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1 Weaponiser

Weaponiser is an all-in-one solution for Weapon design, as a VST/AU/AAX plugin. It helps make advanced
weapon design process fast, efficient and affordable, and provide means for endless variation, with
unparalleled sound quality in real-time. Using a combination of high-end synthesis, and an advanced
system of managing a vast library of pre-recorded audio, we hope it will soon be your ‘go-to’ for designing
weapon assets in your DAW.
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2 Installation

Run the installer downloaded from krotosaudio.com. This will place VST/AU/AAX versions in the correct
locations on your system automatically. It will also install various assets required to run the plugin.

2.1 Copy Protection

The plugin uses iLok for copy protection. We have chosen to use this option as it both protects our
software and offers a highly flexible way of managing your plugin license.

You will need an iLok ID/account to use the software. You can create an account for free at iLok.com.
Then, you will then need to download iLok License Manager. Your license will allow you to use the plugin
on one computer at a time. You may need to update to the latest version of iLok license Manager to use
the plugins.

You do NOT need an iLok dongle/USB key to use the plugin.

You do not need to use an activation code (although some users may have been provided one, especially
if you have purchased Krotos software from a reseller)

iLok now supports online activation and cloud-based license management, so you can activate and move
your license between computers (and dongles) easily. This is all done using the iLok License Manager.



2.2 Starting a Demo

Weaponiser can be used for 10 days as a fully-functional demo without a license.

You will need an iLok account to activate the
demo.

You do not need a physical iLok to evaluate W WEAPONISER

the plugin.

You will only be able to evaluate the demo
once on your iLok account.

To start the demo, add Weaponiser to a track
in your DAW.

When the iLok popup appears, choose ‘Try’,
and follow the procedure on-screen.

Log into your iLok account and choose a
location. You demo will now be active.

Ty M Quit ]

You will see a popup window again in 10 days
time, when your demo will expire. To continue to use the plugin and Analysis Tool, you will need to
purchase a license from

https://www.krotosaudio.com/products/weaponiser/

If you have any issues getting started, please contact support@krotosaudio.com

2.3 Activating the Plugin

Log into your account using the iLok License Manager. You will find a the ‘Weaponiser’ license in the main
window (on the right-hand side). These will appear in BOLD. Click and drag these licenses to a location on
the left-hand side. You can activate to either the local machine or an iLok2.

1 L K License Mana jer

124 Actvatons
[] christos's iMac
= 3 Actvations

E Christos’s iMac (2)
= 99 Acthatons

[_] DESKTOP-20317PE
=113 Acvations

[] DESKTOP-OCTMN6F
= 3 Actvations

[_] DESKTOP-PGMTVNO
= 110 Actatons.

If you find yourself opening your DAW before following this procedure, and encounter an iLok activation
window, follow these instructions.



3 Getting Started with Weaponiser

Weaponiser focuses on providing a quick and powerful workflow for designing weapons of various kinds.
By default, the plugin is set up for single shots, but can be used for rapid-fire weapons by switching to
“Burst” mode.

The plugin contains four main engines. These separate the shot into composite layers, which sound
designers typically use to construct a complex weapon sound (naming for these layers varies across the
industry, and we have chosen names we feel are appropriate). All four engines are built around our
flexible sample-based engine, which allows of maximum variation of sets of assets. Each engine contains
four of these ‘players’, with identical controls.

Each engine also contains a synthesis engine, designed especially to suit the particular layer/engine it is
placed in, to improve speed of workflow.

Weaponiser uses the concept of ‘tails’. This is a concept used by sound designers when separating the
initial sound of a gunshot from the ‘decay’ or ‘tail’ of this gunshot. By separating the initial elements of a
gunshot, and designing and mixing these tails in a dedicated way, users can have precise control over the
placement of the gunshot in space, separate from the core sound of the weapon. This also allows users to
easily exchange tails from other locations (if these are available) or use different impulse responses to
keep the core design and sound of a weapon, but place it in a different environment. For example, this
concept is common in game audio, where different tails will be placed and/or mixed onto the core
weapon sound depending on the environment the player finds themselves in, or the distance from
another weapon being fired.

3.1 Adding the plugin to your session

Weaponiser is a midi-instrument plugin.
It will need to be added to a midi track in your DAW (or an instrument track in Pro Tools).

We recommend creating a stereo instrument track in Pro Tools, and adding either of the plugins from the
insert > Multi-channel > Instrument folder

3.2 Triggering
Use the red ‘FIRE’ button to fire the Weaponiser!

This will trigger all the engines in the plugin (including any synth modules), and play all
samples currently loaded into a bank. In ‘Burst’ mode, it will continue to trigger these
modules and banks at the currently selected fire rate, until released. If you have
multiple samples loaded in to a bank, these will be cycled through one by one during
burst fire (this is covered in more detail later in this manual).

Y NUMBER SC458616
sH - EH12 5HD. - UK



3.3 ‘Burst’ Mode

‘Burst’ mode is designed for designing automatic, or rapid firing weapons of any kind. It
allows you to design a single shot, and use the same assets to create a ‘Burst’ of the
same type of weapon. This allows for some exciting and unexpected results.
Transforming a pistol into an automatic pistol has never been easier! You may also find
that burst fire is very effective at different rates or on a weapon never intended to
burst, experiment and have fun...

‘Burst’ mode is extremely easy to use. Simply turn it on using the switch directly below the ‘FIRE’ button,
and set your Fire-rate. Press and hold the ‘FIRE’ button to unleash a Burst!

We recommend using the variation controls in the engines when using ‘Burst’ mode, and also the ‘drunk’
timing slider, which will prevent unnatural sounding repetition in your weapon design.

Burst Mode variation

Variation can also be added to burst mode. Simply hold ALT and click-drag with your mouse to add
modulation. Each time you fire a burst, a fire rate will be chosen within this range. This is ideal for adding
very subtle variations between bursts, for more experimental weapons, to simulate breakdown in a
weapon’s behaviour, or for more flexible sound design in any use case.

BURST MODE  TAIL MODE

FIRE RATE

[ 4

Burst Bank Mode
In the same way that the contents of each bank can be switched between ‘round- robin’ or ‘random’, you
can do the same in burst mode. Click once on Burst Mode Bank Mode to switch between round-robin and
random behaviour.

BURST MODE

-

o

PLEASE NOTE - This switch is global, and will override any individual ‘bank mode’ selections in each
engine. Whichever setting selected in the burst mode bank switch will be applied to all banks in all
engines, but only in burst mode.

Tail Mode

This switch changes the behaviour of the Tail engine of Weaponiser, but only in Burst Mode. When
activated, the players, banks and Convolution Reverb engine (depending on the status of IR Mode) in the
Tail engine will only trigger on the last round of a burst, or the ‘release’ of a burst. When inactive, any
assets in the tail engine will be triggered on every round fired. This is a useful feature to manage the
handling of tails, to create cleaner designs, or delay certain assets or tails placed in the tail engine.

When Burst Mode is active, simply flick the Tail Mode switch to the right to activate this mode.

PLEASE NOTE - Tail Mode will be greyed out when not in burst mode (this is because it only takes effect
when in burst mode)

BURST MODE  TAIL MODE

.




4 File Browser

The file browser is a quick and easy way to navigate Weaponiser’s extensive factory assets, or your own
assets.

The browser includes two tabs at the top of the screen. The

‘Library’ Tab defaults to the location of Weaponiser’s Factory
Assets, which are included in the plugin, or can be added to

buy purchasing our ‘Total Pack’.

The ‘File’ tab allows you to navigate on your local/external drive to source a file or folder of your own
assets (including external drives).

Once you have selected a file from either the library or a location on your computer, click and drag the
name of the file onto a bank in the main Ul window.

NB - You can also drag and drop files or folders from outside of the plugin into Weaponiser, and they will
be loaded automatically into the engines of the plugin.

