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--------------- Warning ---------------

To prevent fire or shock do not expose this appliance to rain or moisture. Refer servicing to qualified service
personnel.

Notice Regarding Electromagnetic Emissions

This device complies with part 15, subpart J of FCC rules. Operation is subject to the following two conditions:
(1) this device may not cause harmful interference, (2) this device must accept any interference that may cause
undesired operation. Changes or modifications to this device not expressly approved by the manufacturer may
void your authority to operate it. When connecting this product to accessories and/or other equipment use only
high quality shielded cables.

Notice Regarding GPL License conditions

This product is based on the Linux Operating system, some or all of which may be administered under terms of
the GNU General Public License (GPL) agreement as published by the Free Software Foundation.

Software distributed under the terms of the GNU GPL may be redistributed or modified under the terms of
the GNU GPL, either version 2 of the License, or any later version. Programs distributed under the GNU GPL
are done so WITHOUT ANY WARRANTY; without even the implied warranty of MERCHANTABILITY or
FITNESS FOR A PARTICULAR PURPOSE. See the GNU General Public License for more details.

A copy of the GNU GPL agreement is available from the Muse Research website (www.museresearch.com) as
well as on the Receptor CD.

A machine-readable copy of the GPL compliant software in this product is available from Muse Research for a
small fee to cover costs of producing and mailing the CD by writing to:

Muse Research, Inc.
970 O Brien Drive
Menlo Park, CA. 94025

IMPORTANT SAFETY, INSTALLATION & USE INSTRUCTIONS

INSTRUCTIONS PERTAINING TO THE RISK OF FIRE, ELECTRIC SHOCK, OR INJURY TO
PERSONS

WARNING: READ THIS FIRST!
When using electric products, basic precautions should always be followed, especially the following:
1 Read and follow the Safety, Installation, and Use instructions before using this product.

2  This product must be grounded. If it should malfunction or break down, grounding provides a path of least
resistance for electric current to reduce the risk of electric shock. This product comes with a power supply
cord with integral equipment grounding conductor and grounding plug. This power supply cord must be
plugged into an appropriate outlet which is has been properly installed and grounded in accordance with
local electrical building codes and ordinances. Use in countries other than the North America may require
the use of a different power cable or attachment plug, or both.

DANGER

Risk of electrical shock or fire exists if the grounding scheme of a product is defeated or modified so that the
ground is improperly connected. Do not modify the plug on the power supply cord provided with this product
— if the power plug does not plug into your existing outlet, or you are in doubt as to whether the product is
properly grounded, check with a qualified electrician.
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CAUTION

If Receptor is rack mounted, a standard 19-inch open frame rack must be used. Do not install Receptor in rack
that does not allow or provide for free air movement in and around the device or overheating and possible
product damage may result.

3 To reduce the risk of injury, do not allow children to operate any electrical product without close
supervision.

4 Do not use Receptor near water -- for example near a bathtub or shower, next to a sink, in a damp
basement, or near or in a swimming pool or wet location.

5 Receptor MUST be installed so that its location or mounting position does not interfere with its proper
ventilation on the sides, bottom and rear of the unit. Do not modify or obstruct any of the fans in this
product or overheating will result, possibly causing permanent damage.

6 Receptor should be located away from heat sources such as radiators, heat registers, fireplaces, stoves, or
ovens, or on top of or in between amps or other heat generating devices.

7  Receptor should only be connected to a power supply of the type described in the instructions and marked
on the product using the proper power supply cable.

8 This product, in combination with an amplifier, headphones, and/or speakers, may be capable of producing
sound levels that could cause full or partial hearing loss and/or damage other audio equipment such as
speakers. Take all necessary precautions to protect your hearing when using this or any other audio device
by ensuring that the maximum output volume of your monitoring system is kept to a safe level well below
the threshold of damage.

9 Receptor may be equipped with a polarized line plug (where one blade is wider than the other) which
ensures it can only be inserted into a polarized outlet. This is a safety feature that prevents line and neutral
from being inadvertently reversed. If you are unable to insert this plug into the outlet, do not modify the
plug. Contact an electrician to install the appropriate power outlet.

10 The power supply cord should be removed from the power outlet when not being used for extended
periods of time.

11 Care should be taken so that foreign objects or liquids are not introduced into the product enclosure
openings.

12 The product should be serviced by a qualified service person when any of the following events occur:
A. The power supply cord or the plug have been damaged;
B. Objects have fallen into or liquid has been spill into the product;
C. The product has been exposed to rain;
D. The product does not appear to be operating normally or exhibits a marked change in performance;

E. The product has been dropped or the enclosure has been damaged.

13 Do not attempt to service this product beyond what is described in the user maintenance instructions. Any
required service should be performed by qualified service personnel. Please contact the factory for your
nearest qualified service center.

14 For your personal safety and the safety of others:

A. Do not operate this or any other audio device for long periods of time at high volume levels or at a level that is
uncomfortable. Ensure your hearing is protected against inadvertent, excessive sound pressure level in your studio
or performance environment. If you experience any hearing loss or ringing of the ears consult your physician or
audiologist.

B. Take care when programming any of the synth filters, distortion programs, or filter effects contained herein using
extreme operating parameters. These actions could also produce signals which result in potentially damaging sound
levels as noted previously.
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WARNING

Do not place objects on the product s power supply cord, or place the product in a position where anyone could
trip over, walk on, or roll anything over cords of any type. Do not allow the product to rest on or be installed
over cords of any type. installations of this type create the possibility of a fire hazard and/or personal injury.

MAINTENANCE INSTRUCTIONS

1 This product should be kept clean and dust free. Periodically wipe the unit with a clean, lint free cloth. Do
not use solvents or cleansers as they may damage or scratch the finish.

There are no user lubrication, adjustment, or alignment requirements for this product.

Refer all other servicing to qualified service personnel.

<-=-emmnn===-- SAVE THESE INSTRUCTIONS ---------------
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----- End User Software License Agreement -----

SOFTWARE LICENSING CONTRACT

The following information represents the contractual conditions for the use of software (hereinafter called
the Licensed Software), manufactured by Muse Research, Inc. as well as 3rd party software developers (such
as, but not limited to Applied Acoustics, Arturia, Dash Signature, DiscoDSP, FXpansion, GMEDIA Music,
Kjaerhus Audio, LinPlug, Native Instruments, OhmForce, PSP, reFX, rgc:audio, WaveArts, and Wurr Audio)
(hereinafter called the Company) by you, the final user (hereinafter called the Licensee).

By installing the software, or by sending back the registration card, you are declaring yourself to be in
agreement with the contractual conditions, so please read the following text carefully.

If you are not in agreement with these conditions, you must not install the software. In this event, please return
the complete product (including all written matter and packaging) to the entity from whom it was originally
bought. The price you paid will be refunded in full.

CONTRACTUAL CONDITIONS

1 Scope of use

The Company grants the Licensee, for the duration of this contract, rights - which are neither exclusive nor
transferable (called hereinafter the License ) - to use the Licensed Software on one device only (i.e. one Receptor). If
this device is connected to a multi-user system, this License shall apply to all users of the system.

2  Permission to copy

The Licensee is given the right to prepare machine-readable copies of the Licensed Software for keeping in storage,
provided such copies are only intended to replace or reconstruct used or destroyed copies of the original Licensed
Software, and are only used within the context of the rights assigned under this contract.

The Licensee is not entitled to transfer the Licensed Software into the core memory of another CPU.

