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Analyzing the Robaux DCSN3
Decision Tree for Full-Length
Eurorack Songs

The Robaux DCSN3 Decision Tree is a marvelously flexible module that
excels in generating evolving, unpredictable, and musically significant
rhythm and timing patterns. While many users can easily get a great
groove, riff, or melodic sequence going in eurorack, it's far more
challenging to transform these patterns into engaging, full-length songs.
Here's how the DCSN3 can supercharge your composition process,
allowing structure, progression, and surprise—all essential elements for
unfolding musical narratives.

Core Features Relevant for Song Creation

* Generative Routing: Randomly or systematically directs triggers/
gates to multiple outputs and suboutputs, creating new patterns.

* Reset and Sync Capabilities: Pause or manual reset keeps
rhythmic content in sync; essential for transitions and "song
sections."

* Random/Pattern Modes: Blend between true randomness and
repeating 16-step patterns; crucial for balancing surprise and
predictability in arrangements.
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* Mono/Poly/Latch Modes: Changes how numerous voices/
triggers are routed and held—ideal for dynamic layering or
thinning out the mix.

* Three Types of Clock Division: Classic, 2/3/5, and Spread
divisions allow instantly changing rhythmic subdivisions.

* Debug/Visual Feedback: Patterns can be previewed/diagnosed
for planning intricate transitions.

Techniques for Building Full-Length Songs

Below are practical strategies for leveraging the Decision Tree as the
central arranger in your eurorack system, in combination with other
modules:

1. Song Section Transitions (Verse/Chorus/Bridge) Using the
Random/Pattern Blend

« Approach: Use the rotary knob to morph between random
(chaotic, textural) and looped 16-step patterns (predictable, hook-
like).

* Tactic:

« Set up repeating patterns for “chorus" or "main themes."

« Shift to random for "bridge" or "breakdown"—injects contrast and
keeps listeners engaged.

* Use the momentary randomize button for spontaneous fills or
transitions between sections.

2. Dynamic Arrangement with Polyphonic Modes

* Poly/Mono and Poly/Poly modes can send simultaneous triggers
to multiple parts (e.g., percussion, melodic lines, modulation
sources).

* Tactic:

« Rout basic drums to b, melodic events to ¢, and effects to d.

* In Poly modes, layer parts during song "highlights" (choruses),
then use Mono modes for sparse verses.



3. Signal Latching for Pad/Atmosphere Creation

* Latch Modes hold gates until a new input arrives.

* Tactic:

* Use Latch Poly/Mono for evolving sustained pads by routing
outputs to envelope generators, thus creating lush ambiences
that change with each section.

4. Clock Division-Based Song Progression

- Switch clock division types between sections to change song
pace and density.

* Classic: Standard 4/4 with evenly divided phrases.

« 2/3/5: Polyrhythms for experimental sections.

« Spread: Gradually speeding/slowing clocks for building/intense
outros or intros.

* Patch outputs from DCSN3 to drum modules, sequencers, or
sample triggers.

5. Live Performance—Manual Resets and Tweaks

» Use hidden reset (input m) to force "scene" or "pattern” changes
live; instantly snaps the system to a new state.

* Use the visual pattern feedback for confident live manipulation
(especially when the arrangement logic gets complex).

6. Automated or Manual Mode Switching

* Use a sequencer or manual control to change Decision Tree’s
modes during a performance, dynamically altering the patch and
provoking new musical directions.




Example Eurorack Song Structure Ideas Using
DCSN3

A. Modular Techno Track

* Intro: Classic Divider mode at low tempo; sparse triggers to FX—
use Latch to hold textures.

* Verse: Switch to 16-step Pattern; "Mono/Mono" mode—tight,
groove-based.

* Build-up: Gradual morph to Random mode; start to layer Poly/
Mono out for new percussion and synth parts.

* Drop/Chorus: Switch to Poly/Poly, full Spread mode for dense,
fast-evolving pattern burst.

- Bridge: Reset input triggers switch back to initial structures,
momentarily sparse.

* Outro: Fade to random, slow clock divisions with held Latch pads.

B. Experimental Ambient Piece

* Use Poly modes with slow Spread clock division.

- Randomize triggers to multitimbral voices (e.g., granular, FM
synths).

* Latch gates for loooong evolving pads and textures.

* Employ manual pattern resets and randomness for motif
repetition.

Integration Suggestions With Other Modules

+ Sequencers: Send DCSN3 outputs to reset, clock, or randomize
parameters, ensuring evolving sequences.

* Envelopes/VCA/VCF: Route triggers/gates to modulate filter
cutoffs, VCAs, wavefolders, etc.

- Sample Players/Drums: Create "song sections" by clocking or
gating sample players differently across sections.

* Switches/Logic Modules: Combine DCSN3 outputs for generative
patching (e.g., toggling effects sends, crossfading voices).



* Quantizers: DCSN3 as rhythm brain, quantizers to structure
melody/harmony from random patterns.

Main Takeaway:

By thinking of the DCSN3 Decision Tree as an “arrangement brain,” you can
harness randomness and rhythmic manipulation not just for one patch, but
for the unfolding story of your full-length performance or track.
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