4.1 Tags

The File Browser includes a handy ‘tag’ system, that allows quick access and
filtering of the plugin’s factory assets.

TAILS FOLEY

SINGLE SHOT IRS

By clicking on a tag, or a number of tags, you can filter the large list of assets
available and refine your search using the search bar. For example, you

SHOTGUNS ASSAULT RIFLES

could select ‘Pistol’, to return all pistol results, reduce this list by selecting AT
‘Front’, and then ‘Stereo’, to list all weapon-facing stereo mic placements of _ Lo
pistol recordings in your factory assets. INDOOR

Since the plugin ships with hundreds of weapon recordings, sweetners and
impulse responses, this is an ideal way to get started to find the perfect C275_and_BERETTA_Foley_01.wav

sound. CZ75_and_BERETTA_Foley_02.wav

CZ75_and_BERETTA_Foley_03.wav

CZ75_and_BERETTA_Foley_04.wav

* Sweetners (for quick access to extra sounds to bolster your designs, CZ75_and_BERETTA_Foley_05.wav
like kicks, synth one-shots or non-weapon foley) CZ75_and_BERETTA_Foley_06.wav

e Tails (list all available recorded weapon tails, separated from their
transients)

* Foley (list all weapon and non-weapon foley, if a weapon type is not
selected, all foley will be listed)

e Burst (display all burst recordings from weapons capable of this firing type)

* Single Shots (list all single shots, excluding burst recordings)

* IRS (list all Impulse Responses, which can be filtered further with the ‘Indoor’ and ‘Outdoor’ tags)

* Shotguns (list all shotgun recordings and foley)

* Assault Rifles (list all recordings and foley from these type of weapons)

* SMG (list all Sub-machine gun recordings and foley)

* Auto (list all automatic weapon recordings and foley; including assault rifles, and sub-machine
guns)

The tags included are:

CZ75_and_BERETTA_Foley_07.wav
CZ75_and_BERETTA_Foley_08.wav

PANY NUMBER SC458616
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* Pistol (list all pistol recordings and foley)

* Rifles (list all rifle recordings and foley, excluding assault rifles)

* Rear (list all rear mic placement recordings)

* Front (list all weapon-facing mic placement recordings, not including foley and on-gun mic’s)
e Stereo (list all stereo mic placement recordings)

* Mono (list all mono mic placement recordings)

* Indoor (list all indoor recordings or Impulse Responses)

¢ Qutdoor (list all outdoor recordings or Impulse Responses)

NB — If you do not select any tags or enter any terms into the search bar, then all the factory assets, or
files inside a folder, will be displayed in the browser.

4.2 Search Bar

The File Browser includes a search bar to filter the contents of the factory library or your own folders.

DRAGUNOV_Foley_03.wav
DRAGUNOV_Foley_04.wav
Simply click inside the search bar and start typing. The browser will DRAGUNOV_Foley_05.wav
automatically start to filter and display a new list of contents base don your SRABUNCY Folay 06 weY

DRAGUNOV_Foley_07.wav
search terms

DRAGUNOV_SINGLESHOT_2M_STE_O...

DRAGUNOV_SINGLESHOT_2M_STE_0...
Use the ‘UP’ arrow button to jump up a level on your operating system (when in BN RS
the ‘File’ ta b) DRAGUNOV_SINGLESHOT_3M_STE_0...
DRAGUNOV_SINGLESHOT_3M_STE_0...
DRAGUNOV_SINGLESHOT_3M_STE_0...

You can scroll through the list of assets displayed in the browser window using [ _—————

the scroll wheel on your mouse, or by grabbing the grey panel on the left-hand
side of the window.

4.3 File Preview

You can easily preview any file displayed in the browser before adding it to any Weaponiser engine.

Activate the File Preview by clicking on the ‘speaker’ icon on the left.

Use the white volume slider to set the appropriate level for preview playback, and click on any sample to
hear a preview.



5 Factory Assets

To allow you to start designing high-
quality weapon sounds immediately,
the plugin includes a large quantity of
weapon recordings. These were
recorded exclusively for Krotos by
some of the world’s leading weapon
recording experts at Black Park, in the
UK, close to Pinewood Studios.

A large selection of genuine weapons
were recorded to capture the visceral
impact of live weapons in an outdoor

environment.

To capture this fully, our recordists
used a large selection of microphones and microphone placements, at various distances. All of these
recordings are available for you to use instantly inside Weaponiser, and use in your designs and projects.

These assets have also been used in our own presets, giving you a good idea of how to start working
with this quantity of recordings, if you have not worked on weapon design before.

Depending on the version of Weaponiser you have downloaded or purchased, you will have a different
set of assets. These are accessible outside of the plugin for use in your projects, even if you are not using
the Weaponiser plugin.

All assets are recorded at 192khz, 24-bit in .wav format.

By Default, Factory Assets are installed in the following locations:
On OS X: /Library/Application Support/Krotos/Weaponiser/Library/Factory Assets
On Windows: C:\Program Files\Krotos\ Weaponiser/Factory Assets

Wherever possible, we have attempted to include between 3-5 takes per mic position, per weapon. At
times this was not possible, due to factors out of our control, but the various asset packs included with
Weaponiser will all give you a strong starting point for your designs.

Were possible, we have included both single shots and burst shots (for automatics). Depending on the
weapon/effect you are designing, you may want to use either, or both. We recommend using single shot
assets for using ‘burst mode’, as triggering ‘burst’ assets may produce unrealistic results (but this may be
what you’re looking forl).

Tails from a burst or single shot will typically be very similar, so our assets named and tagged as ‘tails’ can
be used with either type of shot.

We also include the tail of a shot in the original ‘single shot’ or ‘burst’ assets. This is so you can use these
assets ‘as is’ without using different tails from different positions or environments. If you prefer to remove
the tail from these assets as part of your workflow, this can easily be done using the waveform selection
or amplitude envelope per player. We have chosen to handle our factory assets in this way to provide
maximum flexibility, and to give you the choice of working with whichever workflow method you prefer.



A collection of sweetner samples are also included with your Weaponiser installation. The number of
samples included also varies with the package you have purchased.

NB — You may discover that certain assets seem ‘clipped’ or distorted. This was a conscious choice made
by our recordists, in order to preserve aspects of the power and impact of gunshots, whilst maintaining
transient impact. This allows our assets to have impact immediately, without the need for excessive
processing. However, to represent a gunshot in films, games and television, processing is common, to
give the weapon a ‘larger-than-life’ feel.

Weaponiser Version Weapon Type Number of edited | Total number of
Weapon assets (inc.
Recordings sweetners)
Demo AK47 Assault Rifle 75 96
Dragunov Sniper Rifle
Beretta Pistol
Spas 12 Shotgun
Basic AK47 Assault Rifle 506 1012
Dragunov Sniper Rifle
Beretta Pistol
Spas 12 Shotgun
Total AK47 Assault Rifle 1595 2092
H&K 416 Assault Rifle
M16 Assault Rifle
M4 (supressed) Assault Rifle
GPMG Machine Gun
MINIME Light Machine Gun
Mac 10 Sub Machine Gun
H&K MP5 Sub Machine Gun
Beretta Pistol
CZ75 Pistol
Spas 12 Shotgun
Winchester 1887 Shotgun
Dragunov Sniper Rifle

These assets have been recorded with the following mic setups and placements. Full metadata is
available embedded into the .wav files.