The Licensee is under an obligation to keep a record of all the copies he produces, and of their locations. He must
present the Company with this record at any time if there is any suspicion of misuse.

Upon the expiry of this contract, or of any subsequent contract covering the same Licensed Software, the Licensee
is under an obligation - whether or not requested to do so - to totally destroy all copies of the Licensed Software,
whether in machine-readable form or any other, and the pertinent documentation. If this Licensed Software is stored
electronically, the Licensee must delete it totally, and make a legally binding declaration to the Company that this
obligation has been fulfilled. The original software that the Licensee receives from the Company is exempt from this
requirement.

3 The Company’s rights over the Licensed Software

The Company, or any licensor of the Company, is the holder of all rights of ownership and other rights over the
Licensed Software, documentation, and printed material given to the Licensee in execution of this contract. In those
cases when the Company is the Licensee, the Company is entitled to pass on the Licensed Software under the terms of
this contract.

The Licensee assigns, and the Company accepts, the rights of ownership over all copies of the Licensed Software
and/or documentation produced by the Licensee during the lifetime of this contract, including any such material that
may be produced by the Licensee in breach of this contract. Ownership rights to disks, diskettes, or tape of any kind is
likewise assigned, except in the case of non-separable copies in the core memory of a CPU.

Whenever a copy is made, it must be ensured that the Company s copyright notice is attached, with an indication of
all of the Company s rights under the foregoing paragraphs in a machine-readable form (if machine-readable copies
are being prepared) and/or in plain language. An indication of the ownership and all other rights of the Company as
defined in the foregoing paragraphs is to be attached clearly and visibly, printed on or firmly attached to all disks,
diskettes or tape of any kind on which the Licensed Software is stored. The same applies for the documentation
belonging to the Licensed Sofiware, and the containers in which this documentation is stored.

4  Exclusivity of Licensed Software

The Licensee is to use the Licensed Software he receives from the Company, all copies thereof, and all pertinent
documentation exclusively for his own purposes, and must keep it separate from third parties.
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He must ensure that no third party or any of his own employees, unless authorized, will have access to the Licensed
Software, may copy part or all of the Licensed Software, or be given any opportunity to do so. The Licensee bears legal
liability towards the Company for any loss or damage - including any subsequent losses incurred by the Company

- resulting from the Licensee not keeping the programs for exclusive use, or not doing so with sufficient assiduity.

The Licensee is in particular not entitled to grant any third party rights of usership over the Licensed Software.
Occasional use by a third party is only permissible if this is absolutely essential for the Licensee s use. Renting or
lending out the Licensed Software is expressly forbidden.

5 Guarantee and legal liability

The Company and the Licensee are aware that functional defects in the Licensed Software cannot be totally ruled out,
despite the present state of technical knowledge, even if the very greatest care is taken. The unrestricted functionality of
the Licensed Software and/or the rectification of all faults therefore cannot be totally guaranteed.

The Company's legal liability for programming errors in the Licensed Sofiware, including later updates provided for
under this contract, is therefore restricted to any case of the Company acting with intent or gross negligence.

The Company undertakes, for a period of six months from the conclusion of this contract, to undertake everything
that can be expected to ensure the functionality of the Licensed Software in compliance with the specifications and the
program description. The provision for this guarantee is that the Licensed Software be operated in the configuration
provided for, and under appropriate operating conditions. The Company does not guarantee uninterrupted and
faultless operation.

All guarantee claims on behalf of the Licensee become invalid if he tampers with the Licensed Software, or modifies
them in any way whatsoever, regardless of the extent of such modifications. The translation of the Licensed Sofiware
into any other program language is also to be regarded as a modification.

At the Company s discretion, the guarantee can take the form of changing the Licensed Software, or exchanging it for
different Licensed Software. In those instances when, within the context of the guarantee, the scope of the Licensed
Software would have to be changed, in particular if more memory capacity is needed for the program, the Licensee can
make no claims of any kind against the Company.

The Licensee has no rights over and above the aforementioned. The Company bears no liability for any loss or damage
to the Licensed Software, or to other programs being used, for the loss of working results, turnover, or profit, or for
direct or indirect loss or damage suffered by the Licensee or any third party, unless such loss or damage has been
caused by the Company acting with intent or gross negligence.

The Company in particular provides no guarantee that the Licensed Software meets the Licensees requirements and
purposes, or can work in conjunction with other programs he may have selected. The responsibility for the correct
selection and for the use of the Licensed Software, and for the results aimed for or achieved, is borne by the Licensee.

6 Duration of the contract and notice of termination

The contract comes into force from the moment the software is installed on your computer or when the registration card
is returned, and remains in _force for an unspecified time until notice of termination is served either by the Licensee or
by the Company.

The Licensee can serve 30 days notice of termination at any time by registered letter.

Both parties are free to serve extraordinary notice of termination for a major cause. If the Licensee should infringe any
of the above obligations, this will be regarded as a major cause justifying the Company's termination of the contract.
The Company is free to decide at its own discretion in what form this notice should be served.

As soon as the notice of termination takes effect, the Licensee is to return to the Company the originals of the Licensed
Software he received from The Company, to destroy all copies and recordings of the Licensed Software, and to give a
legally binding written assurance that he has done so.

7  Concluding stipulations
This contract shall be exclusively subject to the laws of the state in which it is published.

The Licensee declares himself to be in agreement with the personal data obtained through this business relationship
that may be used by the Company for its own purposes within the boundaries of the relevant Data Protection laws.

If any stipulation of this License contract should be or become invalid, either completely or in part, this shall not affect
the validity of the remaining stipulations. The parties undertake instead to replace the invalid stipulation with a valid
regulation which comes as close as possible to the purpose originally intended.

The place of jurisdiction is the location of the national sales company or agent. The Company can also however, at its
discretion, open proceedings at the registered address of the Licensee.

Should you have any queries concerning this License contract, please contact in writing Muse Research, Inc.,
970 O Brien Drive, Menlo Park, California, USA.
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Receptor Overview

This section helps your Receptor up and running quickly, and
provides a basic overview to Receptor architecture and hardware.
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1 Quick Start

Congratulations on purchasing Receptor. Muse Research understands that the desire to play with a new piece of
studio gear is always greater than the desire to read the manual. For this reason, we’ve created this basic Quick
Start chapter to help you find your way around Receptor.

I’m a synth player. How do | audition some patches?

1 Connect a MIDI cable from the MIDI OUT port on your MIDI keyboard to Receptor’s MIDI IN port (Receptor
also supports some USB keyboards).

Make sure your MIDI controller is transmitting on MIDI Ch 1. Although Receptor is 16-part multitimbral, the Multi
patches used in this tutorial are all designed to play on MIDI Ch 1.

2 Plug headphones into the front panel PHONES jack or connect the rear panel outputs to your mixer or
sound system, then press the POWER button.

Receptor will go through a short self-diagnostic and startup process.
3  Press the MULTI button.

This puts Receptor into Multi Patch mode, which defines an entire Receptor layout of up to 16 instruments and 57
effects.

01 Bank >
M Bank:<Synth Multis>

TIP: To the right of the LCD are two knobs. Turn the top one to select the parameter you wish to edit. Turn the bottom
one to change the value of that parameter. If a parameter value is flashing, you must push the bottom display knob to
apply the change.

Rotate the top knob until the Bank parameter is displayed.

Rotate the bottom knob until the 2nd line says <Synth Multis>, then press that knob to apply your
selection.

