
MDrumStrip

Overview
MDrumStrip is a unique solution allowing you to quickly and easily mix modern punchy acoustic drums for pop/rock/metal and other genres.
The way we learned to like mixes in the contemporary genres is a very different from the acoustic origins and how it was decades ago.
Getting there is somewhat an alchemy and there's a very long learning curve to get there. And the drums play the lead, not only by being
perhaps the most important element, it's also the most difficult to mix. The purpose of this plugin is to make things quick and easy. It can be
exploited for electronic drums too, but it's designed specifically for acoustic drums. 

MDrumStrip is a collection of devices (kind of like a collection of plugins, just accessible easier) created for each individual instrument and
stage in the mix, so there is a device for snare drum, bass drum, overheads etc. Here we give you a relatively simple "algorithm" for drum
mixing, whether it is recorded or sampled.

Recording acoustic drums
Before we get to the mixing, a quick elementary lesson about drum recording is probably in order. I will be describing the contemporary
drum recording, not various oldschool ways, which have their own sound, but are not really usable for the music we are producing now. 

A typical drumset consists of a bass drum, snare drum, toms, hihat and cymbals. 

Bass drum is usually recorded using a dedicated dynamic mic places inside the hole in the back (or even outside) and the exact location
really depends on the drum and tuning. A "sub" is often added behind the drum, however I personally have mixed feelings about this.
Another mic can also be placed on the side of the better to capture the "slap" in each hit. 

Snare drum is usually recorded with a dynamic mic placed above its rim directed about to the center and a snare mic below, which is usually
added just a bit to the mix as it is quite "rattling". Condenser mics can be used, but they tend to capture too much of the bleed from the
cymbals and other drums. 

Toms are usually recorded with a single mic above placed above its rim directed about to the center. Toms are especially prone to bleed
from the cymbals and other drums. 

Hihat is usually recorded using a single mic above it. 

Overheads are always paired, one on the left side and one on the right side of the kit, usually placed quite a bit above. More than one pair is
certainly useful if possible. Overheads mainly server for capturing the cymbals, however they record the toms as well and as such it is quite
a good idea to test the stereo field to make sure the toms are spaced nicely from left to right, since close mics will be probably set to match



that. 

Finally there are room mics, which provide most of the ambience, size and sense of space. Again paired, if at all possible. No reverb can ever
mimic, what room mics do, since reverbs produce ambience of an infinitely small sound source, but the beauty is in the size of the drumkit
itself and the complex reflections the room makes for them. Therefore the room the drums are recorded in is essential and provides a big
part of the character. MDrumStrip can certainly help with situations where your room is not right, just know that it will never sound as good
as if the drums were recorded in a gread sounding space. 

Finally a little note on drums. Cymbal sound can only be affected by the selection of the cymbals, that's actually important and selection of
cymbals should be somewhat dependent on the drums and genre. 
So the drums... When recording anything meaningful it is a good idea to use new drum heads. Differences between heads don't seem to be
too big, but usually the thinner the better, since it will resonate with the drum the best. It will also "die" fastest though. In fact they can die
before you end up recording the album. Unfortunately since the dying process is continual, it's hard to notice. Whichever heads you choose,
the tuning is the key. And unfortunately tuning is difficult. However you may have the most expensive drums and mics in the world, but if
you don't tune them well, they will sound horrible and there's no way to fix that later. In fact, the tuning and the drummer's hands (and
sticks) may well be the most important factors when it comes to the final drum sound.

Top-down mixing
The natural way to mix is to start from individual elements, such as a snare drum, mix them into a drum bus, then mix that with all the
vocals, bass, guitars... into the master bus. This could be called bottom-up mixing. Unfortunately this makes things rather difficult with
modern music. First, it's common to perform very heavy processing and that could make things very difficult, since in each step you'd need
to know "how the instrument should sound in that stage". Second, there are elements, mainly bass drum and snare drum, which need to
cut through the mix at all times. While that can be accomplished with the use of some heavy sidechaining, there just is a simpler and more
natural way. 

Top-down mixing works the other way around - you start with the master track and in a way "premaster" your audio. Under that there's a
drum bus, vocal bus, and a bus for everything else. This way you will always listen to sort of "mixed already" sound. And it lets you have a
simple way to let bass drum and snare drum (and potentially something else too) cut through the mix - just make them a lot louder and let
a compressor on the master track do it for you! Every time say a snare drum hits, the peak level gets a lot higher and the compressor tames
it to make it similar to the loudness, but it keeps the relative level - the snare will still be louder than the rest, so it will cut through nicely. 

So how should you make the master track? First there should be this important compressor, that does all the gluing and taming the
snare/bass drum hits. MTurboComp's MA2A device seems to work well for this for example. 

Next you can improve things with a multiband compressor, such as MDynamicsMB - just 2 bands would do, with a cross point at about
100-200Hz. This will improve the gluing, since bass drum (in band 1) and snare drum (in band 2) may have quite a different level. 

Then, a dynamic EQ such as MAutoDynamicEq's Compressor/Expander device could help flattening the spectrum. Similarly
MSpectralDynamics' Flattening device can do that, if you don't mind the latency. You can skip these though. 

Then some equalization. You may be a master of EQ, most of use aren't. So there's a simple way - MFreeformEqualizer can perform a
great spectrum matching. So just take a tune you like, a reference, Analyse it as "Source". And analyze a part of your tune, a chorus
perhaps, click Equalize and you are done. Even better, use 2 of them, on in Mid channel mode, the other in Side. That way you can "mimic"
both the center and side content making the stereo field similar, as that is also quite a difficult task otherwise. Note that you will need to
reanalyse this from time to time while you are mixing, since your own sound is going to be changing a lot. It may be a good idea to set the
MFreeformEqualizer(s) to Minimum phase if you are going to be doing some more recording, to minimize latency. 

Finally some limiting, I'm sure you have some favourite limiter, MLimiterX or MLimiterMB. For heavier styles it is actually common to
employ some clipping instead. FireMaximizer from our colleges at UnitedPlugins could save the day, since it lets you blend between all
these. 

And you should definitely crosscheck your sound with your reference track(s). MCompare is the best solution for that. 

That's all. That's the master track you put there every time, and it is actually (near) zero latency, so you can actually premix your track
before you start recording the actual tune - let the musicians say play a chorus, give them headphones, and they can perhaps start
recording with the "almost ready" mix in their ears. How about that? But first the drums...

Time to mix the drums!
MDrumStrip comes with several devices, some are very different. All of them are complex multieffects under the hood designed specifically
for that instrument or stage. But they all have been designed to be as "similar" as possible so you can master them quickly. Also, usually the
amount of changes needed should be fairly small as they employ various automatic correction mechanisms. In fact, after doing the
"analysis" in each device, even the output loudness should be quite right.

Drum master bus
Since we are doing the top-down mixing, we should start with the Master device, and as you probably guessed it should be placed on the
drum mix bus. And here's the first thing to do - play your drums and press the AutoInput button, leave it on for a few seconds and press it
again. This analyse your drums and adapt the plugin to the level and spectrum of your audio and is present in ALL of the devices and it's



one of the essential beauties of using the plugin. Don't bother with Master anymore, just note that you will have to reanalyze it later since
your sound is about to change quite dramatically.

Bass drum a'ka Kick
Bass drum is probably next. So mix all your mics you used for bass drum into a single bus (if you used more), ideally fix their phase with
MAutoAlign, and put another MDrumStrip to the bass drum bus and select device, yes you guessed it, Bass drum. And again, play some
audio, press AutoInput button, leave it on for a few seconds and press it again. Then notice the analyzer view, which contains several
vertical lines, especially the most noticeable light green one, the fundamental - move it to the fundamental of your drum, usually the
highest peak with the lowest frequency. 

Now you should already have a decent kick sound, but there are a few quick things to notice. Matching knob automatically equalizes your
kick to some hard-wired very well recorded dry bass drum sound. It's set to 50% by default, so it is already at work, but perhaps you want
to change that, depending on your style and preferences. 

You may want to enable the Gate to avoid bleed from other instruments (assuming this is not sampled drums, where you don't need to
worry about that). And even better, the BleedKill / BK module above it is kind of like a gate for higher frequencies and considerably
attenuates the bleed from cymbals, which is the most problematic. 

It's time to notice the list of modules under the AutoInput button, where you can disable each by double clicking on them and change their
order. That should easily tackle the common question of "should EQ be before compression or the other way around?". Note however that
the defaults should again do the trick in most cases. 

Let's check the EQ, which is very similar in most devices, just the way it works is different. Depth is great if you feel like "perhaps the EQ is
doing too much". Then there are several bands, such as Body, 2nd, Mid, Slap A.... These all do "something" specifically designed for bass
drums. While each has several parameters, all you usually need to worry about is whether to enabled them or not and potentially use the
knob below to alter "how much and whether to cut or boost". At this point just click on each a few times - is it better on or off? 

Some frequency is pinching your ear? That may well be some ugly resonance, some screw was loose in the drum or something. ResoKill
module is what you want. You'll have to find the frequency that bothers you, so it's not for lazy people :) . 

Time for the Dynamics. The most important stuff to notice here is again the Depth and the XY pad which defines the nature of the kick.
The dynamics section in most MDrumStrip devices works by employing 3 very specific algorithms, which focus on some common sounds
used in various genres. And you use the XY pad to control how much of each you want. You can control parameters of each on the right,
but that's only when you feel the need. In Bass drum device you have these: 
Slap - mostly the initial transient, which should help the kick cut through the mix. You will probably want a lot of this for metal. 
Comp - classic compression. Typical for pop and rock. 
Squash - ultraovercompressed sound, which you mix in to make the kick long and big. It's quite useful for genres where there aren't too
many bass drum hits and there's a need to fill the space in between. 

