
Hello, thank you for your kind support. We hope you will enjoy this sound collection.

"Dream Fields" is built in the Free Photosynthesis Engine. Here are many useful informations to 
understand this Graphic User Interface (GUI) and some tips to get the best out of this library.

1) MAIN PAGE

The AMP ENVELOPE lets you decide how fast a sound attacks, if you shorten the attack you can 
get sounds similar to synth keyboard with all "Dream Fields" sounds. You may have to fine tune the
release time, to decide how long the sound lasts after you release a key. Note that quite many 
patches use delay and/or reverb in the Effect Engine, so you may take a look there to fine tune your 
sound.

The AMP VELOCITY lets you decide how much the volume of a sound responds to your playing: 
the higher the values the more the velocity range is broad, which means you can play very soft 
sounds and will need to press on the keys quite harder to get more volume.

The LAYER MIXER is where you can control the volume, pan and tune of each single sample in a 
patch. When you have different samples loaded, this can radically change the initial sound.

(*later in this manual, you'll find how to load your own samples in one of the three layers)

The FILTER section is always assigned to LOW PASS or HIGH PASS. Here you can decide how 
subtle a sound can be, cutting the high range (LP) or the low range (HP).
Note: in a few cases the filter will be controlled by the MOD WHEEL. 

(*later you'll get infos about how to easily assign automations, or remove them, in Kontakt).



Experimenting with the FILTER ENVELOPE, lets you decide how fast the filter will affect the 
sound: remember to dial a filter cut and to set an amount for the envelope.

Another cool features is the PITCH ENVELOPE, that lets you decide how the pitch of a sound can 
slide up and return to its original setting. Here's an example:

In this example (see figure) the AMOUNT is set to 12 semitones, the ATTACK and SUSTAIN are 
fully engaged, the DECAY is in the middle position and the RELEASE is around 3 o' clock. 

The sound will slowly slide up (depending on the attack time) of 12 semitones (this interval is 
depending on the envelope amount), then will be sustained at that pitch until you release the key, 
then will slowly slide down to the original pitch (depending on the release time). 

"Dream Fields" is very flexible to build this kind of sound effects for your tracks. 
You can have a lot of fun experimenting in this section. 



2) EFFECTS ENGINE

This section has two pages: INSERT and SEND. 

The INSERT section has five effects, which are assigned to the red keys (you can see them in the 
upper octave of Kontakt) to allow you to trigger them on the fly while playing. 

Each of these effects are programmed to fit with each patch of "Dream Fields", yet it's always up to 
you to decide how you want them to sound: please experiment in this section!

Triggering the effects on the fly with the red keys, lets you "enable and disable" these effects while 
playing (you disable them as soon as you release the corresponding red key). 

Alternatively, you can choose to manually enable them (just click on the circle next to the effect 
name) to let them permanently be engaged, which can be a very useful shortcut to use them.

LO-FI is assigned to F6, SKREAMER to F#6, DISTORTION to G6, SATURATION to G#6 and 
JUMP to A6. We programmed also the CHORUS (A#6), which you'll find in the SEND page.

Note: all "Dream Fields" sounds are programmed to a middle volume, since this is a pad and 
soundscape library intended to fill the gaps or glue the sounds of your music; in case you need 
bigger volume from a patch, you can try to enable the SATURATION (G#6) to immediately get the 
sound to a relevant change in the main volume.



The SEND page has four effects: CHORUS, DELAY, REVERB, CONVOLUTION.

These effects are also assigned to the upper octave (red keys) allowing you to trigger them on the 
fly. 

Note that we programmed only the CHORUS for the "on the fly" use, because very often DELAY, 
REVERB and CONVOLUTION are already engaded to shape the sound and can be also assigned 
to the MOD WHEEL.
Remember that if you trigger these effects on the fly (from F6 to C#7) you will disable them while 
releasing the correponding red key.

The CONVOLUTION REVERB

A special attention can be made on the CONVOLUTION reverb of the Photosynthesis Engine.
A good selection of Impulse Response (IR) reverbs is featured in this engine, and you can 
experiment a lot with all of them to shape a sound (just select them in the drop down menu).

If you are new to convolution reverbs, to better understand how they sound and they affect a patch, 
you can go to the FIELD RECORDING section of "Dream Fields" and explore the different 
Impulse Responses, because with noises samples you will very easily hear the peculiar sound of 
each of the convolution reverbs presented here. 

Remember that the samples of each Impulse Response will make a different reverberation, yet they 
will not be keyboard tracked, so if they eventually contain a musical tone the corresponding note 
will not change while you move along the keyboard.

Please, let these IRs evolve a little before you decide if the result fits to your need.



3) RHYTHM ENGINE

This is a very important feature of the Photosynthesis Engine and all patches of "Dream Fields" are 
assigned to this section. 
It will allow you to transform a pad or a soundscape (or whatever else) into a PULSING sound. 
The resulting rhythm can be simple or complex, depending on your taste, and can be sinced to you 
BPM in various rhythmic subdivisions.

Here is the first page of this section: RHYTHMIC SOURCE

Here you can affect the PAN, the PITCH and the MAIN VOLUME of a patch, with pulsing 
subdivisions that are generated by MULTI LFOs inside Kontakt.

