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1- DSP on/off

2- open and play stereo soundfiles

3- routing configuration of the two input channels (from the file into the instrument)

4- FFT settings

5- Change the frequency mapping from linear to logarithmic.   

6- main table to design the spectral panning function. Frequency is plotted horizontally and output channel-number is vertical. A straight 
horizontal line at the vertical value of three means: mix all the frequencies the speaker denoted by number three.

If the 6-speaker rig is set up as: 
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then the vertical (y) value of 0 pans the output of the left channel of the input sound-file to the front right (output 2) speaker. The y value 
of 1 would pan the same input channel to front left (output 1). A y value of 3 would pan left input of the sound file to output 5. (So moving 
anti-clockwise in a circle.) 

The first (left) output of the input sound-file is panned as such:

 
 

y_0 = out_2
y_1 = out_1
y_2 = out_3
y_3 = out_5
y_4 = out_6
y_5 = out_4
y_6 = out_2             



The second (right) input of the sound-file is panned like above but symmetrically (moving in a clock-wise circle starting with the front left 
speaker):

y_0 = out_1
y_1 = out_2
y_2 = out_4
y_3 = out_6
y_4 = out_5
y_5 = out_3
y_6 = out_1  

After editing the table press ʻ1ʼ to set the function to preset 1_L and ʻcmd+1ʼ to set the function to preset 1_R. For presets 2-4 just replace 
the number with the appropriate number key (ʻ2ʼ, ʻcmd+2ʼ and so on). 

The table function is automatically copied when a point is added to the table and pasted to the appropriate preset table when the 
appropriate key command is pressed. IMPORTANT: you can also copy the table data manually using the short-cut ʻcmd+cʼ.

To draw curves hold ʻaltʼ at the same time as dragging a table segment (not point). 

7- Preset tables.

Randomization of the preset tables
The preset tables can also be filled with controlled random values. To generate uniform random values click on the dice. To generate 
random values with smoothing (interpolation in between) change the mode from scatter to smooth.  

To change the distribution statistics click on edit to edit the random tendency table (horizontal axis represents the random panning values 
and the vertical axis the likeliness of the occurrence of the values.) The generated values can further be processed by a masking unite 
based on lower limit and higher limit functions.      

8- morph between the preset tables. 