Reverb, for a bass drum? Are you joking? Nope. It's not like you should drown you kick in that, but a little hint that makes it bigger and
wider. It should be barely noticeable, but once you start using it, you won't stand your kick without it. A selection of algorithms that work
well with bass drums is provided. 

Finally the top right corner of the device, which features the few knobs, which all kinda define the output loudness, just different. First
there's the Maximizer, a single parameter module, which is basically a limiter and lets you make your kick louder, but being a limiter it also
squashes it. Saturator is similar, but performs saturation instead of limiting. Which is better? Depends on your taste, don't overthink it, just
find what sounds better to your ears. But note that these are the exact parameters you should be playing with when listening to the mix as
whole. 
The last one, the Output, which is simply an output gain so it lets your kick go well above 0dBFS if needed. Now recall the section about
top-down mixing, where the master compressor glues things up making sure the bass drum and snare drum cut through the mix, because
these were louder than the rest in the first place. So, yes, there's nothing wrong about going above 0dBFS here, magic of the digital domain.

And that's all that's needed for processing bass drum. And the good news is that the remaining devices share the same principles, so it will
only be easier from now on.

Snare drum
This journey will be nearly identical, so a quick recap. Put it on the snare bus, which should be a mix of all mics you used for your snare
drum (some engineers process them individually. Seems unnecessarily complex to me). 
- Put MDrumStrip with Snare drum device on it. Looks nearly identical, it's very different under the hood though. 
- Perform the AutoInput analysis. 
- Set the Matching to your taste. 
- Set the Fundamental / Green line in the analyzer to the lowest high peak. 
- Enable BleedKill / BK and Gate if needed. 
- Enable/disable different bands in the EQ and choose whatever is better. Play with the gain knob of each if desired. 
- Use ResoKill module to remove ugly resonance if needed. With snare drums it's unfortunately more common. BUT be careful, once you
start hearing these resonances, you will be tempted to remove them all only to find out you just created a completely lifeless snare drum.
That's partly why there are only 2 bands in resokill. 
- Play with the XY pad in Dynamics module to the sound character you want. It's the same as in Bass drum actually, just Slap has been
renamed to Pop. 
- Play with the Reverb if needed. The reverb is almost always useful for snare drums, but note that the main ambience should come from
your room mics. 
- There's a new single-parameter-module Phattener on top of the device. Check it out, it can be quite magical. 
- Play with the output loudness and character using Maximizer, Saturator and Output.



Toms
Since trhere are usually several toms and they should sound somewhat similar in terms of character and dynamics, they are processed in 2
steps. First there is a Tom device for each individual tom. It's pretty much just simplified version of what we had with Bass and Snare
drums. So again, a quick recap: 
- Perform the AutoInput analysis on some part with the tom playing. 
- Set the Matching to your taste. Here it is set very low by default, since the toms differ a lot considering the broad range of sizes. 
- Set the Fundamental / Green line in the analyzer to the lowest high peak. 
- Enable BleedKill / BK and Gate if needed. It may actually be useful to go through your audio manually and literally silence the unused
tom tracks wherever the tom is actually not playing. This will avoid most problems, since tom mics are especially prone to all the leakage,
since they are literally surrounded by the actual drum kit and other toms. 
- Enable/disable different bands in the EQ and choose whatever is better. Play with the gain knob of each if desired. 
- Use ResoKill module to remove ugly resonance if needed. It's rarely needed in my opinion. 

Once you process one tom, copy it to the others and just reanalyze and set the fundamentals appropriately. Assuming you tuned your toms
well and used similar mics, that would do most of the heavy lifting. 

The individual toms should then be panned and sent to a tom bus, make sure they are similar in loudness and there you need to put
another MDrumStrip with Tom bus device. And you should be mostly familiar with this one as well. Let's do another recap anyways: 
- There another Gate here, which may be handy if you are really struggling to get rid of the bleed. 
- Play with the XY pad in Dynamics module to the sound character you want. It's the same as in Bass drum actually. In fact, in many
heavier styles it is kind of desirable to make toms sound sort of like bass drums, just higher, so that complex drum fills emplying both sound
good. 
- Play with the Reverb if needed. It's mostly useful for "emptier" music here, since the stereo part of the idea is not so relevant - the stereo
is produced by the panning. 
- Play with the output loudness and character using Maximizer, Saturator and Output.

HiHat
While the hihat is usually captured using the overheads, a dedicated hihat mic is often useful, since the hihat can be drowned by the
remaining cymbals. Processing it using the HiHat device should be all too familiar by now. It's main point is cleaning the hihat mic sound
and make its level more consistent. HiHat is usually panned to a position similar to where it is in the overheads.

Overheads
Each overhead pair should have its own bus you put your the MDrumStrip with Overheads device to. And guess what, it is nearly identical
to the other devices, just works differently. When you listen to the processed and dry overheads, you may sometimes feel it's a bit "too
much", but actually in the full mix that will sound good. That's one of the many complexities of the modern mixes. 

One more thing to mention - there's a new module called CymbalKill / CKILL. Now why on earth would you want to remove cymbals from
a mic bus designed for cymbals?? Well, sometimes you may decide that the cymbals are actually killing the drums a bit too much and the
drums sound really good in the overheads. Quite rare, I admit, but perhaps that's exactly what will happen to you. 

How much overheads to put into the mix? Well, mostly exactly as much, so that the cymbals are audible, but are not killing the mix. Which
is usually quite low actually. But the devices have been designed, so that the "usual" level is default, so usually just keep your mix fader at
0dBFS.

Rooms
Each room pair should have its own bus you put your the MDrumStrip with Room device to. It may be useful to use MAutoStereoFix
before MDrumStrip to stabilize the stereo field. The device is pretty much identical to the overheads device. And it's purpose is also similar. It
just been tweaked for the room mics, which usually capture the entire kit, while overheads focus on the cymbals. 

The CymbalKill / CKILL module is also quite useful with room mics. Often the rooms are crowded with cymbals, but we use the rooms to
make these big phat snare and bass drums. So the module lets you attenuate the cymbals, so that the drums get more prominent and you
can make them phat as they deserve. 

How much rooms to put into the mix? As usual the default should be fairly good. Then increase it for more ambient sound, lower it for more
punchy sound.

Parallel bus
You have now mixed all the individual drum tracks, hopefully let the MDrumStrip with Master device reanalyze and you are almost there. It's
just there's something missing. Well, that's the parallel bus. Create a new bus in your DAW, put another MDrumStrip insteance with Parallel
device to it and send various mixed drum tracks to it. Which and how much? Well, mainly the drums and rooms. Then use the AutoInput
and blahblah, you already know the drill. 

Now the device is designed to really overprocess the sound in the parallel bus, so that on its own it will probably sound pretty horrible. Put
the fader to silence and slowly start increasing until you notice it and just a tiny bit more. Then try to mute it and you'll hear the big
difference. There's just a little bit of it, but it still makes a huge difference.



Final words
That's all that's needed to get a great drum sound. It's quite likely that at this point you noticed things you didn't notice before - some sort
of ringing resonances, snare being killed by cymbals again, so you may need to go back for the best results and potentially tweak the
advanced settings, but most of the heavy lifting should already be done.

Devices
This plugin can be though of as a collection of plugins listed on the left side of the GUI. Select a device simply by clicking on it. Its GUI will
appear on the right side. Compared to other MeldaProduction plugins it doesn't have any edit screen, so you cannot edit the internal
functionality, which may be extremely complex. If you are interested in complex editing, please check MXXX, the ultimate modular
effect.

 Panic
Panic button resets the plugin state. You can use it to force the plugin to report latency to the host again and to avoid any audio problems. 
For example, some plugins, having a look-ahead feature, report the size of the look-ahead delay as latency, but it is inconvenient to do that
every time the look-ahead changes as it usually causes the playback to stop. After you tweak the latency to the correct value, just click this
button to sync the track in time with the others, minimizing phasing artifacts caused by the look-ahead delay mixing with undelayed audio
signals in your host. It may also be necessary to restart playback in your host. 
Another example is if some malfunctioning plugin generates extremely high values for the input of this plugin. A potential filter may start
generating very high values as well and as a result the playback will stop. You can just click this button to reset the plugin and the playback
will start again.

 Settings
Settings button shows a menu with additional settings of the plugin. Here is a brief description of the separate items. 

Licence manager lets you activate/deactivate the plugins and manage subscriptions. While you can simply drag & drop a licence file onto
the plugin, in some cases there may be a faster way. For instance, you can enter your user account name and password and the plugin will
do all the activating for you. 

There are 4 groups of settings, each section has its own detailed help information: GUI & Style enables you to pick the GUI style for the
plug-in and the main colours used for the background, the title bars of the windows and panels, the text and graphs area and the
highlighting (used for enabled buttons, sliders, knobs etc). 

Advanced settings configures several processing options for the plug-in. 

Global system settings contains some settings for all MeldaProduction plugins. Once you change any of them, restart your DAW if
needed, and it will affect all MeldaProduction plugins. 

Dry/Wet affects determines, for Multiband plug-ins, which multiband parameters are affected by the Global dry/wet control. 

Smart interpolation adjusts the interpolation algorithm used when changing parameter values; the higher the setting the higher the audio
quality and the lower the chance of zippering noise, but more CPU will be used.

 WWW
WWW button shows a menu with additional information about the plugin. You can check for updates, get easy access to support,
MeldaProduction web page, video tutorials, Facebook/Twitter/YouTube channels and more.

 Sleep indicator
Sleep indicator informs whether the plugin is currently active or in sleep mode. The plugin can automatically switch itself off to save CPU,
when there is no input signal and the plugin knows it cannot produce any signal on its own and it generally makes sense. You can disable
this in Settings / Intelligent sleep on silence both for individual instances and globally for all plugins on the system.