You can both set manually a SEQUENCE and/or an LFO setting. Like in the next page, you have a 
drop down menu with a bunch of LFO presets to choose from, or you can program yourself each 
values. 

The AMOUNT knob lets you decide how much the LFO will affect the sound. 
The RATE knob lets you decide the rhythmic subdivision at which the LFO will pulse.
You can choose between several wave forms: SINE, TRIANGLE, RECTANGLE, SAW, RANDOM
are the shapes of the LFO movements. 
The WIDTH knob lets you decide how short or broad will be the wave lenght of the LFO.

You can also use the built in STEP SEQUENCER, that allows you to write your own rhythmic 
figures and choose at which rhythmic subdivion play them.

It's a lot of fun! You may need to experiment here... and in the next page!



Here is the second page of this section: RHYTHMIC FILTER

Here you can play with filters! The PRE-FX and POST-FX section feature both LFOs and 
SEQUENCERS, to allow you for very complex movements.

In the example above, two presets (Short Rect and Random) are used for  the LFOs, while the 
SEQUENCERs are not engaged.

Remember that all the patches of "Dream Fields" have at least one of these LFOs assigned to the 
MOD WHEEL. 

Please, always to try to engage the MW and to experiment with the rhythmic settings to make them 
correspond to your needs.

All pads and soundscapes of this library will turn to perfect pulsing rhythmic sounds as soon as you 
use these important features.

(*later in this manual you'll get infos about how to easily assign MW automations, or remove them)
 



4) OUTPUT

In this page you can set the final shaping of your sounds. You can set the STEREO field of a sound, 
the TRANSIENT shape, the EQUALIZER settings and the overall COMPRESSION. 

All patches of "Dream Fields" are compressed, and many of them have a refined equalization.

5) HOW TO LOAD SAMPLES

First, click on the WRENCH in the upper left corner of a patch and select the GROUP EDITOR tab.

Here you can select in which of the three available layers your sample is going to be loaded. 



Each layer has a four Round Robin option that can be useful use if you want to load different 
versions of a single sample. 
Normally, you just need to select "Layer1_RR1" to load a sample, and you will find it in the 
corresponding layer (remember to select a different layer if you load other samples).

Then, select the MAPPING EDITOR

You can simply drag and drop a sample in this section from Kontakt's FILE tab.

Here you can decide the ROOT NOTE, depending on which musical note the sample contains. You 
can transpose it very easily, scrolling the list of root notes available. The higher the note you set 
here, the lower the sample will play back.

You can also decide a volume, to adjust  it if needed, a pan position and tune it. 
To FINE TUNE a sample, hold CTRL/CMD and scroll with the mouse on the Tune values, and 
you'll get minimal adjustments of the tune.

You can also set in which range of the keyboard the sample will be placed. 
All "Dream Fields" samples are placed in the range between C1 and C5.



Last, open the WAVE EDITOR

Here you can set the SAMPLE START and END position, and the LOOP positions.

You can also use the X-FADE option to easily loop long samples. With this option, the sample 
section in the white "x-fade" field will fade in before the loop point is reached, allowing you to 
seamlessly loop whatever sample you load into Kontakt.

Note: if you let all these three editors open at the same time (GROUP, MAPPING, WAVE) it will be
much easier and effective to control all their parameters and settings.



6) HOW TO EDIT AUTOMATIONS

To automate any parameter to the MOD WHEEL (or to any knob/slide of a MIDI CONTROLLER),
you can simply right-click on any knob in the Photosynthesis Engine user  interface and select the 
"Learn MIDI CC# Automation" option that will appear.

Just move the MOD WHEEL (or a knob/slide on your MIDI CONTROLLER) and the parameter 
will be automatically assigned by Kontakt.

You can easily edit all automations. 

Please select the "MIDI Automation" tab, in the Automation section of Kontakt (see figure).

In the "MIDI Automation" tab, you can edit all automated parameters very easily.
Just move the MOD WHEEL (or the knob on the MIDI CONTROLLER you previously automated)
and Kontakt will take you to the corresponding Control Change.

In the lower left section of Kontakt, you can select all automated parameters and define the range of
each automation.
Here you can also easily remove any parameter which you don't want to be controlled by an 
automation. 

Note: to remove a parameter you can also right-click on a knob on the GUI and select "Remove 
MIDI Automation" option. This operation cannot be undone.



7) The RANDOM SAMPLE START

Some of the patches in "Dream Fields" use a random sample start position option.

Sometimes it can be useful to randomly start a sample at different positions. 
This is done in many of the Field Recordings in "Dream Fields" to allow a more organic effect if 
you wish to "play the field" along the keyboard, not simply letting the sample loop.

Note: this process is used in some other patches of "Dream Fields", so take a look at this section in 
case you need to edit this behaviour.

Let's see how it's done and how you can edit it.

Click the WRENCH in the upper left corner of Kontakt and open the EDIT MODE option.

Kontakt is in SAMPLER mode, as shown in the SOURCE section, and the RANDOM UNIPOLAR 
modulator is added.

You can easily edit the AMOUNT of the randomization moving the corresponding slide.

You can easily disable the random start function, if you switch back from SAMPLER (see figure) to
DFD mode. Alternatively, you can move the random amount slide to zero.

We hope you found these infos useful.
Happy music making!!


