
MP-3000F DJ Software
Early Design Concept Documents: Translation & Summary

Original documents ca. 1991–1993  •  Translated & annotated by AI in 2026

Historical Note

These documents describe a remarkably forward-thinking early-1990s concept for what we would 
now recognize as a digital DJ workstation with AI-assisted music analysis. The system anticipates 
BPM matching, automated remixing at configurable levels, genre indexing, and rudimentary audio 
fingerprinting and analysis — years before such capabilities appeared in commercial DJ software. 
The hardware concept (8 cm CD storage, battery-backed RAM, miniaturized recorder) reflects the 
era’s constraints addressed creatively. The mixing technique taxonomy is also surprisingly close to 
how modern DJ software categorizes transitions; times change, DJs don’t.

The system was originally modeled after Amiga music trackers of the late 1980s / early 1990s like 
NoiseTracker & ProTracker. The final product ended up using MP3-files — at the time of writing these  
documents MP3 had been introduced as a concept, but had not yet been publicly adopted due to 
severe limitations in consumer computing power of the early 1990s.

Many concepts described in these early designs never ended up in the final product — mainly due to 
technical limitations, secondly due to the lack of skill by the developer at the time. Also, the hardware 
mixer and the “Mini Recorder Device” were never built; this ended up being a purely software product 
between 1996–2001 when it was cancelled after the release of more professionally produced DJ 
software like Native Instruments Traktor DJ Studio and Serato DJ with whom it was basically 
impossible to compete against.

The latest versions of the software are still available in https://disconova.com/mp-3000f/ ... however, it  
should be noted that the application(s) were originally written for Windows 2000 and while they might 
still start on later versions (like Windows XP, Windows Vista, Windows 7, etc.) no guarantees of 
compatibility on these later operating systems can be given.

— Markku Post-Uttula / DJ UTU





Page 1 — UI Layout Sketch (hand-drawn, ~1991)
A wireframe sketch of the software interface, divided into the following areas:

Top Bar

Transport/mode buttons (several with question marks, indicating undesigned functions), plus 
an Oscilloscope output display on the right edge.

CD1 / CD2 Detail Panels

Two side-by-side detail panels, one per deck:
• Current track info

• original play style/play times
• remix play style/play times, etc.

Elapsed Time Displays

One per deck, each showing Track/Mix counters and mode checkboxes (Scratch, Sample, 
plus two unspecified options). A side note reads: "Also BPM info if in the index."

Drop-ins Section

Dropdown selectors for CD1 and CD2 track selection.

Light Control Section

• Mic In
• Cue Out
• AC In (pistoke/mixer — wall socket/mixer)
• Stereo/mono routing matrix with Bass/Mono outputs (4 output rows, each with ST/ST 

OUT and BASS/MONO labels)

Connectors (Liittimet)

Bottom panel labeled Liittimet (connectors), with a separate Ala-liittimet (bottom connectors) 
subsection.

Side note on the sketch: "Will be replaced by: Mixer, Light Ctrl, etc." — indicating the 
standalone hardware inputs would be abstracted behind software or a mixer.





Page 2 — Indexes & Mixing Techniques (typed, ~1991–92)

Genre Index System

Music is organized into named directories (indexes). The defined genres are:
• Dance
• Finhits
• Miscellaneous
• Punk
• Rap
• Reggae
• Rock
• Slow
• Techno

When a track is moved to device memory, it can be assigned to one or more indexes. During 
playback, the needed indexes can be opened and the rest closed — at least one must 
always remain open. Indexes can be freely opened and closed during a set.

Mixing Techniques

Technique Steps Notes

Fade-mix 1) Match BPM of both tracks 2) B fades in 
while A fades out (X-Fade)

Fast Fade-mix: ~16–
32 beats Long 
Fade-mix: ~32–128 
beats

Chop-mix 1) Match BPM 2) A plays, B silent 3) At 
transition: A silent, B plays

Entire mix lasts two 
beats

Back-And-Forth-mix 1) Match BPM 2) Alternate ~32-beat 
snippets of A and B 3) Chop-mix to finish

Used especially in 
Megamixes

To-The-End-mix 1) A plays to its natural end (fadeout, DJ 
beep, or melody snippet) 2) B starts from 
beginning at its own BPM

Use when 
beatmatching is not 
desired

Slow-Down-mix 1) A slows down (like a turntable losing 
power) 2) B starts from beginning at its own 
BPM

Use sparingly — 2–
3 times per evening 
is OK

Megamix 1) Create remixed versions of tracks that 
sound quite different (basslines, melodies, 
instruments) 2) Combine using Chop-mix, 
Back-And-Forth-mix, Fade-mix (Fast/Long)

Sounds absolutely 
best but should not 
fill an entire evening





Page 3 — Refined UI Sketch (pencil, ~1992–93)
A more detailed pencil wireframe showing a mature second-generation interface design.