Microphone Microphone Used Channel Notes Microphone
Placement/Distance Position
oM DPA 4062 Pair, A/B Mono On Gun
2M DPA 4006 Stereo pair Front
3M DPA 401 Stereo pair Front
5M DPA 4061 Stereo pair Front
5M Neumann RSM 191 M/S Pair Rear
20M Sennheiser MKH40 Mono Front
25M Sennheiser Ambeo VR Mic 4 Channel, Mono, A>D Front
50M Sanken CO100 Mono Front
50M AKG C414 Stereo pair (Wide) Front
100M Schoeps CMC6 (Omni Capsule) Mono Front
100M Neumann KU100 Stereo (binaural) Front
200M Sennheiser MKH70 Mono Front

C458616
J.- UK




Some additional notes regarding the Weapon recordings:

¢ All 5M ‘Rear’ recordings are Mid/Side recordings (M/S). These are provided as ‘raw’ and can be
decoded and exported again as individual mid or side channels if you prefer (the plugin doesn’t
provide an internal M/S decoder)

e All stereo files include ‘STE’ after the distance (apart from the M/S recordings, which include ‘MS’ in
the filename)

* Factory Assets contain three or more shots from each take/mic position

¢ All M4 recordings include shots with a suppressor (silencer)

* All assets mono unless labelled ‘STE’ or ‘MS’ and tagged with ‘Stereo’ in browser

* Assets labelled as ‘On Gun’ are a pair DPA 4062’s attached on either side of the weapon
Left channel = A, Right Channel =B (e.g. AK47_BURST_ON_GUN_A_O1.wav). Because these
microphones are extremely close to the weapon’s firing mechanism they will sound the most
‘mechanical’ of all recordings

* The 25M position uses a Sennheiser Ambeo VR Mic. This records four mono channels, which are

included in the factory assets as channels A > D, separated as individual mono channels

ANY NUMBER SC458616
IRGH - EH12 5HD. - UK



6 Engines

The plugin contains four main engines.
These separate the shot into composite
layers, which sound designers typically use
to construct a complex weapon sound.

sets of assets. Each engine contains four of
these ‘players’, with identical controls.

6.1 The Four Engines

Weaponiser contains four core engines. Vocabulary varies throughout the industry on what to name these
layers. In Weaponiser we have named these engines as follows:

* Yellow = Onset
* Blue =Body

e Red=Thump

e Green=Tail

The engines are designed to play different roles as part of a composite weapon sound.

The Onset, Body and Thump engines each contain four sample engines, and a synthesis engine, which
can be toggled on and off (they are disabled by default, unless included in a preset).

Onset can typically be used for the initial attack of the sound, or for a ‘charge’ of a sci-fi weapon. Our
unique ‘charge’ feature is featured in this module, allowing you to include sounds which build anticipation
before the rest of the shot arrives. The FM synth module in the Onset engine is especially designed or this
purpose and is ideal for creating this rising tones, combining the pitch envelope and duration controls to
great effect.

Body is intended for the main content of the sound, and includes an FM synth similar in design to the
Onset engine.

Thump is designed to be used for the bass layer of the shot, and includes a synthesis engine designed for
these ‘kick’-like sounds.

Tail is designed to be filled with various tail recordings from our factory library, or your own assets. These
can be triggered in layers, including multiple tails from different firing positions or environments, allowing
maximum control over the spatialisation and distance of your shot.

The tail module includes a convolution reverb engine, which can be used with an impulse response to
simulate real-world spaces with a high degree of accuracy. Use the ‘send’ dials in the mixer to balance
which engines and proportions are sent into the tail reverb engine. This can be used instead of, orin
combination with the sample-players in the tail module (i.e in parallel). This way you can choose to trigger
pre-recorded tails either from our factory library, from your own collection of recordings, or use impulse
responses. Simply drag and drop an impulse response into the reverb to use it.



All engines are polyphonic by default; pressing ‘Fire’ once a sample is playing will trigger another version
of the sample to be played in addition to the first sample, rather than re-triggering.

NB - Weaponiser only supports stereo playback from the main plugin at this time. Multi-channel routing
can be used to have more discrete control over panning and spatialisation if necessary (see section 11)

The engines are colour-coordinated to help follow which engine you are working on. This colour
convention is also applied to any FX applied to each engine in the FX window.

You can move between the engines using the tabs at the top of the engine area, or by clicking on the tabs
in the mixer.

ONSET BODY THUMP AR

Tabs in mixer:

EEDEEEN oo Towp AR

6.2 Speed and Level

The ‘Speed dial on the right-hand side controls the playback speed of the player. This applies to all
SPEE samples contained in a bank. The ‘Level’ dial on the right-hand side controls the output
level (or amplitude) of the player. This also applies to all samples contained in a bank.

Use the switch below the Speed and Level controls to move between the different sets
of controls. ‘Envelope’ applies an envelope to the parameter (either a pitch envelope,
for ‘speed’, or an amplitude envelope, or ‘level’) and ‘Dial’ (which allows you to set a
fixed value for that parameter).

You can select either speed or amplitude envelopes on every player, on every
engine. Selecting an envelope will disable the dial behaviour for that particular
player, and vice versa.

Each player also has a Mute and Solo button.



6.3 Waveform Viewer

The sample currently loaded into the player will be displayed in the waveform viewer. When using multiple
samples in a bank, the currently selected sample will be loaded. On each trigger, a new sample will load
into the waveform viewer. When a sample is loaded, a new area selection can be made by clicking and
dragging on the waveform. This will be saved and applied the next time the sample is loaded.
Shift > Click on the currently selected area to move the NK (1
selected area without changing its size.

The ‘+’ and ‘- buttons can be used to set the zoom level
of the viewer. Using the grey slider along the bottom of
viewer will scroll through the length of the sample.

6.4 Banks

Each player contains a ‘bank’, which can be filled with multiple samples, and played back in order. When
assets are loaded into a bank, each time a fire trigger is received for that engine, a sample from the bank
will be selected and played. This allows you to build in huge amounts of variation into your weapon
designs, by using either multiple takes, or variations of the same sound, or by loading in many different
sounds to create a constantly varying character.

Drag and drop a sample from the file browser on the left-hand side onto a player to load assets into a
bank. You can also drop multiple files or an entire folder of samples onto a player from Finder (on OS X) or
Explorer (on Windows). The number displayed in brackets above the drop-down menu show how many
samples are currently loaded into the bank. Clicking on the drop-down menu will open it and display the
contents of the bank. You can choose to bypass or remove individual samples, or clear all samples here.
The ‘clear’ button above the waveform can also be used to clear all samples currently loaded into the

player.

Once a sample has been added to a player, you can continue to drop more samples onto the player until
you reach the maximum capacity (five samples are allowed per bank). Each addition sample will be added
to the bank automatically.

Clear a bank by clicking on the ‘Clear’ button. This will remove all samples from the bank. If you need to
remove an individual sample from a bank, click on the dropdown menu containing the sample names.
Each sample can then be removed from the bank by using the ‘X’ buttons per sample.

AK47_BU...

clear all
AK47 _BURST_2M_STE_01.wav
AK47_BURST_3M_STE_01.wav

AK47_BURST_3M_STE_03.wav




Bank Mode

By default, all banks in Weaponiser function with ‘round-robin’ playback. However, this may not always
suit your workflow, or content. We’ve provided a bank mode switch, to the right of the zoom controls to
switch between ‘round-robin’ and ‘random’ modes. When clicked, the mode switch will change icon to

indicate with mode is currently selected:

When in random mode, any file currently added to the bank will be picked on fire. This is very useful for
designing weapons that require a lot of variation in content.

BANK (1)  AK47_Sl... ¥

BANK (1) = AKA7_SI.. ¥

6.5 Variation

A number of controls in Weaponiser allow you to add randomised variation to
a parameter. This can be added by using the white circle on the dials.
Dragging up and down, whilst clicked on the circle, will allow you to set a
variation range for that parameter. This range will appear in blue, as part of
the dial. You can still move the dial when a variation range has been applied,
but clicking on the dial, as normal. The white circle on the dial will always
represent a ‘central’ value, from which can variation will be applied. For
example, in the picture to the right, the central value is 1.00, but with the
currently selected variation range, speed values of 0.55 or up to 1.55 may be applied.