The Patch parameter automatically appears on the top line with the name of the patch displayed on the bottom line.

6 Rotate the bottom display knob to select the patch you want to audition, then press that knob to load the
patch.

Because Multi patches sometimes require many plugins to be instantiated, it may take several seconds for the patch to
load.

7  Play your MIDI keyboard.

You should hear the selected synth play through the headphones or rear-panel outputs. Use the front panel VOLUME
knob if needed.

8 To audition more factory sounds, turn the bottom knob to select other patches. Remember to push the
bottom display knob to load the patch into Receptor!

9  When you're finished, turn off Receptor by pressing the POWER button TWICE!

By requiring that the POWER button be double-clicked (like you would double-click a mouse button) you 're assured of
never accidentally turning off Receptor in a live situation.
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I’'m a guitar player. How can | listen to some effects?

1 Plug your guitar into Receptor’s front panel INPUT jack and set the LEVEL knob immediately above the
INPUT jack to about the midway point.

2 Plug headphones into the front panel PHONES jack or connect the rear panel outputs to your mixer or
sound system, then press the POWER button.

Receptor will go through a short self-diagnostic and startup process.
3  Press the MULTI button.

This puts Receptor into Multi Patch mode, which defines an entire Receptor layout of up to 16 instruments and 57
effects.

01 Bank >
MMM Bank:<Guitar Multis->

TIP: To the right of the LCD are two knobs. Turn the top one to select the parameter you wish to edit. Turn the bottom
one to change the value of that parameter. If a parameter value is flashing, you must push the bottom display knob to
apply the change.

Rotate the top knob until the Bank parameter is displayed.

Rotate the bottom knob until the 2nd line says <Guitar Multis>, then press that knob to apply your
selection.

The Patch parameter automatically appears on the top line with the name of the patch displayed on the bottom line.

6 Rotate the bottom display knob to select the patch you want to audition, then press that knob to load the
patch.

Because Multi patches sometimes require many plugins to be instantiated, it may take several seconds for the patch to
load.

7  Play your guitar. Set the LEVEL knob so that, when you strum a loud chord, its LEVEL LED just barely turns
red.

You should now hear your processed guitar. Use the front panel VOLUME knob if needed.

8 To audition more factory sounds, turn the bottom knob to select other patches. Remember to push the
bottom display knob to load the patch into Receptor!

9  When you're finished, turn off Receptor by pressing the POWER button TWICE!

By requiring that the POWER button be double-clicked (like you would double-click a mouse button) you 're assured of
never accidentally turning off Receptor in a live situation.

How and why do | network Receptor to my computer?

There are several reasons why you’ll want to network Receptor with your main computer, including:
*  To transfer software updates that you download from the web into Receptor.

*  To transfer new plugins, patches, or samples to Receptor.

*  To remotely control Receptor’s graphical user interface from your desktop computer

The following sections will help you get your Receptor and computer communicating as quickly as possible.
Detailed descriptions of all network operations are covered in Chapter 12, “Connecting Receptor to a
Computer.”
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Connecting: Is my computer’s Ethernet port already in use?

You computer’s Ethernet port may already be in use if you’re connected to a cable/DSL modem or to an
existing network. Check to see whether or not you’re already using your computer’s Ethernet port, and proceed
as follows:

*  Ifyour computer’s Ethernet port is not in use, you can connect Receptor directly to your computer using a
“special” Ethernet cable known as a ‘crossover Ethernet cable.” This cable is available from most computer
supply stores and differs from a standard Ethernet cable. Always make sure, when connecting Receptor
directly to a computer (without going through a router/switcher) that you use a crossover Ethernet cable.

Receptor

Computer
Crossover

Ethernet Cable

* If your computer’s Ethernet port is in use, that means you’ll have to use an Ethernet router/switcher to
connect Receptor and your other Ethernet devices to your computer. Ethernet routers/switchers are widely
available from most computer supply stores. Follow the instructions that come with your router/switcher
and be sure to use standard Ethernet cables (not crossover cables) when connecting all your devices.

Web

DSL/Cable

Receptor Modem
Ethernet
Router/
Standard Switcher Standard
Ethernet Cable Ethernet Cable

Standard
Ethernet Cable

Computer
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Mounting: What computer Operating System am | using?

Now that you’ve connected Receptor to your computer, you’ll need to ‘mount it’ on your computer. All this
means is that you want to see the contents of Receptor’s hard drive on your computer just as you see its own
hard drive. This way, you’ll be able to transfer files back and forth between your computer and Receptor.

Naturally, every computer operating system has its own way of doing this and, while it isn’t the goal of
this manual to explain every computer’s networking methodology, Chapter 12, “Connecting Receptor to a
Computer” contains instructions for mounting Receptor with the following methods and operating systems:

¢ Mac OS X Panther (using either AppleTalk or Samba)
*  Mac OS X Jaguar (using either AppleTalk or Samba)
*  Mac OS 9 (using AppleTalk)

*  Windows XP (using Samba)

*  Windows 2000 (using Samba)

Remote Control: Seeing Receptor on your Computer’s monitor

One of the many cool things about connecting Receptor to your computer is that you can remotely control
Receptor’s graphical user interface using your computer’s keyboard, mouse, and monitor — just as if you had
plugged these directly into Receptor! This is very handy for live performance, where you can use a laptop
computer to control your Receptor.

To do this, you must first copy the Remote Control from your Receptor CD onto your computer’s hard disk and
install it. Once the Remote Control application has been installed to your computer, you can use it to remotely
control Receptor at any time. Receptor does not even have to be mounted on your computer in order to use the
Remote Control application. For more information, see “Remote Control of Receptor” on page 174.

How can | integrate Receptor into my recording environment?

1 Connect Receptor to your computer exactly as you would connect a traditional sound or effects module.

That is, connect a MIDI cable from the MIDI OUT port on your computer s MIDI interface to Receptor’s MIDI IN port.
Connect another MIDI cable from the MIDI IN port on your computer’s MIDI interface to Receptor'’s MIDI OUT port.

Connect Receptor s audio output (either analog or digital) to your mixer or, if you re mixing on your computer,
connect Receptor s audio output to your computer s audio interface. Should you also wish to use Receptor as an effects
processor, connect instruments and/or a couple of your computer s audio outputs to Receptor s audio inputs.

2 In your sequencer, define Receptor as a MIDI device and, if desired, label your audio interface’s audio
connectors as belonging to Receptor.

3 You may find it most convenient to configure Receptor using its graphical user interface. To do so,
either plug a keyboard, mouse, and monitor directly into Receptor or use the Receptor Remote Control
application to control Receptor from your desktop computer.

To learn more about connecting Receptor to your computer and controlling it with the remote control application, see
“How and why do I network Receptor to my computer?” on page 18.

4 In your audio sequencer, assign a couple of tracks to play Receptor on different MIDI channels. If you’re
recording Receptor’s output back into your sequencer, make sure to activate the input assigned to
Receptor on your computer’s audio interface.
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10

Receptor 3

Receptor 4

Audio From Receptor L/R
MASTER

--- Multiple Receptor tracks as shown in Apple Computer’s Logic Audio sequencer ---

On Receptor, CTL-click on the Multi Patch name to load a blank Multi patch into Receptor.

4] CTL-click here to

load a blank
Multi patch

On Receptor, click the big “(none)” button on a channel.