 Reload
Reload button reloads the device and sets all non-locked controls in the current device to their default values. It may be useful, since the
plugin stores current settings when switching between the devices, hence this button is a quick and easy way to get the defaults for the
devices, before you changed them. If you want to reload all parameters for the device, you must unlock the Easy screen locks or disable
them all by turning off the On/Off button in the Global Locking panel in Edit mode.



 Device selector
Device selector lets you choose from the predefined devices (previous 'active presets'). These are different from normal presets as they can
actually have Easy-mode controls available via knobs or buttons. Click on an device to load it. Check out our video tutorials for information
about creating your own devices. Although you cannot put your own devices into this selector, you can still save them as normal presets and
on loading they will work in the exactly same way.
When browsing the devices, the plugin stores the control values (multiparameters). It doesn't store the full settings, only the
multiparameters, so that if you switch between the devices, your settings will be kept intact, unless you switch to edit screen and perform
some advanced editing, in which case it is recommended to use the A-H presets to store your work.

 Collapse
Collapse button minimizes or enlarges the panel to release space for other editors.

Bass drum



 Presets
Presets button displays a window where you can load and manage available presets. Hold Ctrl when clicking to load a random preset
instead.

 Left arrow
Left arrow button loads the previous preset.

 Right arrow
Right arrow button loads the next preset.

 Randomize
Randomize button loads a random preset.

 Matching
Matching controls the amount of automatic equalization. It should be performed on a relatively intact signal as it matches your audio to
a spectrum of very good recording. Note that in some cases only a little should be applied, such as in case of overheads and rooms,
where you only want to ensure there's nothing inherently "different" with your audio.

 Depth
Depth controls the amount of the effect. The higher the value, the more the high frequencies are removed.

 Frequency
Frequency controls the dynamic filter frequency, above which everything is attenuated unless the drum is hit. The usual setting is
around 500Hz, which may seem quite brutal, but usually is surprisingly transparent and produces a solid bleed removal.

 Release
Release controls the release time of the dynamic filter. The longer it is the longer it takes for the filter to start removing the high
frequencies after each hit. Shorter values remove more of the bleed, but potentially also part of the sustain stage of the drum.

 BleedKill
BleedKill lets you remove most of the bleed from the cymbals, which are commonly obstructing drum close mics. It employs a dynamic



filter, which attenuates everything above selected frequency (mids and highs usually), but once the drum is hit, it temporarily opens and
lets the attenuated frequencies pass making the drum sound as it should. This technique is much more subtle than brutal gating you'd
probably use otherwise.

 Low-cut
Low-cut lets you remove the lowest frequencies from the kick drum. In most cases you leave this at minimum (off), but in some music
styles you may want to remove a bit of the low end to create space for bass. Also some kicks produce a bit too much ultralow
frequencies, so you may use this control to tame that as well.

 Fundamental frequency
Fundamental frequency controls the lowest and main frequency of the drum. This in effect controls all of the frequencies in the
equalizer, so it may be considered the most important setting. In a way this defines the tuning of the drum. 
You can use the green vertical line in the analyzer or control this directly. Locate the lowest high volume "bump" and set the
fundamental to its center. Note that the second harmonic is sometimes louder than the fundamental. Also you may see lots of lower
level "bumps" below the fundamental.

 Depth
Depth controls the amount of EQ processing. The device provides a specialized equalizer for this specific instrument. If there is a
Fundamental control, the first step would be to set it up, most likely using the analyzer. That makes the EQ tuned to that sound. The
EQ then provides several aspects you can tune the sound with. These are generally specialized filters designed for this specific purpose.

 EQ
EQ provides a powerful dynamic equalizer designed specifically for this particular audio material. Most devices contain the
Fundamental frequency knob (plus accessible from the integrated analyzer), which you need to set to the lowest and usually most
prominent "bump" in the spectrum and which defines the natural resonance frequency of the drum. This makes the bands of the
equalizer set to proper locations (which you can further tweak using the Shift parameters if needed). Each band then focuses on
specific part of the sound and in many cases the defaults will be all that's needed to get a great sound.

 Dynamics
Dynamics controls a powerful dynamics processor, specifically designed for this particular audio material. Unlike normal compressors,
which are usually a bit tricky to set up, this one contains multiple units in parallel, each focusing on specific part of the signal. While you
can certainly dive into the settings themselves, usually all you need to do is to use the XY pad, which controls the mix ratio of each. For
example, when processing a snare drum using the Snare device, 3 units are provided - on focusing on the classic compressor count,
another on the initial "pop" used to make the snare cut through the mix, and finally the squasher, which produces very overcompressed
mostly sustained sound useful to produce more body. You simply need to set the right ratio between each for your taste.

 Companding
Companding controls whether the integrated compander is used and how much. Compander is a unit, which compresses the signal
when reaching the dynamics section and undoes the compression afterwards. This lets the dynamics section work with more stable
levels producing more consistent results. Whether that is good thing or not depends on the music style and actual sound.

 Depth
Depth controls the amount of the dynamics processing. The plugin provides multiple dynamics processing units focusing on distinct
characteristics of the specific drums the device is designer for, e.g. an initial transient + classic compression + squashing. You can then
mix these in arbitrary ratio to get the sound you want quickly and easily. The depth then lets you mix this highly processed signal with
the dry input. You can see this as parallel compression, though it is far more complex than that.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.



 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Body
Body controls the main fundamental of the kick. It can often be described as "sub" or tone of the drum.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 Shift
Shift lets you move actual frequency of this filter a bit. By default this is 0% meaning that the filter frequency is fully determined by the
Fundamental. But you may alter this if the results are not meeting your expectations. The filter locations are displayed as blue lines in
the analyzer.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 2nd
2nd controls the second harmonic. It is usually located around 100Hz and despite it is technically a harmonic, it is usually used to
produce the body of the drum without the brutal sub the actual Body filter would generate.

 3rd
3rd controls the third harmonic. Whether it is useful depends on the actual drum.

 Mid
Mid controls the middle frequencies, which are usually tamed to make the kick more "hi-fi" and to clear space for other instruments in
the mix.

 Slap A
Slap A controls the high frequencies producing the classic kick slap, which makes it cut through the mix.

 Slap B
Slap B controls the high frequencies producing the classic kick slap, which makes it cut through the mix.

 Resokill
Resokill is a resonance removal module based on 2 very narrow peak filters, which let you remove unwanted resonances many drums
suffer from. The knobs control the frequencies of these filters and you can also see them as red lines in the analyzer graph.



 Frequency
Frequency controls the resonance frequency to be removed. You can see the location as the red line in the analyzer graph. Resonances
often need to be set very accurately, so that the filter is most efficient and natural, so don't forget to use mouse-wheel or ctrl/cmd for
fine-tuning.

 Gain
Gain controls the gain of the resonance filter. The usual workflow is to set this to maximum, so that the filter starts amplifying the
frequencies. Then use the Frequency knob to locate the optimal frequency where the resonance will most "unpleasant". Then lower
the gain as much as needed. Note that in many cases resonances may sound ugly on their own, but they may have an important role in
cutting through the mix. Therefore it is adviced to use this with caution.

 Harmonics
Harmonics controls to which extent are the higher harmonics removed along with the main resonance. This is often useful as natural
signals are rarely just single frequencies.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. Considering the purpose of removing
unwanted resonances it is usually best to set it very low, so that it will target the relevant frequencies very specifically.

 XY pad
XY pad lets you quickly set the ratio between all the provided dynamics processors.

 Slap
Slap produces the initial kick transient. It is short, agressive and potentially high in level. It lets the kick cut through the mix. The more
agressive the music is, the more of this is usually needed.

 Mix
Mix controls the level of this dynamics processor in the mix.

 Drive
Drive controls the agressivity of the module. Usually the dynamics modules are tuned in such a way that the usual optimum is the
default 50%.

 Saturation
Saturation controls the amount of the analogue-like saturation of this dynamics processor and that gives the audio some additional
"mojo" and can make it more audible in the mix. It can sound heavily distorted when overused however.

 Time
Time controls the speed of the dynamics processor. It effect depends on the specified processor, so the best way to check this is to
listen to that specific processor (either by using the XY pad or by disabling the others).

 Comp
Comp produces the classic kick compression. It contains the slap, but it mainly makes the kick bigger and longer.

 Squash
Squash produces a brutal overcompression, which can be useful to make the kick especially long and big. It is not useful for more
agressive styles as it clutters the mix a lot in most cases.

 Reverb
Reverb provides and advanced algorithmic reverb chosen specifically for processing this particular type of sound. It may be useful to
make the sound wider and bigger. However note that the main effect of spaciousness should come from the room and overhead mics.



 Mode
Mode lets you choose from several algorithmic reverb models specifically selected for this type of sound. The modes are usually sorted
from the smallest to the biggest and most audible.

 Dry/Wet
Dry/Wet controls the ratio between the dry and reverberated signals. The range is intentionally limited to 40% as that seems a useful
maximum for most needs with drums.

 Length
Length defines the reverberation signal length. In other words, how long the reverb will become inaudible after the drum hit. In effect
this makes the virtual space smaller or bigger.

 Predelay
Predelay defines the initial delay before the actual response, which simulates the space between the sound source and the listener. The
longer the predelay is, the further away the source seems. At some point (around say 100ms) the brain stops understanding that that
the reverberation belongs to the dry signal and starts interpreting them separately, and then the dry signal becomes close to the listener
again. Predelay can therefore be used to control the distance from the source to the destination, but detaching the 2 signals can also be
useful for instance to fill up a mix that isn't full enough without smearing the signal with the reverb itself.

 Low-cut
Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 Threshold
Threshold controls the lowest level at which the gate (or more specifically an expander) stops attenuating the sound. Basically, you have
2 options. A) Set the threshold low, which would mean that the gate will only attenuate if the input level is low and won't have any
effect on the actual drum sound. In that case you may use high Ratio if needed. B) Set the threshold high, which makes the gate
become more of an expander processing the overall sound and providing more dynamics. In this case lower Ratio is usually needed to
get natural results.