Top-Left Panel — Status & BPM

• Elapsed Time display
• Clock display (e.g. 01:18:17 / wall clock 18:30)
• Remix Level selector: 1 / 2 / 3
• Current BPM readout: 134.3
• Coming Up BPM: → 138.2 (with +/− adjustment controls)
• "Coming Up Monitor" — waveform preview of the next track

VU Meter (Digital 2)

Full stereo bar graph display, range +3 to −20 dB, with Left and Right channels labeled.

Mixing Technique Selector (right panel)

A list of selectable mix methods for the current transition:
• Fast Fade-mix
• Long Fade-mix
• Chop-mix
• To-The-End-mix
• Slow-Down-mix
• Megamix (Fast Fade)
• Megamix (Long Fade)
• Megamix (Chop-mix)
• Megamix (Back-And-Forth)
• END — end-of-set marker

Main Playlist Area

Rows labeled A–H20 (likely 20 slots per letter page). Example content visible in sketch:
• Current genre flow: Dance / Techno / Rap / Reggae / Slow
• Coming up: Amadin/Alabaye (138 BPM), Bizz Nizz / Get Into Trance (124.6 BPM), …

Bottom-Right Controls

• Drop In buttons: Samples / Dub-beats
• "Perform mix at": countdown timer showing −01:34 (mix cue point)
• Mic 1 / Mic 2 channel strips with level faders and waveform displays





Page 4 — Remix Levels & Memory Transfer (typed, ~1993–
94)

Remix Level System

The concept: every track undergoes remixing before playback so that sets sound maximally 
varied and flow smoothly. However, too much remixing makes tracks unrecognizable — 
which is not enjoyable. Solution: configurable Remix Levels, letting the DJ decide how much 
each track is altered from the original.

Level Description Examples

Level 1 Virtually nothing changed — only 
duration/edit type.

Extended versions, Radio edits

Level 2 Bassline, instruments, and/or musical 
style altered.

Dr. Alban “It’s My Life” 
(Raggadag mix), Minnesota-
style Dance remixes

Level 3 Track sounds VERY different from the 
original — vocals barely recognizable, 
most lyrics removed.

Jam & Spoon “Right In The 
Night” (Kid Paul mix), Dr. Alban 
“Look Who’s Talking” (Attitude 
mix)

Memory Transfer Process

Before playback, tracks must be transferred to the device’s memory using a separate unit. 
This is time-consuming — roughly 5 seconds per track on average (with a typical 4-minute 
track taking around 4 minutes to process).

Tracks are transferred via a small computer-like device (“mixer”) with:
• One AUX-level input
• One PHONO-level input
• One input for a mini tape recorder

These inputs can be connected to: a CD player, cassette deck, VCR, separate mixer (for 
bulk AUX transfer), or a radio receiver.

Transfer Procedure

1. Device powers on, immediately ready to receive music data.
2. Recording starts via dedicated button. Only music is captured — DJ talk, silence, and 

off-topic audio are automatically filtered. Audio is normalized to VU −0.5.
3. The system performs audio analysis on the track:

– Identifies vocalists, their gender, and singing style
– Extracts lyrics and pronunciation patterns
– Separates bassline from melody
– Creates internal "notes" and calculates how much can be changed per remix 

level while remaining recognizable
– Analyzes which instruments play when, and which playing techniques are used
– Compiles all data into a compact representation
– This analysis step takes approximately 5 seconds on average

4. Track is named with artist and title. Multiple versions get version numbers instead of 
names.



5. All tracks are stored on an 8 cm CD (described as resembling a CD single in format). 
This disc is inserted into the "mixer" which loads the data into backup-battery RAM. 
Batteries charge in approximately 30 minutes and hold charge for about 6 months.

Storage Capacity

• Approximately 50,000 tracks fit in base memory
• Additional memory modules can be added (though unlikely to be needed)

Mini Recorder Device

A portable recording device approximately 11 × 7 × 1.5 cm in size, with two buttons (record 
start/stop). Two wireless earphone-style microphones can be pushed in for ambient/live 
capture. The device connects by sliding into a dedicated slot on the main recording unit.

This allows recording approximately 2 hours of music from any source, including live events. 
The document notes somewhat cheekily: "No need to buy the records you want — just listen 
to them through it…"


