
 
 
LEGAL STUFF 
First, you MUST READ THE END-USER LICENSE AGREEMENT (below - scroll 
down) and accept its terms. If you do not accept these terms, you are required to remove 
the PvC software from your computer and cease any use of the software. Continued use 
indicates that you understand and accept these legal terms of use. 
 
PEAVEY® PC1600x(tm) and PC1600(tm); are registered trademarks of Peavey Electronics Corporation. 

WELCOME to the PvC (PC1600 Virtual 
Controller) Editor/Librarian software! 
PvC is a program which allows you to graphically edit, store, organize, and share 
the data from your Peavey PC1600 or PC1600x MIDI Command Station. It also 
functions as a software PC1600, where you can move sliders and press buttons on-
screen and send the same MIDI data out to MIDI devices. Additionally, PvC has a 
Powerful LEARN mode, which allows you to basically turn knobs and move sliders 
and press buttons on any MIDI device, while PvC sorts, organizes and learns what 
you've done and makes configuring your PC1600(x) with that data a snap! 
Correspondence and Support: None  
Name: remove hyphens 
D-a-v-i-d A-m-e-r-a-u-l-t 
 
REGKEY: 
P10042-160470010176-754221 
 
End-User License Agreement for PvC 
Software Page 0 of 36 



IMPORTANT-READ CAREFULLY: This End-User License Agreement ("EULA") is a legal 
agreement between you (either an individual or a single entity) and Kristopher W. Rhen ("AUTHOR"). 
for the software product identified above, which includes computer software and may include 
associated media, data, printed materials, and "online" or electronic documentation ("SOFTWARE 
PRODUCT"). By installing, copying, or otherwise using the SOFTWARE PRODUCT, you agree to be 
bound by the terms of this EULA. If you do not agree to the terms of this EULA, do not install or use 
the SOFTWARE PRODUCT. 

SOFTWARE PRODUCT LICENSE  

NO RETURNS OR REFUNDS FOR PURCHASED SOFTWARE 
Copyright laws and international copyright treaties, as well as other intellectual property laws and 
treaties protect the SOFTWARE PRODUCT. The SOFTWARE PRODUCT is licensed, not sold.  

GRANT OF LICENSE. This EULA grants you the following limited, non-exclusive rights: In 
consideration of payment of the Licensee fee, which is a portion of the price you paid, AUTHOR, as 
Licensor, grants to you, the Licensee, a nonexclusive right to use this copy of said software program 
(hereinafter the "SOFTWARE") on a single computer. All rights not expressly granted to Licensee are 
reserved to AUTHOR.  

SOFTWARE OWNERSHIP. As the Licensee, you own any disks on which the SOFTWARE is 
recorded or fixed. Sonic Foundry shall retain full and complete title to the SOFTWARE and all 
subsequent copies of the SOFTWARE, regardless of the media or form on or in which the original 
copies may exist. The License is not a sale of the original SOFTWARE.  

COPYRIGHT. AUTHOR owns all rights, title, and copyrights in and to the SOFTWARE PRODUCT 
(including, but not limited to, any images, photographs, animations, video, audio, music, text, and 
"applets" incorporated into the SOFTWARE PRODUCT) and any copies of the SOFTWARE 
PRODUCT. Copyright laws and international treaty provisions protect the SOFTWARE PRODUCT. 
Therefore, you must treat the SOFTWARE PRODUCT like any other copyrighted material, except that 
you may make copies as only provided in this EULA. You may not copy the printed materials 
accompanying the SOFTWARE PRODUCT.  

RESTRICTIONS ON USE. Licensee may physically transfer the SOFTWARE from one computer to 
another, provided that the SOFTWARE is used on only one computer at any one time. Licensee may 
not electronically transfer the SOFTWARE to multiple computers over a network system. Licensee 
may not distribute copies of the SOFTWARE or accompanying materials to others, unless this is an 
unregistered trial version of SOFTWARE, and in such case you may make copies of, and distribute 
copies of, the SOFTWARE, provided you do so for non-commercial purposes, do NOT include a 
registered activation key, and receive no value in return. Licensee may not modify, adapt, translate, 
reverse engineer, decompile, disassemble, or create derivative works based on the SOFTWARE or its 
accompanying printed or written materials.  

TRANSFER RESTRICTIONS. Licensee shall not assign, rent, lease, sell, sublicense, or otherwise 
transfer the SOFTWARE to another party without prior written consent of AUTHOR. Any party 
authorized by AUTHOR to receive the SOFTWARE must agree to be bound by the terms and 
conditions of this Agreement.  

TERMINATION. Without prejudice to any other rights, AUTHOR may terminate this EULA if you 
fail to comply with the terms and conditions of this EULA. In such event, you must destroy all copies 
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PEAVEY® is a registered trademark of Peavey Electronics Corporation.  

of the SOFTWARE PRODUCT and all of its component parts.  

NO WARRANTY; LIABILITY LIMITATION; CHOICE OF LAW. AUTHOR 
expressly disclaims any warranty for the SOFTWARE PRODUCT. THE 
SOFTWARE PRODUCT AND ANY RELATED DOCUMENTATION IS 
PROVIDED "AS IS" WITHOUT WARRANTY OR CONDITION OF ANY KIND, 
EITHER EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE 
IMPLIED WARRANTIES AND CONDITIONS OF MERCHANTABILITY, 
FITNESS FOR A PARTICULAR PURPOSE, OR NONINFRINGEMENT. THE 
ENTIRE RISK ARISING OUT OF USE OR PERFORMANCE OF THE 
SOFTWARE PRODUCT REMAINS WITH YOU.  

NO LIABILITY FOR DAMAGES. In no event shall AUTHOR be liable for any 
damages whatsoever (including, without limitation, damages for loss of business 
profits, business interruption, loss of business information, or any other pecuniary 
loss) arising out of the use of or inability to use this SOFTWARE product, even if 
AUTHOR has been advised of the possibility of such damages. In any case, 
AUTHOR's entire liability under any provision of this License shall be limited to the 
greater of the amount actually paid by you for the Software Product or U.S. $5.00. 
Because some states/jurisdictions do not allow the exclusion or limitation of liability 
for consequential or incidental damages, the above limitation may not apply to you. 
GOVERNING LAW. The internal laws of the State of Pennsylvania govern this 
EULA.  
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SYSTEM REQUIREMENTS: 

This software will run on a computer with the following specs: 

1. Windows 95, 98, NT or similar, with a standard MIDI device driver set (Multi-client; if you’re 
unsure of whether or not your MIDI interface is multi-client, please reference your MIDI interface 
manual. PvC has been tested and worked with non-Multi-client MIDI interfaces)  

2. 64 Megs of RAM (may run under 32 Megs with swap but more is recommended)  
3. 10 Megs of Disk Space (more to allow the database to grow as you use PvC)  
4. PvC is designed to run on a Video display of at least 800x600, but gives the user more workspace 

on higher resolutions. 
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The MIDI Device 
Management Window 

One of the nice features of PvC is its ability 
to map Fader and Button functions, and 
even whole Presets, to user defined MIDI 
Devices. These Devices can represent any 
MIDI gear in your studio, like keyboards, 
synth modules, digital mixers, efx boxes, or 
anything MIDI which you'll be using your 
PC1600(x) to control. A device can also be 
something virtual, a software MIDI 
destination, like Cubase VST for example.  

MIDI Devices are grouped by Make and 
Model. For example, one device's Make and Model might be Make=KORG, Model=PROPHECY, or 
another Make=STEINBERG, Model=CUBASE/VST, or even Make=PEAVEY, Model=PC1600X. You 
define the Makes and Models for your set of MIDI Devices.  

The top part of the window shows all Makes. You can create a new Make by typing it into the dropdown 
list and pressing the "Add a Make" button (the set of keyboards with the big yellow PLUS sign). You 
can remove a Make by selecting one from the dropdown Make list and clicking the "Delete a Make" 
button (Big red X). There is also a checkbox in this area of the window that allows you only to 
list/view/edit MIDI Devices which you've marked as "I Own This Model", or to let you work with any 
and all MIDI Devices in your lists.  