 Ratio
Ratio controls the downwards expander ratio and the higher it is, the more brutal the processing is. Usually the lower the Threshold is,
the higher the ratio can be for natural results.

 Release
Release controls how quickly the gate is likely to start attenuating the drum in its sustain stage. In other words, higher values makes the
drum sound longer.

 Gate
Gate provides a gating dynamics processor, or more specifically a downwards expander. While it can be used to reduce bleed between
the drums, it's alternate purpose is to control the sustain length. For most close mics it should be placed as one of the first processors in
the chain, before the dynamics gets changed, and it is used to "stop" the drum sustain at a proper time. In many cases the relatively
brutal processing performed by the Dynamics and Maximizer processors may lead to the length of the drum sound to be unpleasantly
long, cluttering the mix and producing an unnatural squashy sound, especially when overused for punchier music styles. The gate may
then be used to lower the sustain level before it gets amplified by these processors.

Snare drum



 Matching
Matching controls the amount of automatic equalization. It should be performed on a relatively intact signal as it matches your audio to
a spectrum of very good recording. Note that in some cases only a little should be applied, such as in case of overheads and rooms,
where you only want to ensure there's nothing inherently "different" with your audio.

 Phattener
Phattener solves the problem with too short and thin snare sound. Usually you can use room mics and additional samples to do that, but
the phattener solves the issue by producing a longer tail automatically, making the snare sound longer and phatter.

 EQ
EQ provides a powerful dynamic equalizer designed specifically for this particular audio material. Most devices contain the
Fundamental frequency knob (plus accessible from the integrated analyzer), which you need to set to the lowest and usually most
prominent "bump" in the spectrum and which defines the natural resonance frequency of the drum. This makes the bands of the
equalizer set to proper locations (which you can further tweak using the Shift parameters if needed). Each band then focuses on
specific part of the sound and in many cases the defaults will be all that's needed to get a great sound.

 Dynamics
Dynamics controls a powerful dynamics processor, specifically designed for this particular audio material. Unlike normal compressors,
which are usually a bit tricky to set up, this one contains multiple units in parallel, each focusing on specific part of the signal. While you
can certainly dive into the settings themselves, usually all you need to do is to use the XY pad, which controls the mix ratio of each. For
example, when processing a snare drum using the Snare device, 3 units are provided - on focusing on the classic compressor count,
another on the initial "pop" used to make the snare cut through the mix, and finally the squasher, which produces very overcompressed
mostly sustained sound useful to produce more body. You simply need to set the right ratio between each for your taste.

 Companding
Companding controls whether the integrated compander is used and how much. Compander is a unit, which compresses the signal
when reaching the dynamics section and undoes the compression afterwards. This lets the dynamics section work with more stable
levels producing more consistent results. Whether that is good thing or not depends on the music style and actual sound.

 Depth
Depth controls the amount of the dynamics processing. The plugin provides multiple dynamics processing units focusing on distinct
characteristics of the specific drums the device is designer for, e.g. an initial transient + classic compression + squashing. You can then



mix these in arbitrary ratio to get the sound you want quickly and easily. The depth then lets you mix this highly processed signal with
the dry input. You can see this as parallel compression, though it is far more complex than that.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Fundamental frequency
Fundamental frequency controls the lowest and main frequency of the drum. This in effect controls all of the frequencies in the
equalizer, so it may be considered the most important setting. In a way this defines the tuning of the drum. 
You can use the green vertical line in the analyzer or control this directly. Locate the lowest high volume "bump" and set the
fundamental to its center. Note that the second harmonic is sometimes louder than the fundamental. Also you may see lots of lower
level "bumps" below the fundamental.

 Depth
Depth controls the amount of EQ processing. The device provides a specialized equalizer for this specific instrument. If there is a
Fundamental control, the first step would be to set it up, most likely using the analyzer. That makes the EQ tuned to that sound. The
EQ then provides several aspects you can tune the sound with. These are generally specialized filters designed for this specific purpose.

 Body
Body controls the main body of the snare drum. It is essential to make the drum sound big and powerful.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 Shift
Shift lets you move actual frequency of this filter a bit. By default this is 0% meaning that the filter frequency is fully determined by the
Fundamental. But you may alter this if the results are not meeting your expectations. The filter locations are displayed as blue lines in
the analyzer.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.



 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 2nd
2nd controls the second harmonic. It may let the drum sound more natural and powerful.

 3nd
3nd controls the third harmonic. It may let the drum sound more natural and powerful.

 4th
4th controls the 4th harmonic. It may let the drum sound more natural and powerful.

 Ring
Ring controls the middle frequencies, which are usually responsible for the mud and ringing.

 Sparkle
Sparkle controls the highest frequencies and lets you add more air to the drum, which in effect makes it more prominent in the mix.

 Resokill
Resokill is a resonance removal module based on 2 very narrow peak filters, which let you remove unwanted resonances many drums
suffer from. The knobs control the frequencies of these filters and you can also see them as red lines in the analyzer graph.

 Frequency
Frequency controls the resonance frequency to be removed. You can see the location as the red line in the analyzer graph. Resonances
often need to be set very accurately, so that the filter is most efficient and natural, so don't forget to use mouse-wheel or ctrl/cmd for
fine-tuning.

 Gain
Gain controls the gain of the resonance filter. The usual workflow is to set this to maximum, so that the filter starts amplifying the
frequencies. Then use the Frequency knob to locate the optimal frequency where the resonance will most "unpleasant". Then lower
the gain as much as needed. Note that in many cases resonances may sound ugly on their own, but they may have an important role in
cutting through the mix. Therefore it is adviced to use this with caution.

 Harmonics
Harmonics controls to which extent are the higher harmonics removed along with the main resonance. This is often useful as natural
signals are rarely just single frequencies.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. Considering the purpose of removing
unwanted resonances it is usually best to set it very low, so that it will target the relevant frequencies very specifically.

 XY pad
XY pad lets you quickly set the ratio between all the provided dynamics processors.

 Pop



Pop produces the initial snare peak. It is short, agressive and potentially high in level. It lets the snare drum cut through the mix. The
more agressive the music is, the more of this is usually needed.

 Mix
Mix controls the level of this dynamics processor in the mix.

 Drive
Drive controls the agressivity of the module. Usually the dynamics modules are tuned in such a way that the usual optimum is the
default 50%.

 Saturation
Saturation controls the amount of the analogue-like saturation of this dynamics processor and that gives the audio some additional
"mojo" and can make it more audible in the mix. It can sound heavily distorted when overused however.

 Time
Time controls the speed of the dynamics processor. It effect depends on the specified processor, so the best way to check this is to
listen to that specific processor (either by using the XY pad or by disabling the others).

 Comp
Comp produces the classic snare compression. It contains the pop, but it mainly makes the snare sound bigger and longer.

 Squash
Squash produces a brutal overcompression, which can be useful to make the snare especially long and big. It is not useful for more
agressive styles as it clutters the mix a lot in most cases.

 Reverb
Reverb provides and advanced algorithmic reverb chosen specifically for processing this particular type of sound. It may be useful to
make the sound wider and bigger. However note that the main effect of spaciousness should come from the room and overhead mics.

 Mode
Mode lets you choose from several algorithmic reverb models specifically selected for this type of sound. The modes are usually sorted
from the smallest to the biggest and most audible.

 Dry/Wet
Dry/Wet controls the ratio between the dry and reverberated signals. The range is intentionally limited to 40% as that seems a useful
maximum for most needs with drums.

 Length
Length defines the reverberation signal length. In other words, how long the reverb will become inaudible after the drum hit. In effect
this makes the virtual space smaller or bigger.

 Predelay
Predelay defines the initial delay before the actual response, which simulates the space between the sound source and the listener. The
longer the predelay is, the further away the source seems. At some point (around say 100ms) the brain stops understanding that that
the reverberation belongs to the dry signal and starts interpreting them separately, and then the dry signal becomes close to the listener
again. Predelay can therefore be used to control the distance from the source to the destination, but detaching the 2 signals can also be
useful for instance to fill up a mix that isn't full enough without smearing the signal with the reverb itself.

 Low-cut



Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 Depth
Depth controls the amount of the effect. The higher the value, the more the high frequencies are removed.

 Frequency
Frequency controls the dynamic filter frequency, above which everything is attenuated unless the drum is hit. The usual setting is
around 500Hz, which may seem quite brutal, but usually is surprisingly transparent and produces a solid bleed removal.

 Release
Release controls the release time of the dynamic filter. The longer it is the longer it takes for the filter to start removing the high
frequencies after each hit. Shorter values remove more of the bleed, but potentially also part of the sustain stage of the drum.

 BleedKill
BleedKill lets you remove most of the bleed from the cymbals, which are commonly obstructing drum close mics. It employs a dynamic
filter, which attenuates everything above selected frequency (mids and highs usually), but once the drum is hit, it temporarily opens and
lets the attenuated frequencies pass making the drum sound as it should. This technique is much more subtle than brutal gating you'd
probably use otherwise.

 Threshold
Threshold controls the lowest level at which the gate (or more specifically an expander) stops attenuating the sound. Basically, you have
2 options. A) Set the threshold low, which would mean that the gate will only attenuate if the input level is low and won't have any
effect on the actual drum sound. In that case you may use high Ratio if needed. B) Set the threshold high, which makes the gate
become more of an expander processing the overall sound and providing more dynamics. In this case lower Ratio is usually needed to
get natural results.

 Ratio
Ratio controls the downwards expander ratio and the higher it is, the more brutal the processing is. Usually the lower the Threshold is,
the higher the ratio can be for natural results.

 Release
Release controls how quickly the gate is likely to start attenuating the drum in its sustain stage. In other words, higher values makes the
drum sound longer.