On each fire trigger, a value will be randomly selected from within this range, based around the central
value set with the main dial position. This allows you to quickly and easily create more realistic-sounding
weapons, since the behaviour of mechanical and real-world objects is not linear, and varies on each
trigger.



6.6 Synths

The Onset, Body and Thump modules all contain synth modules to augment your design. These can be
used in combination with the sample players, or instead of them, if no samples are loaded. Each of the
synths in these modules has been designed to be slightly different, and are tailored for use a specific part
of a weapon design (for example, the Thump synth is designed for bass ‘thumps’ to add weight to a
sound).

Synth engines can be toggle on/off by using the ‘power’ button on the top left-hand corner of the synth
section. When ‘Off’, the Ul each Synth module will ‘fade’ into the background, and controls cannot be
adjusted.

6.7 Onset/Body Synths

Both the Onset and Body synths are FM synths, with control over pitch, duration, amplitude using dials or
envelopes.

On the right hand side of the Ul you will find a Gain control, for balancing the output of the synth module,
a core Pitch dial, to set the core oscillator pitch and a Duration dial, to set the maximum length of time thi
synth will sound for.

The Onset synth is poly-phonic, and contains four voices which can be used simultaneously. These can be
controlled from the ‘Pitch’ and ‘Level’ sliders on the left of the Onset synth Ul. Each voice will have the
same settings, as set by the master controls, but include a pitch and level offset for each voice, set by
using these sliders. A pitch offset will be applied based on the main pitch of the synth, set in the ‘Pitch’ dial
on the right of the Ul. When these sliders are at 50% they correspond to the main pitch. Moving the slider
to the right, and reducing this value, will reduce the pitch, and increasing the value will increase the pitch
of this voice. Setting one of these sliders to 100% will increase the main pitch of the synth to x7 times the
core value (e.g. when the ‘pitch’ dial is set to 100hz, setting this slider to max will produce a value of 700hz
in this voice). This is ideal for ‘charge-up’ settings for SciFi weapons, where the synth can be used to
create a set of rising tones, slightly offset from one-another.

You can also select the carrier and modulator waveforms for the FM synthesis in this area of the Ul. Select
a variety of waveforms from the dropdown menu. The Body Synth also allows you to change waveform
shape in the same area.

Pitch Tab

You can set a pitch envelope and the ‘Depth’ of this envelope in the pitch tab. This allows easy designing
of lazer drops or similar sounds. The Depth dial controls the amount of modulation is applied from the
pitch envelope to the main pitch, set on the right-hand side of the Ul. If this dial is set to 0, no pitch
modulation will be added, producing a clean tone.

PITCH DURATION
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FM Tab

These control affect how the frequency modulation is applied to the main oscillator. The Envelope
controls the shape of this modulation. The breakpoints can be used to shape the modulation from the
minimum value (x axis) to the maximum value (Y axis). These Min/Max values are set with the dials below
the envelope. The Depth dial controls the amount of this modulation applied.

PITCH DURATION

v

Amp tab
The Envelope in this tab is a traditional amplitude envelope, which is applied to the oscillator (and all
voices on the Onset synth). Move the breakpoints to reshape the envelope, and it will be applied when

the synth module is triggered.

SYNTH

AMOUNT FREQ . PITCH  DURATION

9

This tab also includes an Amplitude Modulation (AM) section.

Use the ‘power’ button to activate the amplitude modulation (it is off by default). Select the waveform used
to modulate from the dropdown menu, and use the Amount and Freq dials to set the behaviour of the
module. This is ideal for adding an extra dimension to your synth sounds, and for creating pulsing effects
for sci-fi weapons.

6.8 Thump Synth

This module is designed to add low-frequency weight to your sounds. It can be combined with the
samples in the thump engine. It uses a sine wave as it’s generator.




The Base Freq dial is used to set the core frequency of the module. The Pitch Env envelope affects how
the much changes over the duration of the note, based on the amount applied with the Amount dial. The
Amp Env envelope is a traditional amplitude envelope for the synth, and is applied over the duration set
in the Duration dial. The Gain dial sets the output level of the module.

NB — You can use midi to trigger each module of Weaponiser, or the entire engine. This also allows you to
sync the triggering of external synth modules or other soft synths in your DAW to the same midi trigger.
This way Weaponiser can fit into your existing workflow and use of synths, if you choose not to use the in-
built synth modules.

Synth Modulation

As in the main engines, you can add variation values to your synth controls. Hold ALT and click-drag with
your mouse to add modulation to these parameters to set a variation range based on the current value of
that parameter. When fired, Weaponiser will then choose a value for this parameter in the chosen range,
allowing you to design more sensitive and varying designs. This option is available for every control with a
dial in each synth. When hovering over these parameters a tooltip will appear describing what you need
to do, just for reference.
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6.9 Reverb

The tail engine contains a convolution reverb engine, for use instead of, or in combination with recorded
tails.

o) REVERB

IMPULSE RESPONSE CLEAR PRE-DELAY

0.00
/
DRY/WET

Use the ‘power’ button in the top right-hand corner to turn the reverb module on. Drag and drop an
Impulse Response (IR) into the main module area, either from the File Browser from from your main OS.
The impulse will be displayed in the waveform viewer in the main part of the module.

Audio can be routed to the reverb by using the ‘Reverb send’ controls in the mixer.
The output from the reverb is routed to the Tail module fader in the main mixer.

When using the reverb, you can still use the four sample player engines in the tail engine. Any samples or
tails played will be summed with the output of the reverb in the tail fader of the main mixer.

Clear an impulse response from the reverb using the ‘Clear’ button.

The dry/wet control can be used to mix the processed signal from the reverb with the unprocessed signal
received from the other modules

The impulse can be manipulated with the decay control, which will reduce the late reflections of the signal
processed with the impulse response.

Pre-delay can be added with the control, with will be added to any delay added through the timeline (for
the entire tail module).

The level control is used to balance the output of the reverb module.

NB — You cannot route samples from the main tail engine sample players into the reverb. The plugin is
designed to receive signal from the ‘core’ engines and then apply the decay of the sound, which can then
be mixed.

IR Mode

IR mode relates directly to Tail Mode, under the Burst Mode controls in the top right-hand corner of the
plugin Ul. When in Burst Mode, you have the option to trigger a tail on every round fired, or on the last
round in a burst (this is ideal for certain types of scenarios and spaces). You use Tail Mode to select which
method you want to use (see Tail Mode section of this manual). By default, when in burst mode, a round
will be triggered in the Onset, Body and Thump engines at the rate set by the Fire Rate, with a round
triggered at this interval (e.g. every 75 ms). If routed to the convolution reverb module in the Tail engine
using the Reverb dials, the output of these engines will be routed immediately to the reverb. However,
when Tail Mode is switched to Tail on Release, you may want the Convolution reverb to behave in a
different way to the rest of the engine, when using re-recorded tails. For example, you may not want to



hear the reverb being processed on every round when you have selected to only trigger tails, or the
contents of the Tail engine, on the last round of the burst, or the ‘release’.

IR MODE

‘IR Mode’ switches the convolution reverb to behave in two different ways:

1) Only triggering on the last round of a burst, or on every round, whilst the rest of the tail engine
triggers on release
2) Triggering on every round, when in Tail on Release Mode

This allows you to have two sets of controls while in trigger on release, and control the separate ways of
handling tails when in burst mode. This may sound unusual in certain circumstances, and can also be used
for interesting sound design results. As always we encourage you to experiment with these features to
find the best fit for your designs.

Pre-Fx/Post-FX routing for IR
You may find that is it useful to route outputs from your engines to the tail engine convolution reverb in
different ways, depending on your material.