Click here

to view and edit
the Channel
Details in the
upper half of the
Mix Window

The channel details appear at the top of the window.
Click the Source Select button.

Source Select button
(shows the name of the Instantiated plugin.
Click it to open the Source Select panel)

|

ComboSister |

|— (| ] | [Saverrie WFI‘
(click either to open the

Previous / Next Patch buttons Bank/Patch Select panel)
(click to step backward or
forward through patches)

Bank Name
Patch Name

SOURCE

The Source Select panel opens.

In the Source Select panel, click the plugin you want to instantiate on that channel. Use the bank/patch
selectors to select the desired patch

If desired instantiate effects plugins for one or more of the channel’s insert FX slots and select the desired
patches. And, if you use insert FX, select their desired routing using the FX routing buttons.

Use the channel’s standard Volume and Pan faders as you would on a traditional mixer. You can even set
up effects sends inside Receptor and Mute, solo, or bypass them.

1: Quick Start 21 Receptor Manual



Bypass Buttons Name of Instantiated Plugins Patch Names
(click to open a selection panel) (click to open Bank/Patch select panel)

SOURCE

ComboSister <factony=

<Deep Reed=

7 FX Routings

g (click button to change routing)
E
(=]

p Effact Bus Send Levels

== Volume, Pan, Mute, Solo
= OutpUt Assignment,
Channel Bypass

11 By default, each Receptor channel listens to the like-numbered MIDI channel (though you can override
this). But, for now, instantiate different plugins on each channel corresponding to the MIDI track you
assigned in your sequencer.

In the following example, Track 1 in Logic is assigned to Receptor MIDI channel 1, which is configured to play the
Combo Sister VSTi. Track 2 is assigned to Receptor MIDI channel 2, which is configured for Eve; Track 3 plays Albino
2, and Track 4 plays CS-80v.
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How do | demo and buy premium plugins?

Receptor ships with a nice collection of freeware, but you’ll eventually want to use some commercial plugins.
Receptor protects these with Pace’s iLok—a USB “key” that stores licenses for all your commercial plugins.
Receptor ships with many commercial plugins pre-installed with 30-day demo periods. You can identify a
commercial plugin demo by opening a plugin select panel and looking for any plugin name that begins with
[##].

1 Instantiate a demo plugin (whose name begins with [##]).

2 Adialog box (or LCD) asks if you want to start the demo period —choose “YES.”

You have 30 days to demo the plugin. The prefix counts down the number of days remaining in the demo period. When it
expires, the plugin will no longer instantiate and its name will have a [--] prefix.

3  If you wish to purchase the plugin, go to www.plugorama.com and follow the online purchase instructions
to transfer a license on your iLok. While you’re at plugorama.com, be sure to check for new plugins—
they’re being added all the time.
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2 Receptor Architecture

Receptor is a 16 channel multitimbral virtual sound module and effects unit. Its ability to actually achieve 16
channels of playback is dependent on both the type and number of plug-ins used and their processing demands.

Instruments, Busses, and the Master Output

Receptor contains 19 channels: 16 instrument channels, two dedicated effects busses, and a master bus. These
are discussed in the following sections.

Instrument Channels

Each of the 16 instrument channels can have, as its source, either an internal VSTi or an audio input. Each
instantiated VSTi (or audio input) is routed through a dedicated trio of VST effects, which can be configured in
any series/parallel combination. The output of this effects stack can then be bussed (pre- or post-fader) to two
different effects busses, or it can be sent to the master bus, or to any of the dedicated hardware outputs.

Audio In MIDI In
| o
2
a
; ] . :
3 g 4
3 ‘ Audio In ‘ OR‘ VSTi ‘ 3 : % 5 §
T T E E & 8 ISE =
| = o [ e kg iy 1
e ¢ £333s
I [ T
»
w
B [ mxrouTinG
FX B: VST
a La e |:ﬁ A }
i i
JHELE
bt i S Cl FXG:VST
_.\-—;25'—
voL
PAN
o OUTPUT |—<
ASSIGN
OUTPUT
ASSIGN
OUTPUT
ASSIGN
OUTPUT
ASSIGN

--- Standard Instrument Channel Architecture (x16) ---

Receptor functions like a 16-channel mixer with built-in instruments, insert effects, and effect sends. Its basic
signal flow, which you can follow in the previous illustration, contains the following elements:

*+ SOURCE:

Receptor can play up to 16 simultaneous sound sources, each assigned to one of its 16 instrument channels.
An instrument’s sound source can be either an internal VSTi or one of Receptor’s audio inputs. If an
internal VSTi is used, the incoming MIDI channel can be remapped to control a specific VSTi channel or
allow MIDI “stacking” of synths.
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» INSERT FX:

Each of Receptor’s 16 instrument channels contains 3 “insert” effects to which you can assign any VST.
Routing buttons let you arrange these three FX in any series/parallel combination. Additionally, you can
switch their positions, copy other effects to them, and bypass any effect.

H FX A FXA | HFxa IFM
I I
H FxB H FXB FX B FX B
[ I
HFXC H Fxc H UFxe FXC
v v 1

--- The different Insert FX routing options ---

* EFFECT SENDS:

Each Receptor channel has two effect sends, either of which can be configured pre or post fader. These
sends are sent to two dedicated effect bus channels as described in the next section, “Effects Bus
Channels.”

*  VOLUME /PAN:

Each instrument channel has its own MIDI controllable volume and pan (or balance for stereo instruments).

Effects Bus Channels

Receptor has two dedicated stereo effects busses, each of which contains 3 ‘insert’ type effects to which you can
assign any VST. Routing buttons let you arrange these three FX in any series/parallel combination. Additionally,
you can switch their positions, copy other effects to them, and bypass any effect.

Effects busses are the ideal way to instantiate an effect (such as Reverb or Delay) that you may want to apply to
numerous instrument channels, but in varying degrees. You may route the output of each effects bus to either the
master bus or to any hardware output.
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--- Effects Bus Architecture ---
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Master Channel

Receptor’s Master Bus channel has its own trio of 3 dedicated insert FX, which are perfect for applying
compression or limiting to an entire mix. As with the insert FX on the Instrument and Bus channels, these can
be arranged in any series/parallel combination and the output of the master bus can be routed to any hardware
output.

Patch Hierarchy

Receptor has an intelligent patch hierarchy that uses the following patch types:

* VST (.fxp) Patches - each type of VST instrument or effect can store and recall patches in standard .fxp
format.

»  Single Patches - Receptor allows you to store an entire Instrument channel (one Source and three FX
assignments plus their patches) as a “Single patch.” This is a quick way to recall commonly used “super
patches”, such as guitar processing patches that process the signal through all three insert effects, or
synthesizer patches that rely on VST FX processing (such as flangers or delays) to achieve a particular
sound.

*  Multi Patches - Receptor can store an entire configuration (all 19 channels, their plugin assignments, and
their mix parameters) as a Multi patch. This is particularly useful for creating big “stacked” sounds that
combine multiple synthesizers, or for MIDI sequencing, where each instrument channel is controlled by a
different MIDI channel.

The following sections contain more information about each patch format and what, specifically, it stores.

VST (.fxp) Patches

Although many plugins have their own internal patch management interfaces, they also are designed to save and
load patches stored as VST standard .fxp patches.

Any time you instantiate a plugin, you will be able to select which .fxp patch you want to load into that plugin.
Unlike a computer-based plugin player, Receptor organizes these .fxp patches into MIDI-compatible banks and
patches.