The bottom portion of the window (a bulk of it) is where the individual Models are edited and worked 
with. You can view a Model's configuration by selecting it in the Model dropdown list. If it belongs to 
another Make than the currently selected one, you must first select the appropriate Make in the 
dropdown list above.  

Once you select a Model, all of its information becomes visible. This includes whether or not you Own 
the model, a list of Functions mapped to this Model (and whether they're a Fader or Button function), 
and a list of all Presets which are mapped to this Model. There's also a freeform text box where you can 
enter the Sysex prefix that the device uses, for quick entry into any String Edit Window. In it you can 
include codes which will be reminders to you of the actual data you'll have to enter, for example:  

          F0 01 32 24 [function] [datamap:4bytes] [datavalue] cs F7  

So when you paste them into the String Edit window, you merely have to type the correct values over 
your [ ] marked placeholders. This is purely a time-saver to keep you having to open up the MIDI Sysex 
implementation manual for each of your MIDI devices as you program them.  

The function buttons near the top of the Model portion of the window allow you to perform the 
following functions:  

ADD a Model - first type a new Model name into the dropdown Model list and click the button  
DELETE a Model - first select one in the Model dropdown list and click the button.  
IMPORT and EXPORT Model to Disk File - This function will write out all of the Make/Model 
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information for the currently selected Model to a disk file. This is a great way to share PvC MIDI 
Device definitions with others over the internet. In fact, if you create some great MIDI Device 
definitions and Presets, let me know and I'll be happy to make them available on my website at 
http://home.adelphia.net/krhen/pccc.htm. This file will contain all the Make/Model information, as well 
as all Mapped Faders and Buttons, so others can quickly whip out their own Presets using your Mapped 
definitions. 

You can also drag Fader or Button definitions from this list and drop them onto Faders or Buttons 
(respectively) on the Preset Edit Window.  

The function buttons at the bottom of the window perform these functions:  

UNMAP a Fader or Button Function - by first selecting one in the Mapped Device Functions list 
and then clicking the button.  

COMPARE Top and Bottom - this function will load one of the two Comparator Window frames 
with a textual description of the Preset selected, for easy comparison of all Preset parameters.  

UNMAP an entire Preset by first selecting one in the Mapped Presets list.  
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The 
Learn 
Mode 
Window
Perhaps the 
most 
powerful 
function of 
PvC is the 
Learn mode. 
This mode 
allows you 
to accept 
incoming 
MIDI data 
from a 
device, 
which PvC 
will parse 

and group and organize for you to simply and efficiently assign to Faders and Buttons. The basic 
approach is this: Take a Synthesizer with lots of knobs and buttons. Start Learn Mode and then turn each 
Knob through its entire range of motion, and press each button on and off. Then, tell Learn Mode you're 
done sending and like magic (well, not really) you'll have a set of MIDI messages, their data ranges, 
their times, channels, values, options, and Sysex information, ready to assign to Faders and Buttons at 
the click of a mouse.  

To use Learn Mode, press the Learn Mode button on the Preset Edit Form (the Brain). The Learn Mode 
window appears and is ready to go (see fig above). You can from here, either before starting data 
collection or during, select any MIDI channels or MIDI message types to ignore/filter. You can also 
change the Tolerance for the Learn session by changing the dropdown list. What this parameter is is the 
distance in ticks (milliseconds) between MIDI messages before they're considered to be different 
messages. The reason this is important is because when PvC is matching up Sysex messages, some 
messages on some MIDI devices may be so similar that PvC will confuse two different ones as one 
message with a changing value. If you set the Tolerance to something like 2 seconds, then be sure not to 
start turning another knob until two seconds after the last message was received from the previous 
knob!. This way you can be assured that your data won't be corrupted.  

When ready, clickt he START LEARNING button on the lower right-hand corner of the window. As 
MIDI messages are received, they're shown in the Message List at the top of the form, along with some 
information on what the message is, when it was received, etc. The Learn Mode can accept a total of 
3000 MIDI messages. If you reaech 3000 before you're finished, Learn Mode will automatically kick 
you on to the next stage of the Learning process.  

MARKERS 
Another useful function while Learning is the ability to place Markers into your MIDI data stream. You 
do this by typing on your computer keyboard. As you type, you'll see characters appearing in the Marker 
textbox. Once you've typed the name of a Marker, press ENTER and the marker will appear in the MIDI 
Recieved data list along with the time it appeared. 
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Alternately if you check the "Single Keypress Marker" checkbox, pressing any key will INSTANTLY 
place a marker into the data stream, instead of having to press ENTER. This saves you keystrokes and 
makes adding Markers a little more "hands-off".  

Markers are used as follows: Say I just twisted the Filter Cutoff knob on my Waldorf Q over its full 
range. I now type the keys "FCUT" and press enter on my (computer) keyboard. In the data stream I 
now know when that knob turning ended, which when I'm presented with a list of lots of MIDI messages 
later, I can easily identify which was the Q Filter Cutoff as opposed to others. This is simply a tool to 
help you identify which knobs you turned when, among the possibly thousands of MIDI messages the 
Learn Mode will accept and parse. Likewise, if I have "Single Keypress Marker" checked, I'd press the F 
key after turning the Filter Cutoff knob (and remember later what F meant!)  

PvC Learn Mode can keep a maximum of 100 Markers in any given MIDI Data stream, in addition to 
the 3000 MIDI messages.  

Loading Old Learn Sessions from Disk 
Instead of re-twisting all your knobs if you need to change or finish a Learn Mode session, you can click 
the "Load Learned Data from Disk" button and load a previously saved Learn set (see later). This is 
useful if you've learned more control functions than a single 16-button, 18-fader Preset can hold. In that 
case, Store the Learn Mode session to disk, create a new Preset, and then start Learn Mode again, this 
time Loading from disk instead of re-aquiring the MIDI data.  

Done 
Aquiring 
Data 
NOTE you 
can click 
CANCEL at 
any time to 
stop the 
Learn 
process and 
close the 
Learn Mode 
window.  

Well, now 
that you've 
twiddled all 
your knobs, 
and are 
ready to do 
something 
with the 

scads of data you've collected, click the "Process MIDI Data" button. The Window will change and look 
like the figure:  

What you now see is a set of MIDI messages which PvC has parsed and collated, doing its best to 
determine which go together and which don't. You also see in the list all of your Markers. (NOTE that if 
you click on a MARKER row in the list, that MARKER name will be automatically placed into the 
Function Name textbox, saving you some typing if you plan your learning before hand).  
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The biggest button on this form is the "Write the Learned Data to Disk" button. Use it. This will allow 
you to re-load it later as we've discussed above.  

The other buttons allow you to do something with the Learned data sets. Assign them to Faders or 
Buttons on the Current Preset, assign them to Fader or Button functions on MIDI Devices as if you'd 
placed them in a Preset and used the Map to Device buttons. You can also Discard erroneous messages 
or those which are irrelevant. Lastly, you can assign a MIDI Message set to the Preset Setup String.  

PvC tries to be really smart while Learning MIDI data. For example, it will determine if a Sysex dataset 
has a checksum value (cs) and will tell you so, and even put it into the MIDI string of the assigned 
function (Fader or Button) when you assign. Notes (Note ON and Note OFF) are kept as individual and 
separate data sets because of their nature.  

Viewing Raw Data 
Any time you double-click on a MIDI data set in the list (but NOT in the first column!) another list 
appears over the first, showing the detailed MIDI message information, every last byte, for you to 
review if you need to. Close this list by clicking the button marked "Done Viewing Data"  

. This also has another purpose. When PvC Learns Sysex messages which have more than one pr byte, it 
cannot 
determine 
for sure 
what the 
Encoding 
Type is, so 
you must tell 
it. If you 
double-click 
on a Sysex 
message 
which is 
marked as 
UNDETERM
near the far 
right of the 
list, you can 
see the 
MIDI data. 
Now, 
pressing the 
radio 

buttons below the data list will change the Encoding Type so you can see what the data looks like with 
each Encoding Type. Typically, if you've started a knob or slider from its min, scrolled it through its 
max, and then back to min, you'll want to see an increasing value, then a decreasing value to the min 
(like in the figure). If you see data values all over the place, chances are the selected Encoding Type is 
incorrect. From this point, though, you'll have to do some research into the Sysex implementation of 
your synths, as many Encoding Types can look 'right' but not be correct. Your best bet at this point is the 
manual, sorry.  