This switch will change the routing of the Onset, Body and Thump engines to the reverb. When switched

to ‘Pre-FX’, the output of the reverb will be routed before the FX slots in the mixer, per engine. When set
to ‘Post-FX’ the signal processed by the FX slots will then be sent to the convolution reverb by the amount

set by the ‘Reverb’ send dials.
Pre FX Post FX

PLEASE NOTE - IR Mode will be greyed out when not in burst mode (this is because it only takes effect
when in burst mode)

All Impulse Reponses are provided by MrHay, from a range of locations in Scotland and Australia.



/7 Timeline

The timing and arrangement of the engines can be offset by using the timeline.

This allows more precise micro-timings between engines, and also additional flexibility through variation
each time a shot is triggered.

The timeline contains four waveforms, color-coded and matched to each engine.

* Onset - Yellow
* Body - Blue

e Thump - Red

* Tail — Green

Grab the coloured handles underneath the main waveform display to arrange the timing of the engines.

These waveforms update in the timeline depending on the samples or synthesis parameters selected.
This allows you to get a very precise image of your layers. Each engine displays a summed waveform of
the contents of the engine (samples and synthesis). When a sample or synthesis parameter changes, this
waveform will be redrawn. It also allows you to seem clearly the durations of the different layers of your
sound.

The waveforms are also responsive to mixer settings; increasing or decreasing a mixer fader will affect the
‘mix’ in the waveforms, causing a waveform for a certain engine resize appropriately.

It also includes a ‘scale’ control to zoom in and out, and a ‘drunk’ control to add a random value to each
engine when fired, creating additional timing variation between layers.

Timing is displayed in milliseconds at the top of the timeline.



8 MIDI

Weaponiser is a midi-instrument plugin, allowing you to trigger the entire plugin, or individual engines via
midi, using automation or controllers. This is very useful for testing out timings, and quickly previewing
material in different engines whilst designing.

It also allows you to trigger each engine from your DAW timeline to sync with screen or video.
Midi notes starting at C4 will trigger the engines:
C4 — Trigger all engines
C#4 — Trigger Onset engine
D4 — Trigger Body engine
D#4 — Trigger Thump engine
E4 - Trigger Tail engine

Midi velocity can be applied as normal to any trigger message sent to any engine.

9 Mixer

The mixer contains a volume fader for the output of each engine, plus solo and mute controls, and an FX
section.

Use the fader to balance the levels of each engine, and the Solo/Mute buttons to select any engine for
more precise listening.

The ‘send’ controls route the output of the Onset, Body and Thump engines directly to the convolution
reverb engine of the Tail module

NB - If the convolution engine is not activated, or does not have an impulse response loaded, the send
controls will have no effect.

Clicking on the name/coloured label in the mixer will cause the player view to jump to display the selected
engine.



10 FX

Each channel includes four FX-slots. These run in series and can include any one of eight FX modules,
selected from the drop-down menu.

N

AUTOCAIN LIMITER

The FX modules included are:

EQ
* EQ (5-bands, multimode) E;"I‘t‘:““"
r
e Saturation Saturation
. Compressor RingModulation
P Flanger
L]
Ll‘mlter TransientShaper
® Ring Modulator NoiseGate

* Transient Shaper
* Flanger/Chorus
* Noise gate (with sidechain)

The noise gate includes side-chain capability, simply choose from the ‘Source’ engine in the drop-down
menu, and the use gain dial to control the amount of side-chain signal.

Any of these eight effects can be added to the Master bus by adding them in any of the four available
slots. FX are also fully automatable in Weaponiser.

Click on the centre of the FX slot to add an effect. A drop-down menu will appear, and you can select from
the list of eight possible effects. Only one instance of each effect can be applied per engine.

The ‘O’ button on the right of the drop-down menu allows you to view
the currently selected effect in this slot. This will appear in the panel
below, and the effect being viewed will have it’s ‘O’ button

highlighted. The ‘power’ button acts as an on/off, or bypass for that effect.



11 Multi-Channel Routing

Weaponiser allows the output of each e
engine to be routed back to your DAW to s
full flexibility for mixing or rendering layers !
of your design. For example, you may want
to render each layer individually for mix

bus
plug-in

. . Weaponiser - Inst 1 - Inserta » OnsetOutput
later, or to export into a game engine or BodyOutput
audio middleware solution. ThumpOutput

92) () |(2) (@]9 (]2 (e TailOutput

4100 ' 100» <100 | 100» <100 | 100 » 4100  100»

I
This feature also allows you to design in ) " e =) “e ™| e T
Weaponiser, and output to your DAW to mix per engine, adding any of your favourite plugins onto the
output of each engine as inserts to these individual tracks.

INSERTSA-E  INSERTSA-E  INSERTSAE  INSERTSA-E  INSERTS A-E

In your DAW of choice, create four new audio tracks, and set the input of
these to Weaponiser. From here you will be able to select an individual
engine to route from.

For example, in Pro Tools, once you have added a Weaponiser plugin to
your session, create 4 more stereo audio tracks. In the I/O section of the
mixer, under input, choose ‘Plugin’ > Weaponiser, and then an engine to
route this this track. Do this for all 4 tracks to route all four engines.

They should appear as in the screenshot on the left.

» | | <100 | 100>

L Arm the tracks, and your session, and press record/play.

The output will be recorded directly from the plugin into your DAW’s
timeline, post-fader, including all variations, FX etc.

This is ideal for mixing the outputs of the individual engines of
Weaponiser, giving you even more control, allowing you to add your other
favourite plugins on these audio tracks, or break out these tracks to an
analog desk or control surface.

This feature also allows easy bouncing of each layer from with the plugin,
ready for export into a game engine or audio middleware solution.
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12 Presets

Weaponiser allows you to save and recall presets. It also comes with a huge range of presets for you to
start using and to inspire your own designs.

Click on the name of the preset in the top bar to load, save or alter a preset.

Use the arrows in the top bar, on the right-hand side to move through the presets, A>B settings, load a
new preset or save your settings.

Clicking on ‘Menu’ will reveal other options. Here you can view the software license by clicking on
‘License’, with our FAQ and contact support by clicking on ‘Support’, or check if there are any updates
available by clicking ‘Update’.

AbOl.It User Presets * akl

Factory Presets * aklburstfreak
* Chariging Lazerl
Manual s
* Shotgunl
* Shotgun1Burst

License - Shotgun2

Support
Update




13 FAQ

What is Weaponiser?

Weaponiser is the latest addition to Krotos’ ever-expanding, innovative product range that enables
you to easily design, layer and synthesize weapon sounds quickly but comprehensively - all within one
plug-in. It combines high-quality recordings of real weapons with a flexible sample and synthesis
system, allowing design of any complex weapon with a huge degree of variation at high speed.

How do I use it?

Weaponiser is a hybrid sample-synth instrument for weapon design, and more. Simply drag and drop
samples from the file browser into the engines, activate the synth modules and press ‘Fire’! Add
effects using the mixer to adjust your mix and add impact to your settings. You can also explore our
range of presets to get a clear idea of how the plugin can be used, and the range of sounds it can
produce.

What does Weaponiser include?

Every version of Weaponiser includes the plugin in VST/AU/AAX format. The plugin includes four
powerful sample engines, three synthesis engines, eight FX modules and a convolution reverb, in one
elegant system. There are a variety of Weaponiser packages available, tailored for different needs
and budgets, which add factory assets. Our Basic Pack includes a large quantity of weapon
recordings for four weapons (AK47 Assault Rifle, Beretta Pistol, SPAS 12 Shotgun and Dragunov Sniper
Rifle). Our Total Pack includes the contents of the Basic, and recordings of an additional nine more
weapons. We use these assets to create presets, which can be used to quickly create ‘designed’
weapon sounds

Can | use sounds I design in Weaponiser in my film/TV/game project?

Yes. Anything designed with the plugin can be used in any of these projects without further licensing

Can | use my own assets/recordings?

Yes. You can add any samples into Weaponiser by dragging and dropping, or using the File Browser.
Our presets and factory assets can be used for a huge range of weapon design, but if you have your
own recordings or favourite samples, they can be used however you like.