IMPORTANT: To insure consistent operation of Receptor, always use Receptor s patch management menus
and not any patch management facilities built into a specific plugin. The reason for this is that .fxp patches
are controlled from a host application level. Receptor manages your .fxp files in such a way that you may have
MIDI selectable banks and patches (just like a hardware synth). Receptor automatically extracts any patches
that are built in to a plugin and creates a factory bank for that plugin, so you never have to worry that you re
“missing” some patches by using Receptor s patch management tools.

Single Patches

Single patches store the configuration of a single Instrument Channel (as defined previously). This means that a
Single patch stores an instrument channel’s:

*  Source assignment

*  Patch (.fxp) data loaded into that Source plugin

*  All three Insert FX assignments

*  Patch (.fxp) data loaded into each Insert FX plugin

*  FXrouting

Mix parameters such as Mute, Solo, Volume, and Send Level are not stored within a Single, since these
parameters are all dependent on the context in which you use the Single patch.

For this same reason, Single patches do not store the “Listen To MIDI Ch” setting (as discussed in “SOURCE:
Listen to MIDI Ch” on page 49). All these parameters are, however, saved as part of a Multi patch, which is
discussed in the next section.
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IMPORTANT: Notice that Single patches store the patch data used for each plugin. This way, if you ever
delete, rename, modify, or move a .fxp that was used to create the Single patch, you have no need to worry

-- your Single patches will always sound exactly as they did when saved, regardless of what you do to the .fxp
patches that were used to create the Single patch originally. So, even though Single patches always attempt to
display the name of the fxp files used to create them, keep in mind that the patch data saved with the Single
may not be the same as the data saved in the named .fxp file -- again, this is to protect your Single patches from
inadvertently changing if you change a .fxp that was used in its creation.

You can think of a Single patch as a sort of “super-instrument,’ since it contains not only an audio source,
but also its insert effects. One of the wonderful things about Single patches is that, by recalling one, you
automatically instantiate every plugin required by that patch.

Multi Patches

Multi patches store an entire Mixer setup, including all Source and FX assignments, patch data, mix parameters,
output routings, and the following Setup parameters:

e  Master Transpose

*  Tempo Source

*  Tempo BPM

*  Time Signature

NOTE: Setup mode parameters are discussed fully in “SETUP Button” on page 59.

You can think of Multi patches as “snapshots” of your entire Receptor mixer, which makes them quite useful
for creating big “stacked” sounds that combine multiple synthesizers, or for MIDI sequencing, where each
instrument channel is controlled by a different MIDI channel.

IMPORTANT: Notice that Multi patches store the patch data used for each plugin. This way, if you ever delete,
rename, modify, or move a .fxp that was used to create the Multi patch, you have no need to worry -- your Multi
patches will always sound exactly as they did when saved, regardless of what you do to the .fxp patches that
were used to create the Multi patch originally. So, even though Multi patches attempt to display the name of the
Jxp files used to create them, keep in mind that the patch data saved with the Multi may not be the same as the
data saved in the named .fxp file -- again, this is to protect your Multi patches from inadvertently changing if
you change a .fxp that was used in its creation.
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3 Receptor Hardware

The following sections discuss Receptor’s hardware components.

Front Panel

Input Level LCD

Master Volume Display Knobs View Buttons

Input Level LED Power Button

)

LEVEL WELUME - i SINGLE SOURCE

d

Headphone Jack Maodifier Buttons USB Port

Guitar / Instrument Input Soft Knobs
--- Receptor Front Panel ---

Receptor’s front panel contains, from left-to-right:
*  Guitar / Instrument Input

Use this input to plug a guitar, instrument or microphone into Receptor.
*  Input Level Knob

Use this to adjust the signal level of the instrument input. For the best signal-to-noise ratio, turn up the level
until the loudest sounds just barely cause the Level LED to turn red, then back off slightly on the level, so
the LED only ever turns yellow.

e Input Level LED

This LED glows green, yellow, or red depending on the amount of input signal present. If the meter turns
red, turn down the Input Level knob until the LED is yellow. Specifically, the LED glows green at -40 dB,
yellow at -9 dB, and red at 0 dB.

* Headphone Jack
This 1/4” stereo jack duplicates the signal present at the main L / R jacks at the rear of the unit.
*  Master Volume Knob

This knob modifies the total overall output level for Receptor (both for the headphones and the rear analog
outputs). It’s completely independent of the MIDI volume levels and is a quick way to adjust the overall
output level of Receptor.

« LCD

Use this 24 character x 2 line LCD to navigate through Receptor’s various parameters and configurations.
To learn more about this ‘window into Receptor,” see “LCD and Display Knobs” on page 37.

w
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» Display Knobs
Use these 2 continuous rotary encoders with built-in push buttons for controlling the LCD. To learn more
about these knobs, see “LCD and Display Knobs” on page 37.

*  Soft Knobs

Use these 4 continuous rotary encoders with built-in push buttons for instant parameter editing. To learn
more about these buttons, see “EDIT: Using the Soft Knobs” on page 74.

*  View Buttons
There are 8 View buttons with indicator LEDs. The LEDs are used to indicate which parameter page you’re
currently viewing in the LCD. To learn more about these buttons, see Chapter 5, “View Buttons in Depth.”
*  Modifier Buttons

There are 3 Modifier buttons with indicator LEDs. These LEDs are of a different color than the 8 View
button LEDs. Pressing one of these buttons modifies the concurrently lit View button. To learn more about
these buttons, see Chapter 6, “Editing, Saving, and Metering.”

« USB Port

This is one of five USB ports on Receptor (the others are on the rear panel). Use the USB ports to plug in
optional accessories, such as keyboard, mice, musical keyboards, control surfaces, hard drives, etc.

¢ Power Button

As you might expect, this button is used to turn Receptor on or off. What you might not expect is that
the word “power” refers both to the electrical implications of the button and to its capabilities. See the
following section for more information:

Power Button Operation

Receptor’s POWER button has multiple features that belie its seemingly innocuous functionality. Specifically:
To turn Receptor ON:

1 Press the button once. Receptor will perform some self-diagnostics, then cycle through a startup process.
To turn Receptor OFF:

1 Press the power button twice within a second.

That s right, you read correctly. You need to double-click the power button in order to shut down Receptor. There is
method to our madness, however. This is a safety measure that prevents you from accidentally turning the unit off in a
live situation.

Receptor will go through a nice orderly shut down, which insures that, when you turn it back on, it will be in exactly the
same state as when you turned it off.

To force Receptor to turn OFF (even if it’s frozen):
1 Press and hold the Power Button for 4 seconds and Receptor will shut down.

If Receptor ever crashes and double-pressing the POWER button doesn t shut the unit down, then use this procedure to
shut down Receptor.

To restart Receptor without going through a lengthy power-off / power-on cycle:
1  Triple-click the POWER button (quickly, like you would do with a mouse).

When you do this, Receptor will go blank for a second while it restarts the Receptor application. Triple clicking does
not cause the entire Operating System to shut down and reload. As such, the operation is similar to quitting and
restarting an application on a desktop computer, without shutting off the entire computer.