You MUST set the Encoding Type of multi-pr-byte Sysex messages before they can be assigned to 
Faders.  
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Some good pointers are:  
A data set with only two values might fit well in a Button String Press/Release or Button String 

Toggle function  
Um, that's all I can think of right now... 

Assigning Functions 
Once you're sure of which data sets go to which types of controls (Faders or Buttons, etc) you need to 
SELECT sets and then ASSIGN them. To SELECT sets, click once in the small box in the particular 
row's first column. When you do so, the little box will become marked with a Check, and the whole row 
will be highlighted in RED. Click the small box once again and it will deselect.  

For Button functions with more than one String (Press/Release and Toggle), you can select two sets of 
MIDI messages. To do this, right-click (the other mouse button) on the little box in the first column. The 
Box becomes marked with an 'A' and the row turns red. Right-click it again and it'll turn to a 'B' and the 
selection color changes slightly. Right-click it again, or left-click it and the row will deselect. Basically, 
any rows you mark with an 'A' will go into the FIRST string of a Button, while those marked with a 'B' 
will go into the SECOND string, as appropriate. Don't worry, PvC tries not to let you do anything too 
stupid with these data sets.  

Once you've selected data sets, you must ASSIGN them by clicking one of the Assign buttons below the 
list. They're fairly self-explanatory, and any additional information required will be asked of you before 
they're assigned to controls in the current Preset.  

Some cool things PvC will do with your data:  

If you try and assign several data sets with DIFFERENT ranges to Faders, PvC will allow (ask!) you 
to place each data set into its own Fader, and ALSO create a Master Fader for them all.  

If you try to assign a data set with a range to a Button, PvC will only store the first data point for the 
set (since Button strings are static), OR will make a Press/Release or Toggle button with two strings, the 
first being the MINIMUM RANGE string, and the second being the MAXIMUM RANGE string, at 
your discretion..  

PvC tries to utilize the PC1600(x) functions to their fullest. If you assign a single Note ON set to a 
Button, PvC will create a Button in the current Preset whose function is Note ON/OFF, etc.  

... and lots more... 
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The Test Drive Window
PvC can act as a nearly complete 
PC1600(x) in software. This means 
that when editing a Preset, you can 
click on the Test Drive buttton (the 
sporty car) and launch the Test Drive 
Window. On this window you see a 
set of 18 Faders and 16 Buttons which 
correspond to those on the PC1600(x) 
(last two faders for CVs), an ENTER 
button to simulate pressing Enter on 
the PC1600x (sends all Fader 
Positions), a list which will display 
the actual MIDI Messages being sent 
as you move the Faders and press the 
Buttons!, and another button which 
will allow you to create a Scene in the 

Preset Edit Window from the positions of the Faders on the Test Drive window.  

The Test Drive window will send MIDI data out whichever MIDI port you have selected as the 
Simulation Port on the MIDI Configuration Window from the FILE menu.  

There is a checkbox on the Test Drive form which allows you to disable the actual MIDI Data send, so 
that instead, you can review the data in the list without actually bugging your MIDI interface, should 
you decide to do so.  

Some Limitations of the Test Drive Window  
Preset Setup information is not sent as soon as the Test Drive Window opens, but is instead sent by 

the SETUP button on the window.  
The Test Drive Window will only send Scenes from Buttons which are on the SAME Preset. Same 

goes for Setup Scenes.  
moving a Master Fader will also physically MOVE those Faders it is master of, (like a PC1600 with 

motorized faders).  
Sending a Scene will also motorize the Faders to their proper Scene locations  
The Test Drive window assumes you've set the proper number of pr bytes for MIDI string Encoding 

types, and is less intelligent than a real PC1600(x) when encoding that data. If you include too few or 
too many pr bytes for the encoding method defined on the Preset Edit window, the Test Drive may act 
differently than the real PC1600(x).  
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The MIDI String Editor 
Window 

Since much of the power of the 
PC1600(x) comes from its ability to 
send ANY MIDI string, as well as to 
embed fader positions, checksums, 
global channel or device bytes into 
those strings, and since editing the 
strings on the LCD is a real nuisance, 
PvC has a special window that makes 
editing MIDI Strings/Messages a snap. 

The String Edit Window has at the top 
a list of all Strings for any given 
function you're editing (Fader, Button, 
or Setup String). Below that list is a set 

of function buttons that allow you to Append a new String, Update the currently selected String, Delete 
a String, Duplicate a String, or move the currently selected string Up or Down, respectively.  

Below these buttons you find the entry points. The first dropdown list lets you select the TYPE of a 
MIDI Message. Once a TYPE is selected, you can then set parameters specific to that kind of message. 
Some messages (such as MIDI Start, Stop and Contiunue) only have one byte. Some, like Program 
Change messages, have only one value. Others have two values. You can set the values using the sliders 
to the right of the parameters, or by entering actual values into the text boxes.  

You can enter values into these text boxes in any of several formats:  

Special Bytes: The special byte codes, incuding pr, dv,rv,cs, and gc, can be entered literally (these are 
found at the far right end of the slider)  

Note Name: You can enter a MIDI Note Name, from C-1 to G9, and all notes inbetween. To enter 
black-keys, insert a sharp sign (number sign) like this: C#2. A sharp in the first MIDI octave is denoted 
like this: F#-1 (as in, octave negative-one).  

You can enter any hex number from 0 to 127 (7F) by entering one or two HEX digits followed by an 
'h', for example: 40h or 7Ah.  

You can enter any decimal number as just a number: 127 or 22 or 45 or whatever. 

Two messages in particular are very powerful. These are Sysex and FREEBYTES. They're totally 
freeform message strings. There are no parameter sliders associated with them. You enter whatever 
MIDI bytes you'd like into the text box near the bottom. Some rules for these messages are:  

The individual bytes of a MIDI message string must be separated by spaces (at least one - extra spaces 
will be stripped out when you Append or Update the String List)  

HEX values are entered as two digits (00-FF) while DECIMAL numbers can be entered, but MUST 
be entered as three digits (000-255)  

The only other allowable codes are pr, dv, cs, gc, and rv, as is defined on the PC1600. Entering a 
MIDI Channel Byte (for example, Note On, 80 hex) followed by a string '-gc' (so that it looks like this: 
'80-gc') is also valid and operates by appending the PC1600 Global Channel from the Global Settings 
onto the second nibble in the byte, exactly as it would function on the PC1600(x) itself).  
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You can also enter 'cs' bytes into Button and Setup Strings, even though the PC1600 won't allow 
them. Since these strings are static (unlike Faders), the 'cs' will be replaced with the proper static 
Checksum value when you Append or Update a string to the String List, saving you the headache of 
calculating them outside the program.  

The limit to the number of bytes in a MIDI String is 80, as is the case on the PC1600(x). The String 
Edit window will tell you if you're exceeding that maximum.  

If you're entering a Sysex Message, you can also select the Sysex String prefix for any MIDI Device 
in your MIDI Device list using the Make and Model lists. This makes it easy to remember the complex 
MIDI Sysex definitions for a particular synthesizer or MIDI module. 

Clicking one of the enabled special buttons (dv, rv, pr, cs or gc) will insert that special byte into the 
textbox at your cursor location. In the black text area at the bottom of the window, special notes or 
considerations will be presented to you as available.  

Once you've created a String List as needed, click the Update button to transfer the String to the Preset 
Edit Form.  