Do you offer more presets from your website?
Not at this time, but we hope to add additional packs and content to our Weaponiser product range in

the future. If you are a sound designer or weapon recordist and would be interested in working with
Krotos to create a Weaponiser pack, please get in touch via sales@krotosaudio.com.




Can | use my own synths and effects?

Adding your own synths or plugins into the plugin, or part of the Weaponiser mixer is currently not
supported. However, since Weaponiser is a midi-instrument, you can use the same midi triggers to
trigger other soft synths or external hardware in sync with the plugin. You can also use Weaponiser’s
multi-channel routing, and mix the output from each engine on a separate track in your DAW or
external mixing desk, allowing you to add your favourite plugins or processing chains seamlessly into
your weapon design workflow.

Can Weaponiser be used for something other than Weapons?
Of course! Weaponiser is an extremely powerful and flexible sample/synthesis engine that can be

used for a variety of sound design tasks. By layering your samples (and the factory assets) you can
create Ul, drum patterns, or other examples of sound design

Can I get a demo?

Yes! Weaponiser can be used for 10 days as a fully-functional demo without a license.

How do activate the demo?

You will only be able to evaluate the demo once on your iLok account. To start the demo, add
Weaponiser to a track in your DAW. When the iLok popup appears, choose ‘Try’, and follow the
procedure on-screen.

Log into your iLok account and choose a location. You demo will now be active.
You will see a popup window again in 10 day’s time, when your demo will expire. To continue to use

the plugin and Analysis Tool, you will need to purchase a license from
https.//www.krotosaudio.com/products/reformer-pro/

If you have any issues getting started, please contact support@krotosaudio.com

Is the demo different to the other versions of Weaponiser?

The only difference is that the demo includes far fewer assets and presets than other versions.
Unfortunately, we cannot offer the full version of Weaponiser with a full library of factory assets for
evaluation, because of the size of the library (1GB+). In every other way, the demo is identical to the full
version of the plugin.

Weaponiser factory assets are 192khz, but can | use them at other sample rates?

Yes, you can run the plugin and the factory assets at any sample rate you like, and the plugin will
resample on the fly, to maintain the original pitch and quality of the recordings. We recommend using
higher sample rates in your DAW, especially when pitching samples down, as they will retain more
high-frequency content and allow you to design better-sounding weapons.



Will there be "Simple" version of Weaponiser?

At this stage we intend to keep Weaponiser as an in-depth pro tool. However, we always welcome
feedback from our users and the community, and we look forward to hearing your thoughts on now
Weaponiser can develop as a tool for creative sound design.

Why is Weaponiser only available in 64-bit?

As a small team, we focus our resources on the most popular platforms and setups, so we can support
our core users as best we can. We have found that the majority of our customers use our products in 64-
bit. If there is a significant drive from the community for 32-bit support we will aim to support this a best
we can in the future.

) WITH COMPANY NUMBER SC458616
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14 End User License

This License agreement (“License”) is a legal agreement between you (“Licensee” or “you”) and Krotos
Ltd a company incorporated in Scotland (with company number SC458616) whose registered office is
situated at Citypoint, 65 Haymarket Terrace, Edinburgh, EH12 5HD. (“Licensor, us” or “we”) for the
Weaponiser, (“Software”); and documents relating to the Software (“Documents”).

We License use of the Software and Documents to you on the basis of this License. We do not sell the
Software or Documents to you. We remain the owners of the Software and Documents at all times.

Mac Operating System Requirements: this software requires a Mac Intel computer with a minimum of 2.4
GHz Intel Dual Core Processor, 4 GB of RAM and the operating system OS X 10.9, or later.

Windows Operating System Requirements: this software requires a computer with a minimum of 2.4 GHz
Intel Dual Core Processor, 4 GB of RAM, and the operating system Windows 7 or later.

An internet connection is required at the time of activation.

IMPORTANT NOTICE TO ALL USERS:

BY TICKING THE BOX INDICATING THAT YOU ACCEPT THESE TERMS YOU AGREE TO THE TERMS OF
THIS LICENSE WHICH WILL BIND YOU. THE TERMS OF THIS LICENSE INCLUDE, IN PARTICULAR,
LIMITATIONS ON LIABILITY IN CONDITION5 AND CONDITION 6.

IF YOU DO NOT AGREE TO THE TERMS OF THIS LICENSE, WE WILL NOT LICENSE THE SOFTWARE AND
DOCUMENTS TO YOU AND YOU MUST DISCONTINUE THE ORDERING OR DOWNLOADING PROCESS
NOW. IN THIS CASE, YOU MAY NOT DOWNLOAD OR ORDER THE SOFTWARE.

IMPORTANT NOTICE TO CONSUMERS:

AS A CONSUMER, YOU HAVE THE RIGHT TO WITHDRAW FROM YOUR TRANSACTION WITHOUT
CHARGE AND WITHOUT ANY REASON BEFORE DOWNLOADING THE SOFTWARE/DOCUMENTS.
HOWEVER, YOU WILL LOSE THE RIGHT TO CANCEL THE TRANSACTION ONCE YOU BEGIN TO
DOWNLOAD THE SOFTWARE OR DOCUMENTS.

THIS DOES NOT AFFECT YOUR CONSUMER RIGHTS FOR DEFECTIVE DOWNLOADED SOFTWARE OR
DOCUMENTS.

You should print a copy of this License for future reference.

1.  Grant and scope of License

1.1. In consideration of payment by you of the agreed License fee and you agreeing to abide by the
terms of this License, we hereby grant to you a non-exclusive, non-transferable License to use
the Software and the Documents on the terms of this License.

1.2. You may:

1.2.1. download, install and use the Software for your personal purposes (if you are a consumer) or
your internal business purposes (if you are a business) only:

1.2.1.1. on one CPU if the License is a single-user License or the Software is for single use; or

1.2.1.2. if the License is a multi-user or network License, by the number of concurrent users
agreed in writing between you and us;

1.2.2. provided you comply with the provisions in condition 2, make up to two (2) copies of the
Software for back-up purposes only;



1.2.3. receive and use any free supplementary software code or update of the Software
incorporating “patches” and corrections of errors as may be provided by us at our sole
discretion from time to time; and

1.2.4. use any Documents in support of the use permitted under condition 1.2 and make up to two
(2) copies of the Documents as are reasonably necessary for their lawful use.

2. Restrictions
2.1. Except as expressly set out in this License or as permitted by any local law, you undertake:

2.1.1. not to copy the Software or Documents except where such copying is incidental to normal
use of the Software, or where it is necessary for the purpose of back-up or operational
security;

2.1.2. not to sell, rent, lease, sub-license, loan, translate, merge, adapt, vary or modify the Software
or Documents or attempt to do any of the foregoing acts;

2.1.3. not to make alterations to, or modifications of, the whole or any part of the Software, nor
permit the Software or any part of it to be combined with, or become incorporated in, any
other programs;

2.1.4. not to disassemble, decompile, reverse-engineer or create derivative works based on the
whole or any part of the Software nor attempt to do any such thing except to the extent that
(by virtue of section 296A of the Copyright, Designs and Patents Act 1988) such actions
cannot be prohibited because they are essential for the purpose of achieving inter-
operability of the Software with another software program, and provided that the information
obtained by you during such activities:

2.1.4.1. is used only for the purpose of achieving inter-operability of the Software with another
software program; and

2.1.4.2.is not unnecessarily disclosed or communicated without our prior written consent to
any third party; and

2.1.4.3.is not used to create any software which is substantially similar to the Software;

2.1.5.to keep all copies of the Software secure and to maintain accurate and up-to-date records of
the number and locations of all copies of the Software;

2.1.6. where you are acting as a business, to supervise and control use of the Software and ensure
that the Software is used by your employees and representatives in accordance with the
terms of this License;

2.1.7. to include our copyright notice on all entire and partial copies you make of the Software on
any medium; and

2.1.8. not to provide, distribute or otherwise make available the Software in whole or in part
(including but not limited to individual sound effects or samples, program listings, object and
source program listings, object code and source code), in any form to any person without
prior written consent from us; and

2.1.9. not to use the Software via any communications network or by means of remote access,
save where you are acting as a business to and providing your employees and
representatives with access to the Software, provided always that you ensure that they
comply with the foregoing terms of this condition 2.1.