TIP: Triple-clicking is always a good thing to try if Receptor doesn t seem to “behave” as you expect, or if you ever
install plugins, patches, or samples and, for some reason, they dont appear in Receptor. The triple-click procedure is
very quick — much faster than turning the unit off and back on.
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Back Panel

The following illustration shows Receptor’s rear panel:

Audio In Left
MIDI Thru Audio In Right
MIDI Qut S/PDIF QOut Audio Out Left
MIDI In S/PDIF In Audio Out Right

Ethernet
Keyboard
Monitor (1024 x 768)

USBE 2.0 (x4) ADAT Out

--- Receptor Back Panel ---

Top row, left-to-right:

MIDI In, Out, and Thru ports

S/PDIF In and Out

Audio Inputs (Left, Right): 1/4” balanced connectors
Audio Outputs (Left, Right): 1/4” balanced connectors

Bottom of box, left-to-right:

Mouse port
Keyboard port
VGA connector for 1024 x 768 monitor

4 USB 2.0 connectors for attaching external USB peripherals, such as an iLok, keyboard, mice, musical
keyboards, control surfaces, hard drives, etc.

100Base-T Ethernet Connector
ADAT output

Under the Hood

Receptor is housed in a standard dual unit rack mount enclosure. Inside is a 40 GB hard disk and 256MB of
PC2700 DDR RAM (user-expandable to 2 GB).

SAMPLER USERS: If you plan to employ sampler plugins, and you use large numbers of samples or large
sample libraries with Receptor, you will definitely want to increase the amount of RAM in the unit. You have the
following options:

Add one stick of 256MB DDR PC2700 RAM for a total of 512 MB
Add on stick of 512 MB DDR PC2700 RAM for a total of 768 MB
Add one stick of 1 GB DDR PC2700 RAM for a total of 1256 MB

If you wish to increase RAM beyond 1256 MB, remove the existing 256 MB module and replace it with a
higher capacity stick (up to 1 GB), for a maximum of 2 GB total RAM.
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Connecting a Musical Keyboard

You may connect either a MIDI keyboard or a USB Keyboard to Receptor. If you use Receptor’s MIDI IN port,
then any type of standard MIDI keyboard is supported. If you chose to use Receptor’s USB port for MIDI,

then (as of this writing) only the M-Audio Oxygen-8 and Radium keyboards have been tested. Check the
museresearch.com web site for additional keyboard support.

IMPORTANT: You should shut down Receptor before unplugging a USB keyboard. If Receptor is powered on
and you disconnect and then reconnect a USB keyboard, Receptor will, in most instances, no longer be able to
“see” the reconnected USB keyboard.
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Using Receptor’s Front Panel

This section discusses how to use Receptor as a stand-alone unit
using only its own front panel buttons, knobs, and LCD.
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4 Front Panel Ul Overview

Although you can edit Receptor graphically by connecting a dedicated keyboard, mouse, and monitor or by
connecting it to a computer via Ethernet, it’s designed to be completely and intuitively operated using only its
front panel. The following sections discuss the basic operation of Receptor’s front panel user interface, while
the remaining chapters delve deeply into the details of the configuration process.

Front Panel Interface Basics

Receptor’s front panel interface couples a 24-character x 2-line LCD with eight dedicated View buttons, a trio
of Modifier buttons, a pair of navigational display knobs, and four soft knobs.

Display Knobs View Buttons

LEVEL VOLUME SINGLE SOURCE FXA

POWER

— e |IIUSE

.
MuLTI SETUP EDIT SAVE/FILE METERS uss

=

INPUT PHONES

Soft Knobs Modifer Buttons

These basic UI components are described in the following sections.
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View Buttons

Press the various View buttons to select which subset of parameters are displayed in the LCD. Each View button
has a corresponding LED, so you always know which parameter subset you’re viewing.

It may help to visualize the top row of View buttons as a horizontal mixer strip, where SINGLE = a complete
mixer channel arrangement, SOURCE = the audio input, FX A, B, and C = inert FX, and MIX = send level/
mute/solo/pan/volume:

= — — e
SINGLE Complete MIXER channel E frs “
§ |Y g 2 T
(-1
AUDIO SOURCE EHAMHMEHEME £ o ll -5
SOURCE (VSTi or Audio input) = =3 -] w w i T o £ E g2
2 (23| («||lellel|5 s || 3|80
= (oSl gllgllgI[a| ] |3 25
FX A - ‘ Insert FX A ‘ = ae|lE||&| 5|8 = =
3 = E 5'_; =
£ > g
FXB Insert FX B o -
o L | P I
3
FX C ‘ Insert FX C ‘
= [1T] w W
= o « m u Z5
Effect Send Levels g g = % = [« W E
2 o I [ ™ = >3
n ! m
‘ Mute/Solo ‘
MIX
‘ Pan ‘
Volume Front Panel buttons are arranged like
a mixer channel rotated counter-clockwise
VIEW Typical
Buttons Mixer Channel

If you’re familiar with Receptor’s graphical user interface, the relationship between it and the View buttons is
shown in the following illustration.

SOURCE button = Illl

L Frﬂh;nragsFmer <faciory= [ 1 T§ SINGLE button

FX A button :
[ER} <factory>
FX B button ~J RS eheef = e
v 5
FX C button =sla el o] : e

ComboSister

MIX button ==
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The MULTI button corresponds to Receptor’s MULTI patch area, which is where the entire Receptor
configuration (across all channels) is managed and recalled.
R ik - E
. My Multis
Save/File | 4| »| [Fi] RetroRooster

... and the SETUP button is used to access to Receptor’s Setup options, such as networking, audio, and MIDI
configuration.

T ZIToW =i s _ -

Modifier Buttons

Press one of the three Modifier buttons to apply a further set of options to the selected View button. Basically, a
Modifier button acts upon the patch or signal represented by the correspondingly lit View button. For example:

EDIT Button Overview

* IfaSOURCE, FX A, FX B or FX C button is lit and you press the EDIT button, you’ll be able to edit
various VST parameters assigned to those slots.

»  Ifthe SETUP button is lit and you press the EDIT button, you’ll trigger a “panic” function by sending an
“All Notes Off” message to all internal instrument channels, silencing them completely.

o Ifthe MULTI, SINGLE or MIX buttons are lit and you press the EDIT button, no parameters are displayed.

For detailed information, see “EDIT Button” on page 74.

SAVE/FILE Button Overview

» Ifa MULTI, SINGLE, SOURCE, FX A, FX B or FX C button is lit and you press the SAVE/FILE button,
you’ll be able to save, delete, copy or rename a bank or patch of the corresponding type.

»  Ifthe SETUP button is lit and you press the SAVE/FILE button, you’ll see an overview screen showing
Receptor’s Channel Status.

o If the MIX button is lit and you press the SAVE/FILE button, no parameters are displayed.
For detailed information, see “SAVE/FILE Button” on page 75.

METERS Button

» Ifa MULTI, SINGLE, SOURCE, FX A, FX B, FX C or MIX button is lit and you press the METERS
button, you’ll be able to monitor the signal level at the output of the correspondingly lit slot.

»  Ifthe SETUP button is lit and you press the METERS button, you’ll load a blank multi patch into Receptor.

For detailed information, see “Meters Mode” on page 82.

LCD and Display Knobs

The 2-line display works very consistently in all views and modes. In general it is controlled by the two knobs
to its right:
*  Top Display Knob

The top display knob controls the top line of the display and is almost always used to scroll through a list
of parameters, whose names appear on the top line of the LCD. By pushing the top display knob, it can be
used to set a different Channel Number as discussed in “Channel Number” on page 38.

