Sampling
These audio effects operate on incoming audio signals by storing the incoming data in buffers.They are useful when working with samples, especially drum loops, however their functionality is largely flexible.


dw.granulate is real-time stereo granular audio processor. It puts incoming audio into a rolling buffer where it slices it into grains which can then be processed.

Great tool for creating interesting textures and sound, as well as more controlled processing. Gives interesting results when used on drums (the plugin induces a short delay, more useful for production rather than live performance).

The Granulate button turns the processing on.

The Density parameter changes how densely the grains are spaced.

The Duration parameter controls the length of the grains.

The BufPos offsets the initial grain readout position in the buffer.

The Gain parameter controls the level of the grains.

The Pan parameter changes the panning of the grains.

The Filter button switches a band-pass filter on.

The FC parameter controls the cutoff frequency of the band-pass filter.

The Res parameter controls the steepness (resonance) of the band-pass filter.

The Window changes the envelope of the grains.

The Attack and Release control the ‘Exp-Shaper window’ onset and decay curves for custom envelopes.

The Mode button changes the way the grains are sequenced. In the Sync mode, the grains are only triggered at the starts of beats (or divisions thereof) in the Ableton Live timeline. In time mode, the frequency (the Density parameter) can be changed.

zb.beatRepeat is a resampling audio effect, it regards the incoming audio in 16th slices, based on the Ableton Live tempo. These slices can then be repeated according to three different distribution probability curves.

The leftmost table represents a sequence of 16th notes. Each bar represents the likelihood of repeating a previous beat at that moment in time. Based on the size of the table this probability pattern can be in sync with the bars but can also phase in and out with the bars.

The middle table represents the slices from the past. The bars determine the likelihood of these slices to be chosen.

The rightmost table shows the probability distribution defining the duration of each occurred slice.
The xFade parameter sets the duration of crossfades when slicing.

The tabSize parameter sets the length of the repeat probability sequence, i.e. the leftmost table. 


zb.stutter is an effect that ‘freezes’ - repeats a short part of a signal. It starts granulating a buffer containing the previous second of sound upon being activated. It’s useful for live processing and for creating granular textures.

The position parameter selects a grain at a certain time from within the buffer.

The posVar controls the variation of the position for each grain.
The duration parameter sets the duration of the grains in sequence.

The durVar controls the variation of the duration for each grain.
The envCentre parameter controls the shape of the triangular grain window. Values below 0.5 make a shorter attack and above 0.5 a shorter decay time.