There is also a Mni-Learn Mode on the String Edit Window, (the Brain), which will allow you to record 
MIDI strings (of any type) into the current String Set. Its relatively straight forward.  
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The Preset Edit 
Window 
Page 2 

The row of buttons along 
the bottom of the Preset 
Edit window allow you to 
perform certain functions 
related to the current 
Preset, including (from 
left to right):  

STORE the Preset in 
the Preset Pool - Make 
sure the Preset Name on 
the right is correct, as this 
is the unique key for the 
Preset in the database. If 
the Preset Name already 
exists, PvC will ask for 
your permission to 
overwrite the existing 

Preset in the Pool before doing so.  
INITIALIZE the Preset Edit Window - this function clears the contents of the Edit window after 

first making sure whether or not you want your Preset edits to be stored to the Preset Pool first.  
ASSOCIATE the Preset with a MIDI Device - this will associate an entire Preset (not just a Fader 

or Button function) with a MIDI Device. This way, you can organize your Pool based on your MIDI Kit. 
PRINT a Preset Template - this function allows you to print a printout of your Preset definitions in 

one of two ways. The first is a normal one-page printout showing detailed information about the Preset. 
The second prints the Fader and Button names along a thin strip which can be cut out and placed along 
the buttons of your PC1600(x) as a Quick Reference template.  

EXPORT or IMPORT Preset information to or from a Disk File. When you perform these 
functions, there are two ways the Preset can be stored to or read from disk. The first is as one file 
containing Sysex data, which can be sent to or received from your PC1600 using a generic Sysex utility 
liky MIDIOX. The second method stores data in PvC-specific format files, which contain more 
information than the Sysex files (like Scene definitions, Notes, etc) but can only be used by PvC. The 
program walks you through the Import and Export procedure with a series of dialog boxes to determine 
exactly what you're needing to do.  

MOVE Fader or Button UP or DOWN  
COPY and PASTE - allows you to easily copy a Fader or Button definition (the currently selected 

one) and then Paste it into another. Obviously PvC won't let you paste a Fader onto a Button and vice 
versa. You can copy and paste Faders, Buttons and Scenes between Presets by selecting the proper 
function, pressing the COPY button, opening another Preset in the Preset Edit window, and then pasting 
using the PASTE button. NOTE that to copy Scenes, you need to press the little COPY button next to 
the Scene dropdown list, rather than the normal COPY button which is used to copy Faders and Buttons. 
Scenes are pasted, however, with the same PASTE button.  

LEARN MODE - The brain. See the separate page on this topic!  
TEST DRIVE MODE - The fancy sports car. See the separate page on this topic!  
PRESET SETUP INFORMATION - this function will display the Preset Setup information in the 

parameter frame. This is the information the PC1600 sends whenever a particular Preset is selected on 
the device, and allows you to send program changes, volumes, a Scene, and a custom MIDI String at 
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that time. Edit the parameters as you would Fader or Button definitions. When you'd like to edit another 
control, simply select the Fader or Button you'd like to edit.  

SCENE functions - the three Scene buttons allow you to Make a Scene, Delete a Scene, and Rename 
a Scene. The Scene being operated upon for Rename and Delete is the one currently selected by the 
dropdown list above the buttons. Whenever you select a Scene from that list, the Fader positions move 
to reflect the values of the Scene. 

Other Editing Functions 
You can dragdrop a Fader onto another Fader, and it will act as if you've COPIED and PASTED it using 
the function buttons. Likewise for the Button set. To start the drag and drop, press the left mouse button 
down over a particular Fader or Button and hold it until the mouse cursor changes to a Faders or Buttons 
icon. Then move the icon over top of the Fader or Button you'd like to drop on (while keeping the left 
mouse button pressed) and then release the mouse.  

NOTE that the --Initialized-- preset is special and cannot be edited or deleted. The same goes for the --
Initialized-- Memory Image.  

Setting Default Parameter Values 

Its often helpful for the user to set Default Parameter values to make editing easier. PvC lets you do that 
on many of the Preset parameters. Some labels on parameters are UNDERLINED and in 
RED/MAROON color. Clicking these labels will set the default for that parameter globally. In the Preset 
Menu on the main window, there's also a Clear All Defaults menu option which when selected, will 
delete any defaults you've set thus far.  

The parameters which can have defaults are:  

Also, in the String Editor Window, virtually ALL parameters can be set as Defaults.  

The purpose of these defaults is to customize the PvC editor to your personal way of working. If, for 
example, you always set your faders to Channel 1 (because of your MIDI setup), then having the 
Channel parameter set to "ChOut" each time you edit a new fader would become somewhat of a 
nuisance. With Defaults, you only need to set the parameter once, then click the RED/MAROON 
UNDERLINED label, and all subsequent new faders you edit will initially have that default value.  

Using the Keyboard for Editing 

The Preset Edit window is setup so that the keyboard can be used to quickly navigate and edit the 
PC1600(x) Parameters.  

The usual MS Windows Interface keystrokes work mostly like normal. TAB moves to the next 

FADERS BUTTONS PRESET
Channel Channel DataWheel Link
Encoding Type Note Setup String
CC# Velocity Setup Channel Map
Replace Mode ProgChange
Replace Mode ProgChange
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control, and ALT-TAB moves to the previous.  
Use the UP and DOWN arrow keys to move among the Buttons and Faders. As you move, the Fader 

or Button parameters frame will update appropriately.  
Use the LEFT and RIGHT arrow keys or the PLUS and MINUS to change slider values. You can also 

use HOME and END to move to the min and max values of the faders, respectively. PGUP and 
PGDOWN change values as do the arrow keys, but will change them by larger jumps.  

When using the UP and DOWN arrow keys, you can press the SPACE BAR to jump over to the 
Fader or Button parameters frame to the right for editing. 

ON TO THE NEXT PAGE OF THE PRESET EDIT WINDOW

Page 3 of 3

10/16/2007mk:@MSITStore:D:\Program%20Files\PvC\PvCHelp.chm::/Preset2.htm

Page 16 of 36



The Preset Edit 
Window 
Page 1 

The bulk of the work 
you'll do in PvC is in the 
Preset Edit window, 
where you define the 
functionality of all the 
PC1600(x) buttons and 
faders for each Preset you 
create or edit. Not only do 
you edit buttons and 
faders on this form, but it 
is also the location where 
you can start the PvC 
TEST DRIVE mode, 
which formats the current 
Preset into a Simulator 
which will mimic the 
functions of the PC1600 

with that Preset loaded. Here also you'll start LEARN mode, which can receive MIDI messages from 
any MIDI device and parse the data, allowing you to nearly automatically configure buttons and faders 
to match that device.  

On the left side of the window is a row of 16 buttons, corresponding to the buttons on the PC1600(x). 
Immediately to the right of those are a set of 18 faders, which correspond to the 16 PC1600(x) faders 
and two CV inputs which can be programmed with an assortment of MIDI functions. To the right of the 
faders is a set of labels where the names of the faders and their function type will appear (button names 
and types will appear right on the buttons themselves). On the far right is a frame where all the 
parameters for any fader or button (and Preset Setup information - see below) can be modified once a 
Fader or Button is clicked and selected (Faders will be outlined with a black line when selected, and 
Buttons change shades of gray).  

Also near the buttons is a dropdown list which allows you to set the function of the PC1600(x) Data 
Wheel. To the far right, below the parameters frame, is a set of entry boxes where you can enter the 
Preset Name, any Notes, and work with Scenes attached to this Preset.  

To edit the parameters of a button or fader, simply click it once. The parameters frame will change to 
display all the parameter information for that control, and allow you to edit them. There are too many 
parameters to cover here, but as you're familiar with the workings of the PC1600(x), they match the ones 
you normally edit via the LCD screen, though in a more user-friendly manner.  

SPECIFIC EDITING NOTES  

When changing parameters like MIDI Channel, if you slide the value slider past the maximum value, 
you'll find the other allowable parameter values (for MIDI Channel, ChOut comes after 1-16. For Note 
ON/OFF Buttons, the parameters for Fdr (fader position) and rv (remote velocity) will appear when you 
slide the value slider past the 0-127 normal value range). 
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On most of the parameter values, you can also enter a specific value into the textbox, rather than 
always relying on the sliders. Just click within the box and type the value you desire. 