 Gate
Gate provides a gating dynamics processor, or more specifically a downwards expander. While it can be used to reduce bleed between
the drums, it's alternate purpose is to control the sustain length. For most close mics it should be placed as one of the first processors in
the chain, before the dynamics gets changed, and it is used to "stop" the drum sustain at a proper time. In many cases the relatively
brutal processing performed by the Dynamics and Maximizer processors may lead to the length of the drum sound to be unpleasantly
long, cluttering the mix and producing an unnatural squashy sound, especially when overused for punchier music styles. The gate may
then be used to lower the sustain level before it gets amplified by these processors.

Tom



 Matching
Matching controls the amount of automatic equalization. It should be performed on a relatively intact signal as it matches your audio to
a spectrum of very good recording. Note that in some cases only a little should be applied, such as in case of overheads and rooms,
where you only want to ensure there's nothing inherently "different" with your audio.

 EQ
EQ provides a powerful dynamic equalizer designed specifically for this particular audio material. Most devices contain the
Fundamental frequency knob (plus accessible from the integrated analyzer), which you need to set to the lowest and usually most
prominent "bump" in the spectrum and which defines the natural resonance frequency of the drum. This makes the bands of the
equalizer set to proper locations (which you can further tweak using the Shift parameters if needed). Each band then focuses on
specific part of the sound and in many cases the defaults will be all that's needed to get a great sound.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Fundamental frequency



Fundamental frequency controls the lowest and main frequency of the drum. This in effect controls all of the frequencies in the
equalizer, so it may be considered the most important setting. In a way this defines the tuning of the drum. 
You can use the green vertical line in the analyzer or control this directly. Locate the lowest high volume "bump" and set the
fundamental to its center. Note that the second harmonic is sometimes louder than the fundamental. Also you may see lots of lower
level "bumps" below the fundamental.

 Depth
Depth controls the amount of EQ processing. The device provides a specialized equalizer for this specific instrument. If there is a
Fundamental control, the first step would be to set it up, most likely using the analyzer. That makes the EQ tuned to that sound. The
EQ then provides several aspects you can tune the sound with. These are generally specialized filters designed for this specific purpose.

 Body
Body controls the main fundamental of the tom. Being part of the bass spectrum it is usually not directly amplified, as its effect would be
too agressive and clutter the mix. Also the tom sound itself usually contains plenty, so it is in fact attenuated by default.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 Shift
Shift lets you move actual frequency of this filter a bit. By default this is 0% meaning that the filter frequency is fully determined by the
Fundamental. But you may alter this if the results are not meeting your expectations. The filter locations are displayed as blue lines in
the analyzer.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 2nd
2nd controls the second harmonic. Whether it is useful depends on the actual drum.

 3rd
3rd controls the third harmonic. Whether it is useful depends on the actual drum.

 Mid
Mid controls the middle frequencies, which are usually tamed to make the tom more "hi-fi" and to clear space for other instruments in
the mix.

 Treble
Treble controls the high frequencies which are useful to make the tom cut through the mix and makes it sort-of hifi.

 Slep
Slep produces the classic "slap" sound, which cuts through the mix. In some genres it may be too agressive though.

 Resokill
Resokill is a resonance removal module based on 2 very narrow peak filters, which let you remove unwanted resonances many drums



suffer from. The knobs control the frequencies of these filters and you can also see them as red lines in the analyzer graph.

 Frequency
Frequency controls the resonance frequency to be removed. You can see the location as the red line in the analyzer graph. Resonances
often need to be set very accurately, so that the filter is most efficient and natural, so don't forget to use mouse-wheel or ctrl/cmd for
fine-tuning.

 Gain
Gain controls the gain of the resonance filter. The usual workflow is to set this to maximum, so that the filter starts amplifying the
frequencies. Then use the Frequency knob to locate the optimal frequency where the resonance will most "unpleasant". Then lower
the gain as much as needed. Note that in many cases resonances may sound ugly on their own, but they may have an important role in
cutting through the mix. Therefore it is adviced to use this with caution.

 Harmonics
Harmonics controls to which extent are the higher harmonics removed along with the main resonance. This is often useful as natural
signals are rarely just single frequencies.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. Considering the purpose of removing
unwanted resonances it is usually best to set it very low, so that it will target the relevant frequencies very specifically.

 Threshold
Threshold controls the lowest level at which the gate (or more specifically an expander) stops attenuating the sound. Basically, you have
2 options. A) Set the threshold low, which would mean that the gate will only attenuate if the input level is low and won't have any
effect on the actual drum sound. In that case you may use high Ratio if needed. B) Set the threshold high, which makes the gate
become more of an expander processing the overall sound and providing more dynamics. In this case lower Ratio is usually needed to
get natural results.

 Ratio
Ratio controls the downwards expander ratio and the higher it is, the more brutal the processing is. Usually the lower the Threshold is,
the higher the ratio can be for natural results.

 Release
Release controls how quickly the gate is likely to start attenuating the drum in its sustain stage. In other words, higher values makes the
drum sound longer.

 Gate
Gate provides a gating dynamics processor, or more specifically a downwards expander. While it can be used to reduce bleed between
the drums, it's alternate purpose is to control the sustain length. For most close mics it should be placed as one of the first processors in
the chain, before the dynamics gets changed, and it is used to "stop" the drum sustain at a proper time. In many cases the relatively
brutal processing performed by the Dynamics and Maximizer processors may lead to the length of the drum sound to be unpleasantly
long, cluttering the mix and producing an unnatural squashy sound, especially when overused for punchier music styles. The gate may
then be used to lower the sustain level before it gets amplified by these processors.

 Depth
Depth controls the amount of the effect. The higher the value, the more the high frequencies are removed.

 Frequency
Frequency controls the dynamic filter frequency, above which everything is attenuated unless the drum is hit. The usual setting is
around 500Hz, which may seem quite brutal, but usually is surprisingly transparent and produces a solid bleed removal.

 Release
Release controls the release time of the dynamic filter. The longer it is the longer it takes for the filter to start removing the high
frequencies after each hit. Shorter values remove more of the bleed, but potentially also part of the sustain stage of the drum.

 BleedKill
BleedKill lets you remove most of the bleed from the cymbals, which are commonly obstructing drum close mics. It employs a dynamic
filter, which attenuates everything above selected frequency (mids and highs usually), but once the drum is hit, it temporarily opens and
lets the attenuated frequencies pass making the drum sound as it should. This technique is much more subtle than brutal gating you'd
probably use otherwise.

Tom bus



 Threshold
Threshold controls the lowest level at which the gate (or more specifically an expander) stops attenuating the sound. Basically, you have
2 options. A) Set the threshold low, which would mean that the gate will only attenuate if the input level is low and won't have any
effect on the actual drum sound. In that case you may use high Ratio if needed. B) Set the threshold high, which makes the gate
become more of an expander processing the overall sound and providing more dynamics. In this case lower Ratio is usually needed to
get natural results.

 Dynamics
Dynamics controls a powerful dynamics processor, specifically designed for this particular audio material. Unlike normal compressors,
which are usually a bit tricky to set up, this one contains multiple units in parallel, each focusing on specific part of the signal. While you
can certainly dive into the settings themselves, usually all you need to do is to use the XY pad, which controls the mix ratio of each. For
example, when processing a snare drum using the Snare device, 3 units are provided - on focusing on the classic compressor count,
another on the initial "pop" used to make the snare cut through the mix, and finally the squasher, which produces very overcompressed
mostly sustained sound useful to produce more body. You simply need to set the right ratio between each for your taste.

 Companding
Companding controls whether the integrated compander is used and how much. Compander is a unit, which compresses the signal
when reaching the dynamics section and undoes the compression afterwards. This lets the dynamics section work with more stable
levels producing more consistent results. Whether that is good thing or not depends on the music style and actual sound.

 Depth
Depth controls the amount of the dynamics processing. The plugin provides multiple dynamics processing units focusing on distinct
characteristics of the specific drums the device is designer for, e.g. an initial transient + classic compression + squashing. You can then
mix these in arbitrary ratio to get the sound you want quickly and easily. The depth then lets you mix this highly processed signal with
the dry input. You can see this as parallel compression, though it is far more complex than that.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.



 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Slap
Slap produces the initial kick transient. It is short, agressive and potentially high in level. It lets the kick cut through the mix. The more
agressive the music is, the more of this is usually needed.

 Mix
Mix controls the level of this dynamics processor in the mix.

 Drive
Drive controls the agressivity of the module. Usually the dynamics modules are tuned in such a way that the usual optimum is the
default 50%.

 Saturation
Saturation controls the amount of the analogue-like saturation of this dynamics processor and that gives the audio some additional
"mojo" and can make it more audible in the mix. It can sound heavily distorted when overused however.

 Time
Time controls the speed of the dynamics processor. It effect depends on the specified processor, so the best way to check this is to
listen to that specific processor (either by using the XY pad or by disabling the others).

 Comp
Comp produces the classic kick compression. It contains the slap, but it mainly makes the kick bigger and longer.

 Squash
Squash produces a brutal overcompression, which can be useful to make the kick especially long and big. It is not useful for more
agressive styles as it clutters the mix a lot in most cases.



 XY pad
XY pad lets you quickly set the ratio between all the provided dynamics processors.

 Reverb
Reverb provides and advanced algorithmic reverb chosen specifically for processing this particular type of sound. It may be useful to
make the sound wider and bigger. However note that the main effect of spaciousness should come from the room and overhead mics.

 Mode
Mode lets you choose from several algorithmic reverb models specifically selected for this type of sound. The modes are usually sorted
from the smallest to the biggest and most audible.

 Dry/Wet
Dry/Wet controls the ratio between the dry and reverberated signals. The range is intentionally limited to 40% as that seems a useful
maximum for most needs with drums.