*  Bottom Display Knob

The bottom display knob controls the bottom line of the display and is almost always used to select a value
for the parameter name shown in the top line of the LCD. Whenever a parameter value flashes, it indicates
that you must press the bottom display knob in order to apply your selection.
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If you understand these basic functions, you can quickly and effortlessly navigate through Receptor’s hierarchy
using only this 2-line display.

More Parameters

Channel Number to the left
Parameter Name Move Parameters
I to the right
|
01 Parameter < >
mi VvValue
CPU Usage Parameter Value

--- Typical LCD Interface Components ---

The following sections will discuss the various LCD interface components:

Channel Number

This always appears at the top left of the display to indicate which channel you’re currently editing. When
Receptor is in SINGLE, SOURCE, FX A, FX B, FX C, or MIX views, the channel will indicate which of
Receptor’s 19 channels you’re editing:

¢ 01-16 (indicating Receptor Channels 1-16)

* BI1, B2 (indicating Receptor’s Effects Bus 1 and 2 channels)
* M (indicating Receptor’s Master output channel)

To change the current Channel Number:

1 Press the top display knob to enter Channel Select mode.

The top line of the display reads Select Channel and an arrow points toward the LCD's channel indicator, which
is now underlined.

01 <--Select Channel
11Nl

2 Rotate the top display knob to change the channel and press it again when finished.

If you don 't press the top display knob to exit Channel Select mode, Receptor will still apply the channel change and
automatically exit this mode after a few seconds.

Additionally, when Receptor is in MULTI view, the channel number displays:

* MU (indicating that you’re viewing MULTI patch parameters, which are independent of a channel
selection)

When Receptor is in SETUP view, the channel number displays:

*  SU (indicating that you’re viewing SETUP parameters, which are independent of a channel selection)

CPU Usage

Unlike a traditional fixed-architecture synth, Receptor’s performance varies greatly depending on the type and
number of instruments and effects you instantiate. For example, loading a complex reverb plugin requires far
more of Receptor’s internal CPU power than a simple digital delay. Similarly, loading three “analog” synths
requires more CPU usage than one. In addition, the CPU usage of most VST instruments varies depending on
how many simultaneous notes you’re currently playing.
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Because of these facts, you’ll always want to keep your eye on Receptor’s CPU usage. This little gauge, which
is almost always visible in the bottom left of the LCD, indicates CPU usage. It occupies the two lower left
characters in the LCD and fills from left-to-right as the CPU usage increases.

<5% 5-20% 21-40% 41-60% 61-80% 8

-90% 91-99% OVER

=1

--- CPU Gauge and its indication of approximate CPU usage ---

If you overload Receptor’s CPU, the display is replaced by a double set of exclamation points. When this
happens, you should bypass or uninstantiate some plugins (or consider buying more Receptors).

Parameter Name

As mentioned previously, the bulk of the LCD’s top line is used to display parameter names. Scroll through
various parameters by turning the top display knob.

More Parameters Indicator

This little 2-character indicator (at the far right of the top line) lets you know if there are more parameters
available either before or after the parameter you’re currently viewing. The first parameter in a scrolling

list always has a single arrow pointing right (indicating that more parameters are available after it, but that
none come before it). Similarly, the last parameter in a scrolling list always has a single arrow pointing left
(indicating that more parameters come before it, but that none come after it). Parameters in the middle of a
scrolling list have arrows pointing both direction (indicating that more parameters are available both before and
after the current one).

Parameter Value

As mentioned previously, the bulk of the LCD’s bottom line is used to display the value associated with the
parameter named in the top line. If a parameter value is flashing, it indicates that you must press the bottom
display knob in order to activate the parameter change.

Sometimes a portion of a parameter value might be underlined, which helps you see exactly which portion of a
parameter value the bottom display knob is affecting.

Soft Knobs

Whenever you enter Edit Mode for one of the channel views (SOURCE, FX A, FX B, FX C, or MIX), the four
soft knobs are available for controlling up to four edit parameters simultaneously. For example, an “analog
synth” plugin might assign these knobs to control filter frequency, filter resonance, Oscillator frequency, and
FM amount, giving you a fair amount of real-time control over the synthesizer.

For more information about how to use the soft knobs, see “EDIT: Using the Soft Knobs™ on page 74.
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5 View Buttons in Depth

This chapter discusses every View Mode button and its associated set of parameters. You should have a basic
understanding of Receptor’s signal flow architecture and overall front panel operation before reading this
chapter.

MULTI Button

A Multi patch consists of an entire receptor configuration, including all Source and Insert FX assignments on
all Instrument channels, all Effects Bus assignments, the Master channel assignments, and all routings, button
states, and levels. In addition, many relevant Setup parameters are saved with Multi patches (as discussed

on a case-by-case basis in “SETUP Button” on page 59). Multi patches provide a quick, one-step method to
reconfigure your entire Receptor for a new song or set. This section discusses the parameters available when
you press the MULTI button on Receptor.

MULTI: Bank

In order to conform with MIDI standards, patches are stored together in a group, which is called a ‘bank.’
Each bank can hold up to 128 patches. Receptor can store up to 128 banks of Multi patches (for a maximum of
16,384 Multi patches). To select a patch from a particular bank, you must first select the bank, then the actual
patch.

To select a bank and load a Multi patch from that bank:

1 Rotate the top display knob to select the Bank parameter.

MU Bank <>
mi Bank:Factory

2 Rotate the bottom display knob to select the bank you wish to load.
The bank name is flashing

3 Press the bottom display knob.
Receptor shows you the first patch in that bank.

MU Patch < >
i 001:Space Jam

4  Rotate the bottom display knob to select a patch. The patch name will flash.
5 Press the bottom display knob to load that patch into Receptor.

NOTE 1: You cannot select a bank without also selecting a patch, since a bank is nothing more than a directory
of patches.
NOTE 2: ROM bank names are enclosed in angle brackets, like <this>. When you see a bank name enclosed

in <angle brackets>, it means the bank is a “factory” bank and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.
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MULTI: Patch

If you want to select a patch from the current bank, rotate the top display knob to select the Patch parameter. If
you want to select a patch from a different bank, it will be fastest to use the Bank parameter discussed above.

MU Patch <>
M 001 :Space Jam

Rotate the bottom display knob to select the patch you wish to load. The patch name is flashing, indicating you
must press the bottom display knob to actually load the selected patch.

If you’re currently viewing the last patch in a bank, and you turn the bottom display knob another notch
clockwise, Receptor will automatically switch to the next bank and display the first patch within that bank. The
same is true if you’re viewing the first patch in a bank and turn the bottom display knob counter-clockwise.
Essentially, you can scroll through every Multi patch without using the Bank parameter at all! However, if you
have 16,000 Multi patches, we’re quite certain that you’ll want to make use of the Bank parameter.

NOTE 1: Because Multi patches require Receptor to instantiate numerous plugins as well as load each plugin
with the correct parameters, you may experience a bit of a wait -- particularly if some plugins must load
samples from hard disk, or are particularly complex.

NOTE 2: ROM patch names are enclosed in angle brackets, like <this>. When you see a patch name enclosed
in <angle brackets>, it means the patch is a “factory” patch and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.

NOTE 3: If you have edited a patch in any way, an asterisk (*) replaces the colon (:) between the patch number
and name. When you see an asterisk between the patch number and name, you'll know that the version currently
in the edit buffer is not what s saved to disk.

MU Patch <>
mir 001 *Space Jam

If you want to save your patch, press the SAVE /FILE button to save your edits (as described in “SAVE/FILE
Button” on page 75).