You can enter values into these text boxes in any of several formats:  

Special Bytes: The special byte codes, such as gc or chout. can be entered literally (these are 
found at the far right end of the slider)  
Note Names for Note ON/OFF Buttons: You can enter a MIDI Note Name, from C-1 to G9, and 
all notes inbetween. To enter black-keys, insert a sharp sign (number sign) like this: C#2. A sharp 
in the first MIDI octave is denoted like this: F#-1 (as in, octave negative-one).  
You can enter any hex number from 0 to 127 (7F) by entering one or two HEX digits followed by 
an 'h', for example: 40h or 7Ah.  
You can enter any decimal number as just a number: 127 or 22 or 45 or whatever. 

Fader and Button Names are limited to 12 characters, as they are on the PC1600(x). 

When setting a Fader to send a MIDI STRING, the range of fader values will change depending on 
the Encoding Type you select. PvC always tries to be somewhat intelligent with the possible parameters 
you can select, so that you don't create something which is meaningless on the PC1600(x) device. When 
editing MIDI Strings via the MIDI STRING form (Click the button with the hand and pencil over the 
data bytes) PvC will try and make sure you use the right number of pr bytes for your encoding type, etc. 

When setting a Button to SEND SCENE, you can validly select a scene on ANY Preset, though 
typically you select scenes on the current Preset. Because Scenes only have meaning when they're in a 
Memory Image, special consideration needs to be given when utilizing Scenes on other Presets. You can 
at any time set a Button to Send Scene and select a Scene attached to the current Preset by selecting it 
from the dropdown list in the parameter frame. However, if you want to send a Scene from another 
Preset, you must click the "Map to Scene on Another Preset" button, which will give you a sorted list of 
ALL scenes in your Preset Pool. Select one and map it. When setting a Button to Send Scene from a 
Preset in the currently editing Memory Image, this option is not available, and you can only select 
Scenes which are in the Scene List on the MI window, appropriately. 

Once you've properly configured a Button or Fader, and would like to MAP it to a MIDI Device, click 
the Map to Midi Device button (the equal-sign with a keyboard) at the bottom of the parameters frame. 
This will let you select which MIDI Device to map to, as well as enter some notes and a function name. 
From that point on, you can use that function WITHOUT entering each parameter individually. To set a 
Button or Fader function to a function mapped to a MIDI Device, select the LAST option in the 
Function list of the parameter frame ("DEVICE FADER" or "DEVICE BUTTON"). You'll then be 
allowed to select from your MIDI devices and their functions. This makes for an easy way to store 
functions which are dedicated to certain MIDI Devices for easy programmability across many Presets. 

If you'd like to make a certain range of Faders or Buttons similar, use the Spread buttons at the bottom 
of the parameter frame. This will allow you to make a set of Faders or Buttons the same, with a 
parameter incrementing or decrementing as appropriate. For example, if you set a Fader to change the 
volume of a certain MIDI channel, you can use the Spread function to make them all the same except for 
the MIDI Channel, which will be set based on your spread parameters (CH1 on Fader#1 to start, then 
make Faders #2-#8 set to MIDI Channels 2-8 respectively). You can also spread Buttons in a similar 
manner. You can also spread within MIDI STRINGS as appropriate, and each individual message within
the string set which has a channel (Channel Messages include NOTE ON/OFF, PROG CHANGE, 
AFTERTOUCH, etc) can be likewise Spread. 
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You can Initialize a Fader or Button using the Initialize button on the bottom of the parameter frame 
(the pencil eraser). It will set the Fader or Button function to NONE and clear out all the parameters. 

If you move the Fader slider, the value in the VALUE textbox in the parameter frame will change to 
reflect its actual PC1600 value. This is useful for precision Fader position setting for making Scenes. 

ON TO THE NEXT PAGE OF THE PRESET EDIT WINDOW
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The Preset Pool Window 

The Preset Pool Window is where you 
manage all of the Presets in your database. 
In the pool, Presets are free-floating spirits 
and can be edited and shared as such 
independently. When they're attached to MIs 
though, they begin to have meaning to the 
PC1600(x) device. On the left side of the 
window, there is a list of all Presets in your 
Pool. By selecting the options above this list, 
you can sort the Pool Presets by Name, or 
alternately grouped by MIDI Device which 
they're mapped to (a Preset can be mapped to 
more than one MIDI Device). Whenever you 
single-click a Preset in the list, the pertinent 
information for that Preset is displayed to the 
right, including Notes, Dates of creation and 
last edit, All mapped MIDI Devices and all 
attached Scenes. The buttons along the 
bottom allow you to manage your pool of 
Presets. They include functionality to:  

EDIT, RENAME or DUPLICATE a Preset  
DELETE a Preset or set of Presets - this will delete a Preset ENTIRELY from the Pool, as well as 

remove it from all MIs which use it, unassociate it from all MIDI Devices, and generally wipe its 
existence off the face of the earth. You can select multiple Presets in the list by simply clicking each one 
in turn while holding down the CTRL key on your keyboard.  

IMPORT and EXPORT Presets to Disk File - There are two ways to store Presets on disk. The first 
is as a standard Sysex file, which can be utilized by other Sysex programs like MIDIOX. The second is 
in PvC Native format, which contains more information (like Preset Notes and Scene Names) but which 
can only be used by PvC. When you select one of these buttons, PvC will prompt you with a series of 
dialogs to determine exactly what you're trying to do.  

COMPARE Top and Bottom - this function will load one of the two Comparator Window frames 
with a textual description of the Preset selected, for easy comparison of all Preset parameters.  

SHOW Which MIs use a Preset - this function will display a list of all Memory Images which 
contain the selected Preset, which will appear over the other Preset information fields to the right. 
Clicking this button again will cause the list to disappear making the other fields visible once mroe.  

SEND Preset to Current MI - This button will send the selected Presets (more than one at a time can 
be used here) to the current Memory Image in the first available Preset slots (which are unused and 
marked witn the --Initialized-- meta-preset). 

Double-clicking in the Preset List will open the (top) selected Preset in the Preset Edit window. 
Whenever you click a Preset in the Preset List, its Size in bytes will be displayed on the form as well.  

You can close the window by clicking the Close button (X) in the upper right-hand corner.  

DRAGGING AND DROPPING If you have both the Memory Image Editor window 
and the Preset Pool Window open at the same time, you can select a Preset or set of Presets (again, using 
the CTRL key on your keyboard) and HOLD the left mouse button down on the last one. When the icon 
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changes to a small image of the PC1600(x) faders and buttons, you can drag with the mouse button still 
held, over to the Preset List on the MI Edit form. Once over the list, let go of the left mouse button and 
those selected Presets will be sent to the current MI.
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The Global Settings 
Edit Window 

This window is where you'll 
configure any Global Settings 
for your PC1600(x). All of the 
parameters which can be 
accessed by the UTILITY 
button on your PC1600(x) can 
be accessed here. In addition to 
the information your PC1600
(x) can receive and store, the 
Global Settings Edit Window 
allows you to store a Name (for 
easy recognition within the 
Pool) and allows you to set the 
current Global Settings as 
DEFAULT (the settings which 
will be placed in any newly 
created Memory Image).  

The parameters are self-expanatory and anyone familiar with their PC1600 should recognize them. 
Please see your PC1600(x) manual for reference.  

The buttons along the bottom of the form allow you to perform various functions related to the current 
Global Settings. These include:  

STORE the current Global Settings TO THE POOL - uniquely identified by the Name. If you try 
and store the current Global Settings with a Name that already exists in the Pool, PvC will ask you to 
confirm overwrite.  

SEND TO or RECEIVE FROM your PC1600 - this will request your PC1600(x) to send Sysex 
containing its present Global Settings, or send the currently editing Global Settings to your PC1600 via 
MIDI Sysex data transmission.  