 Length
Length defines the reverberation signal length. In other words, how long the reverb will become inaudible after the drum hit. In effect
this makes the virtual space smaller or bigger.

 Predelay
Predelay defines the initial delay before the actual response, which simulates the space between the sound source and the listener. The
longer the predelay is, the further away the source seems. At some point (around say 100ms) the brain stops understanding that that
the reverberation belongs to the dry signal and starts interpreting them separately, and then the dry signal becomes close to the listener
again. Predelay can therefore be used to control the distance from the source to the destination, but detaching the 2 signals can also be
useful for instance to fill up a mix that isn't full enough without smearing the signal with the reverb itself.

 Low-cut
Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 Ratio
Ratio controls the downwards expander ratio and the higher it is, the more brutal the processing is. Usually the lower the Threshold is,
the higher the ratio can be for natural results.

 Release
Release controls how quickly the gate is likely to start attenuating the drum in its sustain stage. In other words, higher values makes the



drum sound longer.

 Gate
Gate provides a gating dynamics processor, or more specifically a downwards expander. While it can be used to reduce bleed between
the drums, it's alternate purpose is to control the sustain length. For most close mics it should be placed as one of the first processors in
the chain, before the dynamics gets changed, and it is used to "stop" the drum sustain at a proper time. In many cases the relatively
brutal processing performed by the Dynamics and Maximizer processors may lead to the length of the drum sound to be unpleasantly
long, cluttering the mix and producing an unnatural squashy sound, especially when overused for punchier music styles. The gate may
then be used to lower the sustain level before it gets amplified by these processors.

HiHat

 Matching
Matching controls the amount of automatic equalization. It should be performed on a relatively intact signal as it matches your audio to
a spectrum of very good recording. Note that in some cases only a little should be applied, such as in case of overheads and rooms,
where you only want to ensure there's nothing inherently "different" with your audio.

 Depth
Depth controls the amount of compression.

 Threshold
Threshold controls the lowest level at which the gate (or more specifically an expander) stops attenuating the sound. Basically, you have
2 options. A) Set the threshold low, which would mean that the gate will only attenuate if the input level is low and won't have any
effect on the actual drum sound. In that case you may use high Ratio if needed. B) Set the threshold high, which makes the gate
become more of an expander processing the overall sound and providing more dynamics. In this case lower Ratio is usually needed to
get natural results.

 Release
Release controls the compressor's release time.

 Low-cut
Low-cut lets you remove the lower frequencies which usually contain unwanted rumble. For hihat and other cymbals these cuts are
usually farily brutal.



 Depth
Depth controls the amount of EQ processing. The device provides a specialized equalizer for this specific instrument. If there is a
Fundamental control, the first step would be to set it up, most likely using the analyzer. That makes the EQ tuned to that sound. The
EQ then provides several aspects you can tune the sound with. These are generally specialized filters designed for this specific purpose.

 EQ
EQ provides a powerful dynamic equalizer designed specifically for this particular audio material. Most devices contain the
Fundamental frequency knob (plus accessible from the integrated analyzer), which you need to set to the lowest and usually most
prominent "bump" in the spectrum and which defines the natural resonance frequency of the drum. This makes the bands of the
equalizer set to proper locations (which you can further tweak using the Shift parameters if needed). Each band then focuses on
specific part of the sound and in many cases the defaults will be all that's needed to get a great sound.

 Comp
Comp controls the compressor specially designed for processing hihats. Its purpose isn't really to shape the sound itself, but to make the
hits more consistent.

 Attack
Attack controls the compressor's attack and lowering it will reduce the initial transient, which may or may not be wanted, depending on
the music style.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Body
Body controls the middle frequencies usually containing body of the hihat and in most case you will want to cut some of it.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.



 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Harhness
Harhness controls the ugly treble frequencies, which are usually removed to make the hihat & cymbals sound cleaner.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Air
Air controls the highest frequencies. It may be used to make the hihat more prominent in the mix.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.



 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Resokill
Resokill is a resonance removal module based on 2 very narrow peak filters, which let you remove unwanted resonances many drums
suffer from. The knobs control the frequencies of these filters and you can also see them as red lines in the analyzer graph.

 Frequency
Frequency controls the resonance frequency to be removed. You can see the location as the red line in the analyzer graph. Resonances
often need to be set very accurately, so that the filter is most efficient and natural, so don't forget to use mouse-wheel or ctrl/cmd for
fine-tuning.

 Gain
Gain controls the gain of the resonance filter. The usual workflow is to set this to maximum, so that the filter starts amplifying the
frequencies. Then use the Frequency knob to locate the optimal frequency where the resonance will most "unpleasant". Then lower
the gain as much as needed. Note that in many cases resonances may sound ugly on their own, but they may have an important role in
cutting through the mix. Therefore it is adviced to use this with caution.

 Harmonics
Harmonics controls to which extent are the higher harmonics removed along with the main resonance. This is often useful as natural
signals are rarely just single frequencies.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. Considering the purpose of removing
unwanted resonances it is usually best to set it very low, so that it will target the relevant frequencies very specifically.

 Ratio
Ratio controls the downwards expander ratio and the higher it is, the more brutal the processing is. Usually the lower the Threshold is,
the higher the ratio can be for natural results.

 Release
Release controls how quickly the gate is likely to start attenuating the drum in its sustain stage. In other words, higher values makes the
drum sound longer.

 Gate
Gate provides a gating dynamics processor, or more specifically a downwards expander. While it can be used to reduce bleed between
the drums, it's alternate purpose is to control the sustain length. For most close mics it should be placed as one of the first processors in
the chain, before the dynamics gets changed, and it is used to "stop" the drum sustain at a proper time. In many cases the relatively
brutal processing performed by the Dynamics and Maximizer processors may lead to the length of the drum sound to be unpleasantly
long, cluttering the mix and producing an unnatural squashy sound, especially when overused for punchier music styles. The gate may
then be used to lower the sustain level before it gets amplified by these processors.

Overheads



 Matching
Matching controls the amount of automatic equalization. It should be performed on a relatively intact signal as it matches your audio to
a spectrum of very good recording. Note that in some cases only a little should be applied, such as in case of overheads and rooms,
where you only want to ensure there's nothing inherently "different" with your audio.

 Dark / Bright
Dark / Bright controls the overall brightness - ratio of higher frequencies compared to lower frequencies. It is often useful to increase
this for room mics, which are sometimes a bit dull due to air absorption.

Mode

Mode lets you choose from several algorithmic reverb models specifically selected for this type of sound. The modes are usually sorted
from the smallest to the biggest and most audible.

 Low-cut
Low-cut lets you remove the low frequencies from the overhead / room tracks. Usually this is required to keep the bass spectrum clean
from any ambience.

 Depth
Depth controls the amount of EQ processing. The device provides a specialized equalizer for this specific instrument. If there is a
Fundamental control, the first step would be to set it up, most likely using the analyzer. That makes the EQ tuned to that sound. The
EQ then provides several aspects you can tune the sound with. These are generally specialized filters designed for this specific purpose.

 EQ
EQ provides a powerful dynamic equalizer designed specifically for this particular audio material. Most devices contain the
Fundamental frequency knob (plus accessible from the integrated analyzer), which you need to set to the lowest and usually most
prominent "bump" in the spectrum and which defines the natural resonance frequency of the drum. This makes the bands of the
equalizer set to proper locations (which you can further tweak using the Shift parameters if needed). Each band then focuses on
specific part of the sound and in many cases the defaults will be all that's needed to get a great sound.

 Dynamics



Dynamics controls a powerful dynamics processor, specifically designed for this particular audio material. Unlike normal compressors,
which are usually a bit tricky to set up, this one contains multiple units in parallel, each focusing on specific part of the signal. While you
can certainly dive into the settings themselves, usually all you need to do is to use the XY pad, which controls the mix ratio of each. For
example, when processing a snare drum using the Snare device, 3 units are provided - on focusing on the classic compressor count,
another on the initial "pop" used to make the snare cut through the mix, and finally the squasher, which produces very overcompressed
mostly sustained sound useful to produce more body. You simply need to set the right ratio between each for your taste.

 Companding
Companding controls whether the integrated compander is used and how much. Compander is a unit, which compresses the signal
when reaching the dynamics section and undoes the compression afterwards. This lets the dynamics section work with more stable
levels producing more consistent results. Whether that is good thing or not depends on the music style and actual sound.

 Depth
Depth controls the amount of the dynamics processing. The plugin provides multiple dynamics processing units focusing on distinct
characteristics of the specific drums the device is designer for, e.g. an initial transient + classic compression + squashing. You can then
mix these in arbitrary ratio to get the sound you want quickly and easily. The depth then lets you mix this highly processed signal with
the dry input. You can see this as parallel compression, though it is far more complex than that.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Kick
Kick controls the bass part of the spectrum, where mainly kick & toms are located.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a



traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Bass
Bass controls the low frequency part of the spectrum, where the snare and toms are mainly located.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Mids
Mids controls the high mid part of the spectrum, where brighter part of the snare is mainly located.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other



elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Treble
Treble controls the high frequencies.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Air
Air controls the highest frequencies. It may be tempting to increase this range to make the drums sound better on their own, but note
that in many cases that would clutter that part of the mix too much.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Resokill
Resokill is a resonance removal module based on 2 very narrow peak filters, which let you remove unwanted resonances many drums
suffer from. The knobs control the frequencies of these filters and you can also see them as red lines in the analyzer graph.



 Frequency
Frequency controls the resonance frequency to be removed. You can see the location as the red line in the analyzer graph. Resonances
often need to be set very accurately, so that the filter is most efficient and natural, so don't forget to use mouse-wheel or ctrl/cmd for
fine-tuning.