3. Intellectual Property Rights

3.1. You acknowledge that all intellectual property rights in the Software and the Documents
anywhere in the world are owned by or licensed to us, that rights in the Software are licensed
(not sold) to you, and that you have no rights in, or to, the Software or the Documents other than
the right to use them in accordance with the terms of this License.

KROTOS LIM
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3.2. You acknowledge that you have no right to have access to the Software in source code form or in
unlocked coding or with comments.

3.3. The integrity of this Software is protected by technical protection measures (“TPM”) so that the
intellectual property rights, including copyright, in the Software are not misappropriated. You
must not attempt in any way to remove or circumvent any such TPM, nor apply or manufacture for
sale or hire, import, distribute, sell or let for hire, offer or expose for sale or hire, advertise for sale
or hire or have in your possession for private or commercial purposes any means the sole
intended purpose of which is to facilitate the unauthorised removal or circumvention of such
TPM.

4. Limited Warranty
4.1. We warrant that:

4.1.1. the Software will, when properly used and on an operating system for which it was designed,
perform substantially in accordance with the functions described in the Documents; and

4.1.2. that the Documents correctly describe the operation of the Software in all material respects,
e for a period of 90 days from the date of installation of the Software (“Warranty Period”).

4.2. If, within the Warranty Period, you notify us in writing of any defect or fault in the Software as a
result of which it fails to perform substantially in accordance with the Documents, we will, at our
sole option, either repair or replace the Software, provided that you make available all the
information that may be necessary to help us to remedy the defect or fault, including sufficient
information to enable us to recreate the defect or fault.

4.3. The warranties set out in condition 4.1 do not apply:
4.3.1. if the defect or fault in the Software results from you having amended the Software; and

4.3.2.if the defect or fault in the Software results from you having used the Software in
contravention of the terms of this License.

4.4. If you are a consumer, the warranties set out in condition 4.1 are in addition to your legal rights in
relation to Software that is faulty or not as described. Advice about your legal rights is available
from your local Citizens’ Advice Bureau or Trading Standards office.

5. Limitation of Liability If You Are a Business User

5.1. You acknowledge that the Software has not been developed to meet your individual
requirements, and that it is therefore your responsibility to ensure that the facilities and functions
of the Software as described in the Documents meet your requirements.

5.2. If you are a business customer, we only supply the Software and Documents for internal use by
your business, and you agree not to use the Software or Documents for any re-sale purposes.

5.3. We shall not under any circumstances whatever be liable to you, whether in contract, delict
(including negligence), breach of statutory duty, or otherwise, arising under or in connection with
the License for:

5.3.1. loss of profits, sales, business, or revenue;

5.3.2. business interruption;

5.3.3.loss of anticipated savings;

5.3.4.loss or corruption of data or information;

5.3.5. loss of business opportunity, goodwill or reputation; or
5.3.6. any indirect or consequential loss or damage.

5.4. Other than the losses set out in condition 5.3 (for which we are not liable), our maximum
aggregate liability under or in connection with this License whether in contract, delict (including
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negligence) or otherwise, shall in all circumstances be limited to a sum equal to one hundred and
twenty-five percent (125%) of the License fee payable by you for the Software. This maximum cap
does not apply to condition 5.5.

5.5. Nothing in this License shall limit or exclude our liability for:
5.5.1. death or personal injury resulting from our negligence;
5.5.2. fraud or fraudulent misrepresentation; or
5.5.3. any other liability that cannot be excluded or limited by Scottish law.

5.6. This License sets out the full extent of our obligations and liabilities in respect of the supply of the
Software and Documents. Except as expressly stated in this License, there are no conditions,
warranties, representations or other terms, express or implied, that are binding on us. Any
condition, warranty, representation or other term concerning the supply of the Software and
Documents which might otherwise be implied into, or incorporated in, this License whether by
statute, common law or otherwise, is excluded to the fullest extent permitted by law.

6. Limitation of Liability If You Are a Consumer User

6.1. You acknowledge that the Software has not been developed to meet your individual
requirements, and that it is therefore your responsibility to ensure that the facilities and functions
of the Software as described in the Documents meet your requirements.

6.2. If you are a consumer, we only supply the Software and Documents for domestic and private use.
You agree not to use the Software and Documents for any commercial, business or re-sale
purposes, and we have no liability to you for any loss of profit, loss of business, business
interruption, or loss of business opportunity.

6.3. Our maximum aggregate liability under or in connection with this License whether in contract,
delict (including negligence) or otherwise, shall in all circumstances be limited to a sum equal to
one hundred and twenty-five percent (125%) of the License fee payable by you for the Software.
This does not apply to the types of loss set out in condition 6.4.

6.4. Nothing in this License shall limit or exclude our liability for:
6.4.1. death or personal injury resulting from our negligence;
6.4.2. fraud or fraudulent misrepresentation; or
6.4.3.any other liability that cannot be excluded or limited by Scottish law.
7. Termination

7.1. We may terminate this License immediately by written notice to you if you commit a material or
persistent breach of this License which you fail to remedy (if remediable) within 14 days after the
service of written notice requiring you to do so.

7.2. Upon termination for any reason:
7.2.1. all rights granted to you under this License shall cease;
7.2.2.you must immediately cease all activities authorised by this License; and

7.2.3.you must immediately delete or remove the Software from all computer equipment in your
possession, and immediately destroy or return to us (at our option) all copies of the Software
and Documents then in your possession, custody or control and, in the case of destruction,
certify to us that you have done so.

8. Communications Between Us

8.1. If you are a consumer, if you wish to contact us in writing, or if any condition in this License
requires you to give us notice in writing, you can send this to us by e-mail to
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10.

info@krotosaudio.com. We will confirm receipt of this by contacting you in writing, normally by e-
mail.

8.2. If we have to contact you or give you notice in writing, we will do so by e-mail or by pre-paid post
to the address you provide to us in your order for the Software.

8.3. If you are a business customer, please note that any notice given by you to us, or by us to you,
will be deemed received and properly served immediately when posted on our website, 24 hours
after an e-mail is sent, or three days after the date of posting of any letter. In proving the service
of any notice, it will be sufficient to prove, in the case of a letter, that such letter was properly
addressed, stamped and placed in the post and, in the case of an e-mail, that such e-mail was
sent to the specified e-mail address of the addressee.

Events Outside Our Control

9.1. We will not be liable or responsible for any failure to perform, or delay in performance of, any of
our obligations under this License that is caused by an Event Outside Our Control. An Event
Outside Our Control is defined below in condition 9.2.

9.2. An “Event Outside Our Control” means any act or event beyond our reasonable control, including
without limitation failure of public or private telecommunications networks.

9.3. If an Event Outside Our Control takes place that affects the performance of our obligations under
this License:

9.3.1. our obligations under this License will be suspended and the time for performance of our
obligations will be extended for the duration of the Event Outside Our Control; and

9.3.2. we will use our reasonable endeavours to find a solution by which our obligations under
this License may be performed despite the Event Outside Our Control.

Other Important Terms

10.1. We may transfer our rights and obligations under this License to another organisation, but this will
not affect your rights or our obligations under this License.

10.2.You may only transfer your rights or your obligations under this License to another person if we
agree in writing in advance of any such transfer.

10.3.If you are a business customer, this License and any document expressly referred to in it
constitutes the entire agreement between you and us. You acknowledge that you have not
relied on any statement, promise or representation made or given by or on behalf of us which is
not set out in this License or any document expressly referred to in it.