IMPORT or EXPORT to Disk File - this option allows you to save your Global Settings to disk. 
There are two formats in which Global Settings can be saved. The first is as raw Sysex data, which can 
be used by generic sysex programs such as MIDIOX. The second is in PvC native format, which stores 
additional information (like the Name of the Global Settings) that cannot be stored in the Sysex format. 
The File extension you choose in the resulting File Dialog will determine which format you're 
attempting to import or export. 
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The Global Settings Pool Window 

The Global Settings Pool window is where you manage all 
of your Global Settings. Typically this will not be a very 
large number of data sets. The Pool window shows a list of 
all Global Settings on the left. If you click one with your 
mouse, you'll see its basic information on the fields to the 
right. The Buttons to the right perform the following 
functions:  

EDIT the selected Globals  
DELETE, RENAME, or DUPLICATE the selected 

Globals  
Mark the selected Global Settings as DEFAULT - this is the set which will be automatically 

inserted into new Memory Images.  
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The Memory Image (MI) Editor Window 

Sending and receiving Memory Images to and from your PC1600(x) is quite a complex task. Here is a 
description of the logic involved...  

RECEIVING A MEMORY IMAGE  

First, request the ALL PRESETS Sysex data from the PC1600(x)  
Next, request the ALL SCENES and ALL GOBALS as well  
Now, start parsing through the ALL PRESETS, pull out each individual Preset definition. 

  
See if its Name is used in the Pool. If so, ask if the user wants to Overwrite the Presets in the Pool, 

Keep the Presets in the Pool and rename the new ones, Rename the Presets in the Pool and keep the new 
ones, Ignore the newly received ones entirely wherever there is a duplciate, etc. This becomes quite a 
complex logic situation, and PvC will ask you what you, the user, want done with newly retrieved Sysex 
data. NOTE that when you rename the Preset in the Pool, all its Scenes remain with it, so any other 
Preset which points to those Scenes will function as before. Same if you choose to rename the newly 
downloaded Preset. If you choose to keep the Preset in the Pool, nothing changes. BUT, if you choose to 
overwrite the Preset in the Pool, this creates some additional concerns, because if there were other 
Presets in the Pool who utilized that overwritten Preset's Scenes, then they'd now be pointing off into 
oblivion. SO, to solve this situation, PvC will check for this case and if it exists, will allow you to either 
a) MOVE those Scenes onto the newly downloaded Preset, or b) remove all references to those Scenes 
throughout the database.  

on and on... complicated by the fact that there're 50 Presets to consider with each Memory Image 
Reception... 

Suffice it to say that its a complex process and care must be taken while importing that you don't clobber 
any of your existing data. If you're unsure of the contents of your PC1600(x) (or imported Sysex file 
data) vs. the contents of your Pools, backup your database first! This can be done using these steps:  

1. Close PvC  
2. Open My Computer or Windows Exporer. Go to the directory into which you installed PvC.  
3. Find the file PvC.MDB  
4. Copy it to another name, like PvC.BACKUP  
5. Restart PvC and try your import.  

The file PvC.MDB contains all of your Pools and definitions. If something goes wrong with your Sysex 
import or reception, close down PvC and reverse the steps above, copying PvC.BACKUP over top of 
the corrupted PvC.MDB. Great care has been taken to insure that nothing can go wrong while importing 
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PC1600(x) sysex, as long as the user understands his or her responses to the queries PvC will present 
while importing.  

Once the data has been imported and parsed and placed into the current MI, PvC will want to send it 
back to make sure everything is in sync. It will ask you to do so. It is highly recommended that you do 
so, as this will insure that Scenes are properly placed and that data was transmitted properly.  

Unfortunately the process of encoding the sysex is complicated as well, and make seem to take a while. 
Please be patient with PvC.  

SPECIAL NOTE: The Presets of a Memory Image are not stored with the MI, but instead the MI holds 
a set of Pointers to Presets in the Pool. This means that if you have two Memory Images with Presets 
named "Junk" in them, they in reality both point to the same Preset "Junk" in the Preset Pool. This also 
means that if you retrieve a MI from your PC1600(x) with a name that matches one in the Preset Pool, 
you must reconcile this (PvC will ask you the appropriate questions, and even affords you the 
opportunity to compare them in the Comparator window). If you choose to overwrite the Preset in the 
Pool with the newly downloaded one, all Memory Images which contained a pointer to the old one will 
now contain a pointer to the new one.  

Also, a Memory Image is dealt with in its entirety. That means that it and all of the Preset Pointers it 
contains are a unit. When you send or receive a Memory Image from the Memory Image Editor 
Window, the entire MI will change (if retrieving one from your PC1600(x) ) and the entire contents of 
your PC1600(x) will be updated if sending.  

It is important to understand that while retrieving a MI from your PC1600(x), the prompts you receive 
are NOT to overwrite/rename/keep the slots in the displayed MI, but instead to overwrite/rename/keep 
the matching Presets in the Pool. All the slots of the MI will be updated to match those on the PC1600
(x).  
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The Memory Image (MI) Editor Window 

 

This window is where you'll edit all the information in your Memory Images. At the top, you see the 
basic MI information, such as the Name, Notes, and dates of creation and also the total Free Memory of 
your device given the contents as defined on this window (the Free Memory will update whenever you 
change the Preset content of the MI).  

Also in the upper section are a set of buttons that provide functionality to the MI Edit Window. These 
include:  

SEND and RECEIVE all MI information to or from your PC1600(x) - See the special topic page 
for this function!.  

EXPORT or IMPORT all MI information to or from a Disk File. When you perform these 
functions, there are three ways the entire MI can be stored to or read from disk. The first is as one file 
containing Sysex data, which can be sent to or received from your PC1600(x) using a generic Sysex 
utility liky MIDIOX. The second is as three independent Sysex files, one containing the Global Settings 
information, another containing the Preset information, and a third containing the All Scenes 
information. The third method stores data in PvC-specific format files, which contain more information 
than the Sysex files (like notes, dates, etc) but can only be used by PvC. The program walks you through 
the Import and Export procedure with a series of dialog boxes to determine exactly what you're needing 
to do.  

STORE this MI into the MI Pool - This function will enter the contents of the MI into the MI Pool 
for you. Make sure you have the proper Name entered in the text box. If you are storing a MI with a 
Name that already exists in the Pool, PvC will prompt you to be sure you want to overwrite the existing 
MI.  

INITIALIZE the MI - this is the button with the Pencil Eraser erasing an MI. NOTE this will NOT 
erase an MI from the Pool, but only initialize the Window contents to the --Initialized-- MI.  

VIEW the MI Pool  
PRINT This MI - this function will print the contents of the MI to the printer you have selected in 

the MIIDI Configuration Window. 
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Immediately below the top portion of the window, you'll find the Global Settings information for this 
MI. You can select which Global Settings from the Global Settings Pool the MI will use by clicking on 
the dropdown list. From here you can also OPEN the Global Settings Edit Window and VIEW the 
Global Settings Pool. 

Next comes a list of all the Presets and Scenes which are stored with the MI. They match the locations 
they'll be sent to on your PC1600(x) device. On the right, you see a Scene list as well, using the familiar 
scene notation from the PC1600(x). Whenever you click a Preset in the Preset list, all scenes which are 
attached to it will also become selected for easy reference. Double-clicking in the Preset list will open 
the particular Preset for editing in the Preset Edit Window. The function buttons below and between 
these lists include:  

EDIT the current Preset - This will open the Preset Edit Window with the currently selected Preset, 
so you can modify its definitions.  

DELETE the current Preset from this MI - NOTE this will NOT delete the Preset from the Preset 
Pool, but only remove it from this MI defintion. To delete a Preset completely from the Preset Pool, use 
the Preset Pool Window.  

MOVE Preset UP and MOVE Preset DOWN - within the MI list. NOTE that after clicking in the 
Preset List, you can move the presets around using the keyboard by pressing CTRL and then pressing 
one of these keys: 

CTRL + UP or DOWN arrows - moves the preset up or down one slot.  
CTRL + PGUP or PGDOWN keys - moves the preset up or down five slots at a time  
CTRL + HOME or END keys - moves the preset to the first or last slot, respectively. 