 Gain
Gain controls the gain of the resonance filter. The usual workflow is to set this to maximum, so that the filter starts amplifying the
frequencies. Then use the Frequency knob to locate the optimal frequency where the resonance will most "unpleasant". Then lower
the gain as much as needed. Note that in many cases resonances may sound ugly on their own, but they may have an important role in
cutting through the mix. Therefore it is adviced to use this with caution.

 Harmonics
Harmonics controls to which extent are the higher harmonics removed along with the main resonance. This is often useful as natural
signals are rarely just single frequencies.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. Considering the purpose of removing
unwanted resonances it is usually best to set it very low, so that it will target the relevant frequencies very specifically.

 XY pad
XY pad lets you quickly set the ratio between all the provided dynamics processors.

 Pop
Pop produces the initial snare peak. It is short, agressive and potentially high in level. It lets the snare drum cut through the mix. The
more agressive the music is, the more of this is usually needed.

 Mix
Mix controls the level of this dynamics processor in the mix.

 Drive
Drive controls the agressivity of the module. Usually the dynamics modules are tuned in such a way that the usual optimum is the
default 50%.

 Saturation
Saturation controls the amount of the analogue-like saturation of this dynamics processor and that gives the audio some additional
"mojo" and can make it more audible in the mix. It can sound heavily distorted when overused however.

 Time
Time controls the speed of the dynamics processor. It effect depends on the specified processor, so the best way to check this is to
listen to that specific processor (either by using the XY pad or by disabling the others).

 Comp
Comp produces the classic snare compression. It contains the pop, but it mainly makes the snare sound bigger and longer.

 Squash
Squash produces a brutal overcompression, which can be useful to make the snare especially long and big. It is not useful for more
agressive styles as it clutters the mix a lot in most cases.

 Reverb
Reverb provides and advanced algorithmic reverb chosen specifically for processing this particular type of sound. It may be useful to
make the sound wider and bigger. However note that the main effect of spaciousness should come from the room and overhead mics.

 Dry/Wet



Dry/Wet controls the ratio between the dry and reverberated signals. The range is intentionally limited to 40% as that seems a useful
maximum for most needs with drums.

 Length
Length defines the reverberation signal length. In other words, how long the reverb will become inaudible after the drum hit. In effect
this makes the virtual space smaller or bigger.

 Predelay
Predelay defines the initial delay before the actual response, which simulates the space between the sound source and the listener. The
longer the predelay is, the further away the source seems. At some point (around say 100ms) the brain stops understanding that that
the reverberation belongs to the dry signal and starts interpreting them separately, and then the dry signal becomes close to the listener
again. Predelay can therefore be used to control the distance from the source to the destination, but detaching the 2 signals can also be
useful for instance to fill up a mix that isn't full enough without smearing the signal with the reverb itself.

 Low-cut
Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 Depth
Depth controls the amount of the dynamic filtering.

 Frequency
Frequency controls the filter frequency above which things are attenuated unless low end is present.

 Release
Release controls how quickly the high end gets attenuated again after a drum hit. Lower values provide remove the cymbals more, but
may change the drum sound as well.

 CymbalKill
CymbalKill lets you dynamically attenuate the cymbals by using a dynamic filter that removes high end unless low end (kick / snare...) is
present. This lets you get more drum signal out of the overheads and rooms, which would otherwise be drowning in cymbals.

Room



 Matching
Matching controls the amount of automatic equalization. It should be performed on a relatively intact signal as it matches your audio to
a spectrum of very good recording. Note that in some cases only a little should be applied, such as in case of overheads and rooms,
where you only want to ensure there's nothing inherently "different" with your audio.

 Dark / Bright
Dark / Bright controls the overall brightness - ratio of higher frequencies compared to lower frequencies. It is often useful to increase
this for room mics, which are sometimes a bit dull due to air absorption.

Mode

Mode lets you choose from several algorithmic reverb models specifically selected for this type of sound. The modes are usually sorted
from the smallest to the biggest and most audible.

 Low-cut
Low-cut lets you remove the low frequencies from the overhead / room tracks. Usually this is required to keep the bass spectrum clean
from any ambience.

 Depth
Depth controls the amount of EQ processing. The device provides a specialized equalizer for this specific instrument. If there is a
Fundamental control, the first step would be to set it up, most likely using the analyzer. That makes the EQ tuned to that sound. The
EQ then provides several aspects you can tune the sound with. These are generally specialized filters designed for this specific purpose.

 EQ
EQ provides a powerful dynamic equalizer designed specifically for this particular audio material. Most devices contain the
Fundamental frequency knob (plus accessible from the integrated analyzer), which you need to set to the lowest and usually most
prominent "bump" in the spectrum and which defines the natural resonance frequency of the drum. This makes the bands of the
equalizer set to proper locations (which you can further tweak using the Shift parameters if needed). Each band then focuses on
specific part of the sound and in many cases the defaults will be all that's needed to get a great sound.

 Dynamics
Dynamics controls a powerful dynamics processor, specifically designed for this particular audio material. Unlike normal compressors,
which are usually a bit tricky to set up, this one contains multiple units in parallel, each focusing on specific part of the signal. While you
can certainly dive into the settings themselves, usually all you need to do is to use the XY pad, which controls the mix ratio of each. For
example, when processing a snare drum using the Snare device, 3 units are provided - on focusing on the classic compressor count,
another on the initial "pop" used to make the snare cut through the mix, and finally the squasher, which produces very overcompressed
mostly sustained sound useful to produce more body. You simply need to set the right ratio between each for your taste.

 Companding
Companding controls whether the integrated compander is used and how much. Compander is a unit, which compresses the signal
when reaching the dynamics section and undoes the compression afterwards. This lets the dynamics section work with more stable
levels producing more consistent results. Whether that is good thing or not depends on the music style and actual sound.

 Depth
Depth controls the amount of the dynamics processing. The plugin provides multiple dynamics processing units focusing on distinct
characteristics of the specific drums the device is designer for, e.g. an initial transient + classic compression + squashing. You can then
mix these in arbitrary ratio to get the sound you want quickly and easily. The depth then lets you mix this highly processed signal with
the dry input. You can see this as parallel compression, though it is far more complex than that.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.



 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Kick
Kick controls the bass part of the spectrum, where mainly kick & toms are located.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Bass
Bass controls the low frequency part of the spectrum, where the snare and toms are mainly located.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a



traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Mids
Mids controls the high mid part of the spectrum, where brighter part of the snare is mainly located.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Treble
Treble controls the high frequencies.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other



elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Air
Air controls the highest frequencies. It may be tempting to increase this range to make the drums sound better on their own, but note
that in many cases that would clutter that part of the mix too much.

 Gain
Gain controls how much the frequencies related to this particular sound characteristic are amplified or reduced, whether statically or
dynamically.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. If you make it very low, it will target
the relevant frequencies very specifically, potentially ringing. If you make it very high, it will change a broader part of the spectrum. The
filters are tuned in such a way, that the "usual optimum" is the default 50%.

 Dynamic
Dynamic controls to which extent is this filter dynamic. When set to 0%, the filter becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the filter fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the drum is actually hit. This is often very advantageous, since it makes the output much cleaner, not
amplifying frequencies longer than actually needed.

 Release
Release controls how quickly the release part of the dynamic EQ ends. The purpose of using a dynamic EQ is to change the sound ONLY
during the actual hit. When a drum is hit and the main body filter is engaged, it is usually set to amplify the fundamental frequency. The
main body usually ends very quickly though, but the release time can compensate for that by amplifying the frequencies a bit longer, so
that the drum sounds bigger. However the release time is too long, the drum may become a bit too long, ringy and obstructing to other
elements in the mix. 
If the Dynamic is set to 0%, this control has no effect.

 Resokill
Resokill is a resonance removal module based on 2 very narrow peak filters, which let you remove unwanted resonances many drums
suffer from. The knobs control the frequencies of these filters and you can also see them as red lines in the analyzer graph.

 Frequency
Frequency controls the resonance frequency to be removed. You can see the location as the red line in the analyzer graph. Resonances
often need to be set very accurately, so that the filter is most efficient and natural, so don't forget to use mouse-wheel or ctrl/cmd for
fine-tuning.

 Gain
Gain controls the gain of the resonance filter. The usual workflow is to set this to maximum, so that the filter starts amplifying the
frequencies. Then use the Frequency knob to locate the optimal frequency where the resonance will most "unpleasant". Then lower
the gain as much as needed. Note that in many cases resonances may sound ugly on their own, but they may have an important role in
cutting through the mix. Therefore it is adviced to use this with caution.

 Harmonics
Harmonics controls to which extent are the higher harmonics removed along with the main resonance. This is often useful as natural
signals are rarely just single frequencies.

 BW
BW controls the bandwidth of the filter, in other words the range of frequencies the filter affects. Considering the purpose of removing
unwanted resonances it is usually best to set it very low, so that it will target the relevant frequencies very specifically.

 XY pad
XY pad lets you quickly set the ratio between all the provided dynamics processors.



 Pop
Pop produces the initial snare peak. It is short, agressive and potentially high in level. It lets the snare drum cut through the mix. The
more agressive the music is, the more of this is usually needed.

 Mix
Mix controls the level of this dynamics processor in the mix.

 Drive
Drive controls the agressivity of the module. Usually the dynamics modules are tuned in such a way that the usual optimum is the
default 50%.

 Saturation
Saturation controls the amount of the analogue-like saturation of this dynamics processor and that gives the audio some additional
"mojo" and can make it more audible in the mix. It can sound heavily distorted when overused however.

 Time
Time controls the speed of the dynamics processor. It effect depends on the specified processor, so the best way to check this is to
listen to that specific processor (either by using the XY pad or by disabling the others).

 Comp
Comp produces the classic snare compression. It contains the pop, but it mainly makes the snare sound bigger and longer.

 Squash
Squash produces a brutal overcompression, which can be useful to make the snare especially long and big. It is not useful for more
agressive styles as it clutters the mix a lot in most cases.