10.4.1f we fail to insist that you perform any of your obligations under this License, or if we do not
enforce our rights against you, or if we delay in doing so, that will not mean that we have waived
our rights against you and will not mean that you do not have to comply with those obligations. If
we do waive a default by you, we will only do so in writing, and that will not mean that we will
automatically waive any later default by you.

10.5.Each of the conditions of this License operates separately. If any court or competent authority
decides that any of them are unlawful or unenforceable, the remaining conditions will remain in
full force and effect.

10.6.If you are a consumer, please note that this License, its subject matter and its formation, are
governed by Scottish law. You and we both agree that the courts of Scotland will have non-
exclusive jurisdiction. However, if you are a resident of Northern Ireland you may also bring
proceedings in Northern Ireland, and if you are resident of England, you may also bring
proceedings in England.
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10.7.1f you are a business customer, this License, its subject matter and its formation (and any non-
contractual disputes or claims) are governed by Scottish law. We both agree to the exclusive
jurisdiction of the courts of Scotland.

11. Other Licenses

11.1 This product includes the AudioFFT library, includes code written by HiFi-LoFi. This code is written
by HiFi-LoFi under The MIT license (MIT).

11.1.1 Copyright (c) 2013 HiFi-LoFi

11.1.2 Permission is hereby granted, free of charge, to any person obtaining a copy of this software
and associated documentation files (the "Software"), to deal in the Software without restriction,
including without limitation the right to use, copy, modify, merge, publish, distribute, sublicense,
and/or sell copies of the Software, and to permit persons to whom the Software is furnished to do so,
subject to the following conditions:

11.1.3 The above copyright notice and this permission notice shall be included in all copies or
substantial portions of the Software.

11.1.4 THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY, FITNESS
FOR A PARTICULAR PURPOSE AND NON INFRINGEMENT. IN NO EVENT SHALL THE AUTHORS OR
COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN
AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN CONNECTION
WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE SOFTWARE

11.2 Additional library code provided by Credland Audio.
11.3 This product includes the Kiss FFT library
- Kiss FFT, https://sourceforge.net/projects/kissfft/
- Copyright © 2003-2010 Mark Borgerding

11.3.1 All rights reserved

11.3.2 Redistribution and use in source and binary forms, with or without modification, are permitted
provided that the following conditions are met:

11.3.3 Redistributions of source code must retain the above copyright notice, this list of conditions and
the following disclaimer.

11.3.4 Redistributions in binary form must reproduce the above copyright notice, this list of conditions
and the following disclaimer in the documentation and/or other materials provided with the
distribution. Neither the author nor the names of any contributors may be used to endorse or
promote products derived from this software without specific prior written permission.

11.3.5 THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND CONTRIBUTORS "AS IS"
AND ANY EXPRESS OR IMPLIED WARRANTIES, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE
DISCLAIMED. IN NO EVENT SHALL THE COPYRIGHT OWNER OR CONTRIBUTORS BE LIABLE FOR
ANY DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR CONSEQUENTIAL DAMAGES
(INCLUDING, BUT NOT LIMITED TO, PROCUREMENT OF SUBSTITUTE GOODS OR SERVICES; LOSS
OF USE, DATA, OR PROFITS; OR BUSINESS INTERRUPTION) HOWEVER CAUSED AND ON ANY
THEORY OF LIABILITY, WHETHER IN CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING
NEGLIGENCE OR OTHERWISE) ARISING IN ANY WAY OUT OF THE USE OF THIS SOFTWARE, EVEN
IF ADVISED OF THE POSSIBILITY OF SUCH DAMAGE.

11.4. This product uses the Intel IPP library, under terms of the Intel Simplified Software License
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12.
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Copyright (c) 2018 Intel Corporation.

Use and Redistribution. You may use and redistribute the software (the “Software”),
without modification, provided the following conditions are met:

* Redistributions must reproduce the above copyright notice and the following terms of
use in the Software and in the documentation and/or other materials provided with the
distribution.

* Neither the name of Intel nor the names of its suppliers may be used to endorse or
promote products derived from this Software without specific prior written permission.

* No reverse engineering, decompilation, or disassembly of this Software is permitted.

Limited patent license. Intel grants you a world-wide, royalty-free, non-exclusive license
under patents it now or hereafter owns or controls to make, have made, use, import, offer
to sell and sell (“Utilize”) this Software, but solely to the extent that any such patent is
necessary to Utilize the Software alone. The patent license shall not apply to any
combinations which include this software. No hardware per se is licensed hereunder.

Third party and other Intel programs. “Third Party Programs” are the files listed in the
“third-party-programs.ixt” text file that is included with the Software and may include Intel
programs under separate license terms. Third Party Programs, even if included with the
distribution of the Materials, are governed by separate license terms and those license
terms solely govern your use of those programs.

DISCLAIMER. THIS SOFTWARE IS PROVIDED "AS IS" AND ANY EXPRESS OR IMPLIED
WARRANTIES, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, AND NON-INFRINGEMENT
ARE DISCLAIMED. THIS SOFTWARE IS NOT INTENDED FOR USE IN SYSTEMS OR
APPLICATIONS WHERE FAILURE OF THE SOFTWARE MAY CAUSE PERSONAL INJURY
OR DEATH AND YOU AGREE THAT YOU ARE FULLY RESPONSIBLE FOR ANY CLAIMS,
COSTS, DAMAGES, EXPENSES, AND ATTORNEYS’ FEES ARISING OUT OF ANY SUCH
USE, EVEN IF ANY CLAIM ALLEGES THAT INTEL WAS NEGLIGENT REGARDING THE
DESIGN OR MANUFACTURE OF THE MATERIALS.

LIMITATION OF LIABILITY.IN NO EVENT WILL INTEL BE LIABLE FOR ANY DIRECT,
INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR CONSEQUENTIAL DAMAGES
(INCLUDING, BUT NOT LIMITED TO, PROCUREMENT OF SUBSTITUTE GOODS OR
SERVICES; LOSS OF USE, DATA, OR PROFITS; OR BUSINESS INTERRUPTION) HOWEVER
CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER IN CONTRACT, STRICT
LIABILITY, OR TORT (INCLUDING NEGLIGENCE OR OTHERWISE) ARISING IN ANY WAY
OUT OF THE USE OF THIS SOFTWARE, EVEN IF ADVISED OF THE POSSIBILITY OF
SUCH DAMAGE. YOU AGREE TO INDEMNIFY AND HOLD INTEL HARMLESS AGAINST
ANY CLAIMS AND EXPENSES RESULTING FROM YOUR USE OR UNAUTHORIZED USE
OF THE SOFTWARE.

No support. Intel may make changes to the Software, at any time without notice, and is
not obligated to support, update or provide training for the Software.

Termination. Intel may terminate your right to use the Software in the event of your breach
of this Agreement and you fail to cure the breach within a reasonable period of time.

Feedback. Should you provide Intel with comments, modifications, corrections,
enhancements or other input (“Feedback”) related to the Software Intel will be free to use,
disclose, reproduce, license or otherwise distribute or exploit the Feedback in its sole
discretion without any obligations or restrictions of any kind, including without limitation,
intellectual property rights or licensing obligations.
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14.

Compliance with laws. You agree to comply with all relevant laws and regulations
governing your use, transfer, import or export (or prohibition thereof) of the Software.

Governing law. All disputes will be governed by the laws of the United States of America
and the State of Delaware without reference to conflict of law principles and subject to the
exclusive jurisdiction of the state or federal courts sitting in the State of Delaware, and
each party agrees that it submits to the personal jurisdiction and venue of those courts
and waives any objections. The United Nations Convention on Contracts for the
International Sale of Goods (1980) is specifically excluded and will not apply to the
Software.

*Other names and brands may be claimed as the property of others.
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