SELECT Preset on the PC1600(x) - the button which has a red arrow pointing toward the LCD 
showing '00' sends the PC1600(x) Select Preset Sysex command, which will activate the selected preset 
on your PC1600(x) device. Useful for testing without scrolling through Presets on your PC1600(x) 
MIDI Command Station. 

Below that is a set of buttons for working with the Presets in the MI. These include:  

SEND and RECEIVE an individual Preset on the PC1600(x)  
IMPORT or EXPORT an individual Preset to Disk File - there are two ways to store and retrieve 

individual PvC Preset Files on disk. One is in Sysex format, and the other is in PvC Format, which 
contains more information than the Sysex file can, but can only be used with PvC. When importing or 
exporting, the program walks you through the Import and Export procedure with a series of dialog boxes 
to determine exactly what you're needing to do.  

COMPARE Top and Bottom - this function will load one of the two Comparator Window frames 
with a textual description of the Preset selected, for easy comparison of all Preset parameters.  

PRINT Preset Templates for all Presets in the MI - this allows you to print Preset Templates for all 
Presets through the Preset Edit window (see that page for more information).  

SEND and RECEIVE All Scenes Information on the PC1600(x)  
SHOW SIZE Information - this button (which looks like a ruler) will display the individual Preset 

memory usage in a list next to the Preset list (covering the first set of buttons) for your reference. When 
done reviewing the size list, click the SHOW SIZE button again to hide the list and make the buttons 
accessible once more.  

VIEW the Preset Pool 

To close the window, click the CLOSE button (X) in the upper right-hand corner. 
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The Memory Image Pool Window 

The MI Pool Window is where you manage the set of 
Memory Images in your database. In the list on the left 
you'll see ALL MIs you've created and stored to the 
Pool. Clicking on any of them once will display some 
basic information about that MI, such as any Notes for 
quick reference, the dates of creation and last edit, a list 
of all Presets in the MI, and a list of all MIDI Devices 
which are mapped to the MI.  

The buttons along the bottom of the window allow you 
to manage your MIs. You can Delete, Rename, 
Duplicate or Edit them from here. Double-clicking in 
the MI list will bring up the double-clicked MI for 

editing as if you'd selected one and then clicked the Edit button.  

To close the MI Pool Window, click the Close button (X) in the upper right-hand corner. 
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THE INTERFACE 
The PvC program is composed of a set of Windows which display and allow editing of certain aspects 
of the PC1600(x) data. Many of the controls you see are graphical buttons. They may seem cryptic at 
first, but there is a method to their madness. In any case, if you’re unsure of what a particular button 
does, hold your mouse pointer over it for a second or two and a ToolTip will appear with a description 
of what the button does. After you become familiar with how PvC works, the images on the buttons will 
make more sense. Here are some examples of the kinds of icons you'll find: 

The Menus 
At the top of the PvC System window is a set of Menus. They include FILE, GLOBAL SETTINGS, 
MEMORY IMAGE, PRESETS and HELP. Each contains functionality specific to those topics: 

FILE MENU: 

The three pools can always be seen as circles with one letter within them. A Blue G 
represents the Global Pool. A Green P represents the Preset Pool. A Yellow M 
represents the Memory Image Pool. 
Any button which shows a WHITE arrow denotes transfer of data 
WITHIN the PvC database, such as transfer of Global Settings to 
the Global Pool, or transfer of data from the Preset Pool to the 
current Memory Image 
Any button which shows a RED arrow denotes transfer of data to 
and from EXTERNAL sources and destinations, like the PC1600(x) 
device or a Disk file. Some examples are Requesting an entire 
Memory Image FROM the PC1600(x) device, writing information 
TO a Disk File (the floppy drive), requesting a single Preset from 
the PC1600(x) device (the icon is a little closeup shot of the LCD), 
or requesting all Scene information (Scenes are denoted by a little 
Camera). 

Other functions are denoted by particular icons. For example, an eye 
means to VIEW, and an eye next to a Green P circle means to View 
the Preset Pool. A hand with a pen means to Edit, so a hand with a 
pen over a closeup of the LCD means to Edit a Preset. A red X 
means to delete a data item. Two icons connected by a red and blue 
circular arrow means to Duplicate a data item. An icon next to a 
keyboard means to Change that data item's Name. A printer next to 
an icon means, obviously, to Print the data item. 

Two buttons which are always found together are the Compare Top 
and Compare Bottom buttons. These two buttons send Preset 
information into either the top or button frame of the Comparator 
window, where you can textually see the entire Preset definition of 
two Presets next to each other for easy comparison. 
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Under the file menu,we find the following Menu options: 

MIDI Configuration - This menu option opens the MIDI Configuration form, where you tell PvC 
where to find your PC1600(x) device on your MIDI interface ports, as well as where you setup the 
Learn and Simulation MIDI ports, the Printer which printouts will go to, and the total free 
memory of your PC1600(x) unit.  
MIDI Device Management - this menu option opens the MIDI Device Management form, where 
you can define all of your MIDI devices which your PC1600(x) will control.  
Sysex File Contents - this handy little utility will allow you to browse the files on a disk to find 
any sysex files (.syx) and will parse them and report all of the individual Sysex datasets contained 
therein. This is useful for determining what a .syx file contains before you try and import it.  
Clean the Database - The PvC program operates on a database of all of your Presets, Memory 
Images, Global Settings, Devices, and such. This database will grow with use and because of the 
nature of the program, may become large. Running this option on a regular basis will keep the 
database’s size under control. It is recommended that you run it once a week.  
Exit - This menu option will close the program and return you to the Windows OS. 

  

GLOBAL SETTINGS MENU: 

 

Under the Global Settings menu, we find the following menu options: 

Show Global Settings Pool - this opens the Global Settings Pool window, where you can perform 
operations on your Globals, such as Deleting, Renaming, Duplicating, Open the Global Settings 
Editor, or set a particular Globals set as your Default.  
New Global Settings - this menu option creates a new Global Settings set and opens the Global 
Settings Edit window. 

MEMORY IMAGE MENU: 
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Under the Memory Image menu, we find the following menu options: 

Show Memory Image Pool - this menu option opens the Memory Image Pool window, where 
you can view all the Memory Images in your database, and perform functions on them, such as 
Delete, Rename, Duplicate, or open a particular MI in the Memory Image Edit window for content 
editing  
New Initialized Memory Image - this menu option opens the Memory Image Edit window with 
blank contents (Default Globals and all presets –Initialized--) so you can create a Memory Image 
from scratch. 

PRESET MENU: 

 

Under the Preset menu, we find the following menu options: 

Show Preset Pool - this menu option opens the Preset Pool window, where you can see a list of 
all your Presets and perform operations on them, such as Delete, Duplicate, Rename, open one in 
the Preset Edit window for further modification. From here you can also import or export Presets 
to and from Sysex or PvC-format files, view their contents in detail in either pane of the 
Comparator window, see a list of which Memory Images use a particular Preset, or from here, 
send a Preset into the current Memory Image.  
New Initialized Preset from Pool - this menu option opens the Preset Edit window with the --
Initialized-- preset in it, so you can start creating a new Preset from scratch.  
Take a Peek at the Presets on the PC1600(x) - this menu option will request all Presets 
information from your PC1600(x) device and open a window to display the names of those 
presets, purely as an informational tool. 

HELP MENU 
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Under the Help menu, we find the following menu options: 

PvC Help - this menu option starts the PvC HTML-based Help system  
Register - This menu option opens the Registration window, where you enter your personal 
REGKEY to activate all functions of PvC. 