 Reverb
Reverb provides and advanced algorithmic reverb chosen specifically for processing this particular type of sound. It may be useful to
make the sound wider and bigger. However note that the main effect of spaciousness should come from the room and overhead mics.

 Dry/Wet
Dry/Wet controls the ratio between the dry and reverberated signals. The range is intentionally limited to 40% as that seems a useful
maximum for most needs with drums.

 Length
Length defines the reverberation signal length. In other words, how long the reverb will become inaudible after the drum hit. In effect
this makes the virtual space smaller or bigger.

 Predelay
Predelay defines the initial delay before the actual response, which simulates the space between the sound source and the listener. The
longer the predelay is, the further away the source seems. At some point (around say 100ms) the brain stops understanding that that
the reverberation belongs to the dry signal and starts interpreting them separately, and then the dry signal becomes close to the listener
again. Predelay can therefore be used to control the distance from the source to the destination, but detaching the 2 signals can also be
useful for instance to fill up a mix that isn't full enough without smearing the signal with the reverb itself.

 Low-cut
Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 Depth
Depth controls the amount of the dynamic filtering.

 Frequency
Frequency controls the filter frequency above which things are attenuated unless low end is present.

 Release
Release controls how quickly the high end gets attenuated again after a drum hit. Lower values provide remove the cymbals more, but
may change the drum sound as well.



 CymbalKill
CymbalKill lets you dynamically attenuate the cymbals by using a dynamic filter that removes high end unless low end (kick / snare...) is
present. This lets you get more drum signal out of the overheads and rooms, which would otherwise be drowning in cymbals.

Parallel

Mode

Mode provides several different reverb modes sorted from the smallest to the largest. Use a bigger reverb if there is more "space to fill".

 XY
XY pad lets you control ratios of all compressors at once, which makes searching for the right "character" very fast.

 Brutal
Brutal controls the amount of the "brutal" compression based on specific a analog compressor simulation with this specific type of
sound.



 Squash
Squash controls the amount of the squashing compression based on a specific analog compressor simulation with this specific type of
sound.

 Pumping
Pumping controls the amount of the pumping compression based on a specific analog compressor simulation with this specific type of
sound.

 Bass
Bass lets you amplify or attenuate the lower frequencies of the reverb signal.

 Treble
Treble lets you amplify or attenuate the high frequencies of the reverb signal.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Input
Input controls the input gain and is performed after the Auto-input feature. As such this is rarely useful.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 Depth
Depth controls the dry/wet ratio of all of the compressors at once. Set it to minimum to disable all compressors, which is however rarely
useful for parallel bus processing.

 Glue
Glue controls the amount of the gluing compression based on specific a analog compressor simulation with this specific type of sound.



 Depth
Depth controls the dry/wet ratio of the reverb signal. Set it to minimum to disable the reverb completely.

 Length
Length controls the length of the reverb tail. Use a longer tail if there is more "space to fill".

 Predelay
Predelay controls the delay of the reverb signal. It is useful to make the signal "longer" using the reverb, even if the reverb is actually
very short.

 Low-cut
Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

Master

 Crossover slope
Crossover slope controls the slope of the crossover filters. The higher it is, the less of the high frequencies reach the low band and vice
versa.

 Warmth
Warmth controls the amount of additional analogue-like saturation used to enrich the audio signal.

 Warmth
Warmth controls the amount of additional analogue-like saturation used to enrich the audio signal.



 Character
Character lets you give the band additional warmth using several analog style compressors. The higher the value, the more compression
will be produced. Set it to minimum to disable that.

 Character
Character lets you give the band additional warmth using several analog style compressors. The higher the value, the more compression
will be produced. Set it to minimum to disable that.

 Dynamic
Dynamic controls to which extent are the filters dynamic. When set to 0%, the EQ becomes completely static, like if you'd use a
traditional parametric equalizer. Increasing this makes the filter move with the sound. 100% makes the EQ fully dynamic, meaning that
when the input is silent, it has no effect, but once the level exceeds a certain threshold, the filter starts doing its job. This means that
the filter will be moving only when the sound in each band is actually present. This is often very advantageous, since it makes the
output much cleaner, not amplifying frequencies longer than actually needed.

 Depth
Depth controls the amount of EQ processing.

 Low-cut
Low-cut lets you use a high-pass filter to remove the lowest frequencies, which could otherwise be causing problems in the mix.

 Auto-input
Auto-input is the first thing to do with the plugin. Run the audio through the plugin, click the button to enable the analysis, wait a few
seconds and disable it. It will automatically adjust the internal input gain to make sure the gain staging in the plugin is ideal. If the
device has Matching feature, this will also produce the spectrum profile for that to work.

 Drive
Drive controls the input gain. Since the signal is going through several compressors and other dynamics processors, this in effect
controls the amount of processing, hence it is called Drive.

 Maximizer
Maximizer is a powerful limiter-based maximizer module, which lets you increase loudness of the audio, so that it penetrates the mix
better. However please note that for punchy sounds (used in metal for example) the key is to get the initial transients to penetrate the
mix and the maximizer may naturally tame these transients as their level is too high compared to the body of the actual drum. So in
these cases use this control cautiously and potentially use Output control instead. That would make the output exceed 0dBFS, but that
shall be fixed later when all the tracks of the drumset are mixed and glued together.

 Saturator
Saturator is a powerful analogue style saturation unit, which lets you add some mojo and increase loudness on the way. Be aware that
similarly to the Maximizer this may tame the wanted transients in more punchy styles, so use this control cautiously.

 Output
Output controls the output gain. By default the output will be tuned to reach 0dBFS.

 MB Glue
MB Glue is multiband (not only) compression module designed specifically for drums. It has "just" 2 bands, which allows processing the
problematic low-end separately from the rest. Its purpose is to glue individual elements of the drumkit together and produce a big phat
sound we all are seeking. It encorporates several analog-inspired compressors & saturators to achieve that.



 Depth
Depth controls the amount of compression performed by the individual compressors inside the MB Glue.

 Drive
Drive controls the amount of compression for some initial compression stages. Increase it to produce a bigger sound, lower it to get
more natural sound.

 Split
Split controls the middle frequency between low and high bands. You may want to change it if your bass drum is tuned very high/low
for example.

 Bass
Bass controls the low frequency band processing. You can mute it by disabling it. Bass band usually contains mostly the bass drum and
low toms and is a subject for problems in the mix. Its audio level is also usually very high, making it difficult to process the drumset
together without a crossover.

 High
High controls the higher frequency band processing. You can mute it by disabling it. High band contains most of the drumkit, hence this
is what you should mainly be focusing on.

 Glue
Glue provides a broadband compression for gluing up elements of the drum kit, It can be used as an alternative to Glue MB, or use
both at once. It employs several analogue-style compressors used in series. Each has a different character and you can control the
amount of processing for each. This method produces very natural results as opposed to using just a single compressor.

 Depth
Depth controls the amount of compression performed by the Glue module.

 Warmth
Warmth controls the amount of additional analogue-like saturation used to enrich the audio signal.

 MSL
MSL controls the amount of compression performed by the individual analogue compressor simulator.

 Meve
Meve controls the amount of compression performed by the individual analogue compressor simulator.

 1176
1176 controls the amount of compression performed by the individual analogue compressor simulator.

 DBMeld
DBMeld controls the amount of compression performed by the individual analogue compressor simulator.

 Stress
Stress controls the amount of compression performed by the individual analogue compressor simulator.

 EQ
EQ controls the mastering equalizer, which you can use to shape the sound of the drumkit.



 Reverb
Reverb provides and advanced algorithmic reverb chosen specifically for processing this particular type of sound. It may be useful to
make the sound wider and bigger. However note that the main effect of spaciousness should come from the room and overhead mics.

Mode

Mode lets you choose from several algorithmic reverb models specifically selected for this type of sound. The modes are usually sorted
from the smallest to the biggest and most audible.

 Dry/Wet
Dry/Wet controls the ratio between the dry and reverberated signals. The range is intentionally limited to 40% as that seems a useful
maximum for most needs with drums.

 Length
Length defines the reverberation signal length. In other words, how long the reverb will become inaudible after the drum hit. In effect
this makes the virtual space smaller or bigger.

 Predelay
Predelay defines the initial delay before the actual response, which simulates the space between the sound source and the listener. The
longer the predelay is, the further away the source seems. At some point (around say 100ms) the brain stops understanding that that
the reverberation belongs to the dry signal and starts interpreting them separately, and then the dry signal becomes close to the listener
again. Predelay can therefore be used to control the distance from the source to the destination, but detaching the 2 signals can also be
useful for instance to fill up a mix that isn't full enough without smearing the signal with the reverb itself.

 Low-cut
Low-cut lets you remove the lowest frequencies from the reverb signal. This is often useful to produce cleaner mixes.

 High-cut
High-cut lets you remove the highest frequencies from the reverb signal. This is often useful to produce cleaner mixes.



 Time graph
Time graph button switches between the metering view and the time-graphs. The metering view provides an immediate view of the current
values including a text representation. The time-graphs provide the same information over a period of time. Since different time-graphs
often need different units, only the most important units are provided.

 Pause
Pause button pauses the processing.

 Popup
Popup button shows a pop-up window and moves the whole metering / time-graph system into it. This is especially useful in cases where
you cannot enlarge the meters within the main window or such a task is too complicated. The pop-up window can be arbitrarily resized. In
metering mode it is useful for easier reading from a distance for example. In time-graph mode it is useful for getting higher accuracy and a
longer time perspective.

 Enable
Enable button enables or disables the metering system. You can disable it to save system resources.

 Collapse
Collapse button minimizes or enlarges the panel to release space for other editors.

 Collapse



Collapse button minimizes or enlarges the panel to release space for other editors.

 Collapse
Collapse button minimizes or enlarges the panel to release space for other editors.
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