ALM — ALMO034 - Pam's Pro
Workout

« Manual PDF

Download the Pamela’s PRO Workout Manual PDF

Creative Modulation Strategies
with Pamela’s PRO Workout

As a eurorack artist, Pamela’s PRO Workout (“Pam PRQO") provides an
extraordinary palette of modulation sources, clocking, cross modulation,
and rhythmic manipulation features. Below are some strategies and patch
ideas specifically for distorted percussion, heavy modulated basslines
(dubstep/Drum & Bass), and atmospheric pads—each taking advantage of
the module’s deep modulation possibilities.

1. Glitchy & Distorted Percussion

Techniques:

* Randomized or Euclidean Triggers:
Set outputs to emit random gates, ratchets, or Euclidean trigger
patterns. Pair this with probability to skip certain steps, creating
irregular, unpredictable sequences.

* Cross Output Modulation:
Use operations such as XOR, OR, S&H, or MASK between outputs
to generate complex, digital logic-style rhythms and ‘glitches’. For
instance, use a random stepped output to mask or gate a primary
percussion trigger.
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* Wave Shaping & Slew:
Set waveform to Trapezoid, Exp Envelope, or Log Envelope.
Manipulate ‘width/slew’ for spiky/snappy or drawn-out, dirty
shapes that can be patched to drum modules’ CV ins for
overdriven hits.

* Loop Snooze/Wake:
Occasionally ‘nap’ an output, dropping percussion in and out for
sudden, broken, “reset” glitch effects.

* Flex Operations (e.g., HUMAN & RAMP):
Assign Flex > HUMAN for micro timing irregularities; RAMP UP/
DOWN for rolls and machine-gun effects.

* CV-Addressing Distortion:
Route a CV output with wild random or swinging shapes to drive a
distortion or wave-folder module’s parameter in time with your
kicks for techno/hardcore crunch.

Patch Example: - Output 1: Ratchet x4 with 80-100% width for rapid-fire
hats; set Probability to 60% and S&H cross-op with Output 2 for stuttering.
- Output 3: Triangle/Sine with short decay, CV-controlled by Output 5
(random) for snappy, unpredictable modulation of a drum synth'’s pitch or
decay.

2. Modulated Basslines (Dubstep, DnB, Glitch)

Techniques:

« Complex Modulated LFOs:
Create stepped/random/triangle/sine waves at bass-friendly
rates synced to clock divisions/multiplications. Assign Phase
modulation to offset bass movement versus the beat for wild
“wobble”.

* Waveshaping and Invert:
Modulate a VCO or filter with shaped outputs. Set Shape to Sine,
Trapezoid, or Hump, and experiment with Invert for out-of-phase
drama.



» Cross Operations (MULT, ADD, RAMP):
Use MULT or ADD to sum several LFOs, compounding their
influence (think classic FM or ring-mod-style bass motion!).

* Flex > SWING & HUMAN:
Push bass modulations subtly off-grid with SWING or irregular
HUMAN error: this mimics sampled, live-feel basslines.

* Quantizer for Melodic Motion:
Use the quantiser to pitch CV basslines into scales (including
custom ones for modal or wonky results). Move between user
scales for evolving bass “motifs.”

* Aggressive Slew or S&H:
Use stepped random waveforms with high or low slew (glide or
step) for abrupt or slithering bass CV shapes.

Patch Example: - Output 2: Sine wave at /4 division, width skews shape,
assigned to Freq mod of a low VCO. - Output 4: Classic Random with S&H
cross-op from Output 8, routed to filter cutoff for random filter pops
synced to beat. - Output 6: Use Flex > RAMP UP, patched to a distortion
drive control for dubstep “growl”.

3. Haunting Atmospheric Pads

Techniques:

* Slow, Evolving LFOs:
Use very slow clock divisions (e.g., /16, /32, /64, or non-integer)
for undulating movement. Assign multiple outputs to modulate
different aspects of a voice (filter, wavetable, wavefold, panning,
reverb).

* Multiple Shaped Outputs:
Select Smooth Random, Hump, or Sine for organically flowing
modulation. Adjust Width for wave-roundness.

* Cross Operations for Texture:
Cascade cross-operations: e.g., MIN/MAX between a smooth
random LFO and triangle for evolving shapes, or HOLD to freeze
mod movement at random intervals.



* Flex > DELAY & HUMAN:
Delay specific CV shapes against each other for “echo” effects;
introduce HUMAN slop for subtle imperfection.

* Looping Parameters:
Use Loops to introduce repeating patterns (macro or micro),
creating slowly evolving rhythmic beds.

- Offset/Level Control:
Use Level and Offset parameters for mixing several modulation
amounts dynamically (evolving crossfades).

+ CV Assignment:
Assign hardware mod wheel, envelope, or external LFO to Pam'’s
CV inputs to add expressive, hands-on nuance.

* Quantized or Atonal:
Keep modulation unquantized for ethereal, detuned pads; or
quantized for subtle modal/pentatonic movement.

Patch Example: - Output 1: Smooth Random at /32, high slew, patched to
wavetable position or oscillator morph. - Output 3: Triangle with slow ramp
(Flex), width controlled by CV1 input, patched to stereo panner. - Output 5:
Sine with MIN cross-op (source: Output 4), sent to the cutoff/decay of a
large reverb for spatial movement. - Outputs 6-8: Used for slow, shape-
shifting FM modulations with differing phase and delay, patched to reverb
or chorus CV.

Bonus Tips

* Key Shortcuts:
Use the "hold Start/Stop + program knob" shortcut to edit
matching parameters across all outputs, letting you storyboard
complex modulation suites in seconds.

* Scope:
Use the onboard scope to visualize shapes before routing CV,
aiding in fine-tuning “feel.”

* Expander/External CV:
With Axon, route performance controls (e.g., tap tempo, mute,
cross-mod source) for extreme live reactivity.




Pamela’s PRO Workout is a modulation laboratory—combine its features,
push CV to distortion, subvert grids with Flex, abuse logic with Cross Ops,

and let your creativity run wild.
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