silence filtered noise, slow random voltage modulates filter cutoff.

- Fluctuating random opens FX send for atmosphere.

Verse:

- Percussion sequence starts. - Quantized random sets base melody. -

Sample & Hold locks in PWM, envelope timings, or bass modulation for

current section.

Chorus:

- Stored random output skews higher, VCA opens, more layers. - Quantized

random rate increases for more melodic or rhythmic movement.

Bridge/Breakdown:

- Integrator smooths melodic/pitch voltage for glide, pad-like effects. -

White noise provides washes or fills.

Outro:

- Fluctuating random CV closes VCAs, reducing texture, fading out. -

Sample & Hold “mutes” melody percussively by modulating envelope

decay or oscillator sync.

6. Modules to Combine With

Sequencers: For tight rhythm, trigger 266t clocks or sample

pulses with your main sequencer.

Analog Switches/Matrix Mixers: For randomizing routing/mutes.

VCAs/Filters: To be modulated for dynamic evolution.

Effect Sends/Returns: Use slow random voltages for expressive,

evolving FX sends.

Clock Dividers/Logic: To properly distribute and “sync” random

events.

• 

• 

• 

• 

• 



Conclusion

While the Source of Uncertainty cannot sequence a song on its own, it

serves as a master source of generative and macro-level modulation—

enabling repeatable-yet-always-changing transitions, scene shifts, and

timbral evolution that turn loops and patterns into a living song. Combine it

with switchable routings, VCAs, sequencers, and a few intentional

performance gestures, and you unlock an organic, modular approach to

full-length composition.
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