NOTE That on several occasions, the Preset Edit Window is required to fulfill other functions (like 
sending Memory Images to your PC1600(x) ). When it is required, PvC will tell you so and ask if you 
want to store the current contents to the Preset Pool before it takes control of the form. This way, you 
won't lose any data being edited at that time. 
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FIRST STARTUP: 
When you first start the PvC program, it 
will ask you for MIDI port defintions (by 
opening the MIDI Configuraiton 
Window), so that it knows where in your 
MIDI rig to find your PC1600x device. It 
requires a MIDI Out Port which sends data 
TO the PC1600(x) as well as a MIDI In 
Port from which it will receive 
information from your PC1600(x). It also 
requires that you set the MIDI In Channel 
to match that on your PC1600(x). This is 
required by the MIDI Sysex 
implementation of the PC1600(x). if you 
don’t set the channel, no communication 
will be possible.  

Here you must also specifiy which version 
of the PC1600(x) you're using. If you're 
not sure, it is displayed when you turn on 
your PC1600(x). The older version (1.1) 
of the PC1600(x) is missing some 
parameters the newer (X) version has, and 
PvC is careful about dealing with data 
from both devices, so you can freely 
interchange their data and PvC will 
reconcile those differences for you. 

Once you select the MIDI In and Out ports and the MIDI Channel, you should click the TEST Button, 
and the software will scan all MIDI Channels on the ports you specified in an attempt to find your 
PC16000(x)x. 

IF YOUR PC1600 IS NOT FOUND: Please check the MIDI In channel on your PC1600 to be sure it 
matches the one in the MIDI Configuration Window. It can be found on your PC1600(x) by pressing the 
UTILITY button and using the Data Wheel to scroll back to the first page. Also be sure of which MIDI 
Ports on your MIDI interface the PC1600(x) is connected to. Be sure both the IN and OUT are 
connected, and that another device on the MIDI chain isn’t stopping data from reaching your PC1600
(x). Also be sure your cables are OK. Some common utilities which can be used to send and receive 
Sysex data include MIDIOX (which is HIGHLY recommended for ANY MIDI kit!) which can be found 
at http://www.midiox.com. Using MIDIOx you can tell pretty clearly if data is being sent to and/or received 
from your PC1600(x). 

The Learn MIDI Device selection list allows you to select a MIDI Port in which data will be collected 
when using the Learn functions of the editor. These functions allow you to twist knobs or play notes on 
MIDI devices in your rig and have PvC actually program Buttons and Faders itself by analyzing the 
data. This function will be discussed later. When first starting up, you can select any port for the MIDI 
Learn Device. The MIDI Simulation Out Device is the port to send any PC1600(x) simulation data (yep, 
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the PvC software functions as a mini-soft-PC1600(x) with a few limitations) 

As you use PvC, you’ll need to change the Learn MIDI Device so that it points to the incoming data of 
whatever MIDI device you’re interested in learning from. Keep this in mind, as it must be properly set 
BEFORE you enter the Learn window by clicking the button on the Preset Edit window. 

You can also select a printer during this initial setup if you have one, and also check the Free Memory 
on your PC1600(x) device. Typically they have 20904 bytes free, but there are mods out there to 
increase memory, so this parameter is editable. To find out for sure how much free memory your 
PC1600 model has, you must first clear out all of its data and then use the UTILITY button and scroll 
over using the Data Wheel to the eleventh page (on the PC1600(x) ). 

Ok! Once you click the OK button on the MIDI Configuration Window, PvC will grab an initial set of 
Global Settings from your PC1600(x) and display them. These will be stored in the Global Settings Pool 
as the default settings (you can change this later at any time using the Global Settings Edit window. IF 
you start the program without your PC1600(x) connected, don't worry. The Get Globals will timeout 
with a message notifying you that your PC1600(x) could not be reached, and PvC will start with a 
default set of Globals, allowing you to begin working right away. 

Next, a blank Memory Image will display, allowing you to begin editing your PC1600(x). You’re ready 
to go. 
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PC1600(x) Virtual Controller 1.0 
CONCEPTS: 

PvC is a software program which is designed to talk to a Peavey PC1600(x) device (either the older 1.1 
version or the 2.2 or ‘X’ version) through your PC’s MIDI interface using special MIDI data called 
‘Sysex’, which is short for "System Exclusive" special MIDI code that only a particular MIDI device 
can understand and which allows it to share its internal settings and presets with another MIDI system 
(in this case, your computer) Once PvC can communicate with your PC1600(x) device, it will allow you 
to edit all of the PC1600(x) settings visually (saving your eyes from the wrath of the LCD and your 
fingers from the punishments of the data wheel!) and send your edits back to the device. It also takes all 
of this data and stores it in a database where you can keep, catalog, print and import/export the data for 
the sake of your sanity and to share with other PC1600(x) users. 

BASIC GIST OF PvC 

You should be fairly familiar with the workings of your PC1600(x) device, as well as typical 
MIDI data types and messages. If you’ve spent any time programming the PC1600 you’re more 
than intimate with these things.  
Every Preset the editor keeps is stored in one place, called the Preset Pool. You can edit Presets 
straight out of the Pool, but they have no relation to your PC1600x device. They cannot be sent to 
nor received from a PC1600(x) in that state.  
The Memory Image is a mirror-image working state which matches the configuration of your 
PC1600(x). You need to work within a Memory Image in order to actually send and receive Preset 
data to and from your PC1600(x).  
There is also a Pool for Global Settings and a Pool for Memory Images (any you have stored in 
the database).  
Scenes are dealt with a little differently. Scenes are bound to Presets (as they are on the PC1600
(x)), and PvC manages them for you. You can make Scenes by setting the sliders on the Preset 
Edit window or the Simulation window, or download them from the PC1600(x). The software 
merges them and keeps an appropriate set bound to the Presets within the database. Thus, 
whenever you add a Preset to a Memory Image, its Scenes come with it. Likewise, when you add 
a Preset which references Scenes on ANOTHER Preset (in Button or Preset Setup functions), the 
referenced Preset will ALSO be added into your Memory Image, so you don’t have to worry 
about adding Presets which reference non-existent Scenes.  
There is some fuzziness in the design of the PC1600(x), in that Presets can live as independent 
entities, but Scenes really have no meaning unless their Presets are in specific locations on the 
PC1600(x). This is compounded by the fact that there is no unique identifier for Scenes (no Name 
or such). The PvC Program tries to manage these relationships as best it can, but some basic rules 
should be followed in regards to working with data on and off of the PC1600(x): 

1. It is always advisable to grab an entire Memory Image from the PC1600(x) and then work 
exclusively with the data in the PvC program. Any edits on the PC1600(x) side can get 
things ‘out of sync’ and cause unexpected results.  

2. When first selecting a Memory Image from the Pool to edit, it is advisable to send it to your 
PC1600(x) so both the program and the device are in sync. PvC will prompt you to do so.  

3. If you’ve updated Scene information on the PC1600(x) as well as Preset information, then 
be sure to retrieve the Scenes first in the Memory Image window, before grabbing any 
Presets. Alternately you can grab the entire Memory Image, which will cause a re-sync, but 
be careful about changes you’ve made in the PvC software in that case. The IDEAL method 
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of creating Scenes on your PC1600(x) is this: 
1. First, send a Memory Image to your PC1600(x) which you've created in PvC.  
2. Next, make any Scenes on the PC1600(x) in addition to any you've sent via the MI.  
3. Once you're done, in the Memory Image Edit window, grab all Scenes and let PvC 

sift and merge them with the existing Scenes. That way, any preexisting Scenes will 
retain their OLD name (as within PvC, Scenes are referenced by NAME and no 
Scene name exists on the PC1600). New ones will be given a new name and they'll be 
ready to reference within PvC.  

4. To help with this situation, PvC will not let you add Presets to Memory Images if the 
number of Scenes attached to the Preset would put the Memory Image over the 100 slot 
maximum. Likewise, if PvC grabs a Memory Image from the PC1600(x) which, when 
merged with Scenes already attached to the same Presets in the Pool, PvC will ignore 
Scenes above and beyond the 100 Scene limit. NOTE that there is a bug in version 2.2 
which only allows 50 Scenes to be exchanged via Sysex, and PvC will notify you of this 
issue if you exceed 50 Scenes as well.
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