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ABOUT THIS GUIDE AND SOFTWARE OVERVIEW



INTRODUCTION

The aim of this manual is to provide a detailed description of the software and its functions. Its
purpose is to show you how the software works and what it s capabilities are.

If you are looking for tutorials or a quick start guide then these will be published separately. The same
applies to information about individual components and modules that ship with the software, these will
also appear in a separate guide.

Additional information and articles about the software can be found in our wiki at:
http://www.synthmaker.com/dokuwiki/doku.php

If you have any comments about this guide please email them to info@synthmaker.com.



CHAPTER 1

SynthMaker is a graphical programming environment for creating and manipulating digital audio.
Using the software you have complete flexibility to create exactly the kind of sound you want. You can
add customised controls to modify parameters in real time and group these controls together to make
powerful user interfaces.

Your completed creations can then be exported as completely independent VST instrument or effect
plugins. These plugins can then be used in a wide variety of recording applications for composing
your own songs or musical arrangements.

Il hMaker i imple. The sof : :
Conc.:eptua y, Synt . f':l er is very simple. The software Mono input Compenent
provides a set of building blocks called components. Each <ional

component performs a different function. A component can

Dislay

take data in, process it, and pass it out. A component can
Delayed Mono
output signal

therefore have inputs or outputs or both.

The inputs and outputs are called Connectors. There are
different types of connector for different types of data. Each
connector has it's own symbol so that you can easily identify Integer input
the data type. determines

delay in samples
Connectors = g ﬁ V) o. (M)

Data is passed between components by connecting them together with links. A link starts at a
component output connector and ends at an input connector. In general, data passes through a link
from start to end (left to right). However, in some cases, data is also passed from end to start (more
on this later).
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INTRODUCTION

Components and links are laid out on a 256x256 square grid which we call a schematic.

In order to allow more sophisticated schematics we have a special type of component called a
module. Modules are special types of component in that they are defined by their own schematic.
containing other components and modules. Modules can also have an interactive front panel with it's
own controls and custom graphics.

Any component that is not a module we call a Primitive.

By combining different primitives and modules you can create a vast range of different behaviours
and ultimately modules that are individual instruments and effects in their own right. These can then
be exported as a standalone VST plugin or an independent executable application for use outside of
the software.



