
C O N T E N T S

- i -

CHAPTER 1 Introduction 5

ABOUT THIS GUIDE 6

WHAT IS SYNTHMAKER? 7

HOW IT WORKS 7
DIGITAL SIGNAL PROCESSING IN A NUTSHELL 9

CHAPTER 2 User Interface 11

TOOLBOX 13
COMPONENT BROWSER 13
FILTER BAR 14

SEARCH BAR 14

NAVIGATOR 15
JUMPING 15

PANNING 16
BOOKMARKS 16

SCHEMATIC WINDOW 17
ZOOMING 17
PANNING 18

CHAPTER 3 Components & Links 19

COMPONENTS 23
ADDING A COMPONENT 23

SELECTIONS AND THE ACTION PANEL 26

MOVING COMPONENTS 26
NAMING COMPONENTS 27

DELETING COMPONENTS 28

RESIZING 28
MULTIPLE SELECTIONS 29

CONNECTOR LABELS 30

CUT, COPY AND PASTE 30

LINKS 31
CREATING A LINK 31

ALLOWED LINKS 32
MOVING A LINK 32

DELETING A LINK 33

LINK ORDER 34
BENDING LINKS 35

AUTO LINKING 36

SMART LINKING 37
REMOVING MULTIPLE LINKS 38

WIRELESS LINKS 38



C O N T E N T S

- ii -

CHAPTER 4 Modules 41

KEY DIFFERENCES 43
APPEARANCE 43
FRONT PANEL 44

PROPERTIES 44

TOOLBOX 45

BASIC OPERATIONS 46
MOVING INTO A MODULE 46

INPUTS AND OUTPUTS 47
TEMPLATE CONNECTORS 48

INPUT AND OUTPUT NAMES 48

MAKE MODULE 49
PROPERTIES 49

WIRELESS MODULES 50

FRONT PANEL 51
ENABLING THE FRONT PANEL 51

EDITING THE FRONT PANEL 52
SELECTING 53

MOVING 54

RESIZING 54
JUMPING 55

DRAW ORDER 56

OUT OF VIEW ITEMS 56
GROUPED ITEMS 57

CLIENT AREA 57

HIDING THE FRONT PANEL 58
VISIBILITY IN PARENT MODULE PANELS 58

PROPERTIES 60
ENABLING THE PROPERTIES PANEL 60
ADDING PROPERTY ITEMS 61

CONTROL TYPES 62

EDITING THE PROPERTIES PANEL 64
RESIZING 64

CUSTOMIZING 64

SYNCHRONISING 66
PASTE SYNCHRONISE 66

SYNCHRONISE ALL 67
SYNCHRONISE PAINTER 67

REMOVING SYNCHRONISATION 68



C O N T E N T S

- iii -

CHAPTER 5 Data Types & Signal Flow 69

STREAM DATA 71
POLY AND MONO 71

WHEN TO USE POLY OR MONO 71
STREAM CONNECTORS 72

POLY AND MONO SECTIONS 73

BOOLEAN CONNECTORS 74
POLY INT 74

SSE AND MONO 4 75

TRIGGERED DATA 76
HOW IT WORKS 76

WHAT IT�S USED FOR 77
TRIGGERED DATA TYPES 77

CONVERTING BETWEEN DATA TYPES 79

STRING SHORTCUTS 82

CHAPTER 6 Creating Plugins 85

INPUTS AND OUTPUTS 86

CREATE VST/VSTI DIALOG 87

STORING VST EXPORT PREFERENCES 89
PRESETS 89

TIMING INFO 90

DELAY COMPENSATION 90
STANDALONE APPLICATIONS 90

CHAPTER 7 Advanced GUI Editing 93

MODULE GUI COMPONENT 94

MGUI CONNECTORS 95

GUI CONNECTOR TYPES 96
COORDINATE SYSTEM 97

DRAWING ON A PANEL 97

DRAWING ORDER 98
CHAINING GUI COMPONENTS 99

MOUSE HANDLING 100

MOUSE CLICKS 100
MOUSE DRAGGING 100

MOUSE MOVES 101

DRAG ACCUMULATE 102
REDRAWS 103

PRECISION REDRAWS 104



C O N T E N T S

- iv -

CHAPTER 8 Code Component 107

THE CODE COMPONENT 108

INPUTS AND OUTPUTS 108
SYNTAX COLOURING 109

EDITOR 110

LOCAL VARIABLES 110
ASSIGNMENTS 111

EXPRESSIONS 112

CONDITIONAL STATEMENTS 113
ARRAYS 114

HOP 115

LOOP 115
STAGES 116

DEBUGGING 116

CHAPTER 9 Options 119

APPLICATION 120
NAVIGATOR 121

SCHEMATIC 123

MODULES 124
PLUGINS 125

ADVANCED 127



CHAPTER 1

- 5 -

���������	��
ABOUT THIS GUIDE AND SOFTWARE OVERVIEW



 INTRODUCTION

- 6 -

��������	
���	�


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.
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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.

�����������


Conceptually, SynthMaker is very simple. The software

provides a set of building blocks called components. Each

component performs a different function. A component can

take data in, process it, and pass it out. A component can

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

the data type.

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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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.