Patch Prefixes

If a Multi patch name appears with a [!!] prefix, it means that the Multi is referencing one or more plugins that
cannot be instantiated. Possible reasons for this include:

*  You have removed a plugin required by that patch
*  That patch was created with a demo plugin that is now expired
*  The patch may be referencing an iLok-protected plugin and the iLok may not be inserted properly.

You can scroll through the various Source and FX plugin assignments to look for the problem. It will be easy to
spot, since the questionable plugin(s) will have a prefix before their name that indicates what the problem might
be. That is:

*  [XX] before a plugin name means that it’s no longer on Receptor’s hard drive

*  [--] before a plugin name means it’s a premium plugin that you must purchase (perhaps because a demo
period expired)

o [##] before a plugin name means the plugin has not yet had its demo period activated

*  [?7] before the plugin indicates an error, most likely that the iLok is not inserted properly.
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MULTI: Load Blank Patch

Rotate the top display knob to select the Load Blank Patch parameter. This special patch resets your Multi
by uninstantiating every plugin on every instrument channel and returning Receptor to its default configuration.
This is the ideal way to “wipe the slate clean” and start setting up an entirely new Multi patch from scratch.

MU Load Bl ank Patch <
il Press knob to |l oad

To initialize the Multi patch, simply press the bottom display knob. All channels will be cleared and the screen
will indicate when the process is finished.

MU Load Bl ank Patch <
Ml Loaded

SHORTCUT: Receptor provides a shortcut for loading a blank Multi patch from the front panel. Specifically,
if you press the SETUP button, then press the METERS button, Receptor will automatically load a blank Multi
patch. This is great if you want to quickly set Receptor to a known, empty state.

Force Load a Blank Patch

You can force Receptor to turn on with its blank patch by holding the MULTI button down while the unit turns
on. This is convenient if, in the rare case, Receptor is trying to turn on and load a damaged or corrupted Multi
patch.

NOTE 1: It'’s most important to hold the MULTI button during the final stages of initialization. So don t give up
holding the button until the unit is completely on and the user interface is displayed.

NOTE 2: If a Receptor startup configuration fails to load and the host fails to start, then the next time Receptor
starts up, it will load its empty default state. This is a fail-safe to prevent Receptor from attempting to endlessly
restart in an unstable state.

SINGLE Button

Single patches store the Source assignment, Insert FX assignments and routings for an Instrument Channel.
They also store the patch data for each instantiated plugin, which means your Single patches never “lose their
patch data” if you happen to change or delete a VST patch that was used in creating a Single patch.

SINGLE: Bank

In order to conform with MIDI standards, patches are stored together in a group, which is called a ‘bank.” Each
bank can hold up to 128 patches. Receptor can store up to 128 banks of Single patches (for a maximum of
16,384 Single patches). To select a patch from a particular bank, you must first select the bank, then the actual
patch.

To select a bank and load a patch from that bank:

1 Rotate the top display knob to select the Bank parameter.

01 B ank < >
Ml Bank:Websounds

2  Rotate the bottom display knob to select the bank you wish to load.
The bank name is flashing

3  Press the bottom display knob.
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Receptor shows you the first patch in that bank.

01 Patch <>
mimM 001 :Smarmy Lead

4  Rotate the bottom display knob to select a patch. The patch name will flash.
5 Press the bottom display knob to load that patch into Receptor.

NOTE 1: You cannot select a bank without also selecting a patch, since a Bank is nothing more than a directory
of patches.

NOTE 2: ROM bank names are enclosed in angle brackets, like <this>. When you see a bank name enclosed
in <angle brackets>, it means the bank is a “factory” bank and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.

SINGLE: Patch

If you want to select a patch from the current bank, rotate the top display knob to select the Patch parameter. If
you want to select a patch from a different bank, it will be fastest to use the Bank parameter discussed above.

01 Patch < >
MiN 006 : Acid Bass

Rotate the bottom display knob to select the patch you wish to load. The patch name is flashing, indicating you
must press the bottom display knob to actually load the selected patch.

If you’re currently viewing the last patch in a bank, and you turn the bottom display knob another notch
clockwise, Receptor will automatically switch to the next bank and display the first patch within that bank. The
same is true if you’re viewing the first patch in a bank and turn the bottom display knob counter-clockwise.
Essentially, you can scroll through every Single patch without using the Bank parameter at all! However, if you
have 16,000 Single patches, we’re quite certain that you’ll want to make use of the Bank parameter.

NOTE 1I: Because Single patches require Receptor to instantiate numerous plugins as well as load each plugin
with the correct parameters, you may experience a bit of a wait -- particularly if some plugins must load
samples from hard disk, or are particularly complex.

NOTE 2: ROM patch names are enclosed in angle brackets, like <this>. When you see a patch name enclosed
in <angle brackets>, it means the patch is a “factory” patch and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.

NOTE 3: If you have edited a patch in any way, an asterisk (*) replaces the colon (:) between the patch number
and name. When you see an asterisk between the patch number and name, you’ll know that the version currently
in the edit buffer is not what s stored to disk.

01 Patch < >
MM 006 *Acid Bass

If you want to save your patch, press the SAVE /FILE button to save your edits (as described in “SAVE/FILE
Button” on page 75).

Patch Prefixes

If a Single patch name appears with a [!!] prefix, it means that the patch is referencing one or more plugins that
cannot be instantiated. Possible reasons for this include:

*  You have removed a plugin required by that patch
*  That patch was created with a demo plugin that is now expired

*  The patch may be referencing an iLok-protected plugin and the iLok may not be inserted properly.
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You can scroll through the various Source and FX plugin assignments to look for the problem. It will be easy to
spot, since the questionable plugin(s) will have a prefix before their name that indicates what the problem might
be. Specifically:

*  [XX] before a plugin name means that it’s no longer on Receptor’s hard drive

¢ [--] before a plugin name means it’s a premium plugin whose demo period has expired. If you wish to use
this plugin, you must purchase a license for it from www.plugorama.com.

*  [##] before a plugin name means the plugin has not yet had its demo period activated

*  [??] before a plugin name indicates an error, most likely that the iLok is not inserted properly.

SINGLE: Load Blank Patch

Rotate the top display knob to select the Load Blank Patch parameter. This special patch resets your Single
by uninstantiating every plugin on that instrument channel and returning it to its default configuration. This is
the ideal way to “wipe the slate clean” and start setting up an instrument panel from scratch.

01 Load Bl ank Patch <
il Press knob to |l oad

To initialize the Instrument Channel, simply press the bottom display knob. The channel will be cleared and the
screen will indicate when the process is finished.

01 Load Bl ank Patch <
Ml Loaded

SOURCE Button

This section discusses the parameters available when you press the SOURCE button on Receptor.

SOURCE: View Plugin Type

Use the View Plugin Type parameter to filter the list of plugins displayed by the SOURCE: Plugin parameter
described in the next section.

01 View Plugin Type >
mi Al |l

Rotate the bottom display knob to select what type of plugins you want to display in the SOURCE: Plugin page.
You do not need to press the bottom display knob to apply your choice -- it happens automatically.

You can select the following View filters:
*  All -- Select this option to display alphabetically every plugin on the SOURCE: Plugin page.
*  Audio Inputs -- Select this option to display only the list of Audio Inputs on the SOURCE: Plugin page.

*  <Developer Name> -- Select the name of the plugin developer to display only those plugins made by that
particular developer on the SOURCE: Plugin page. For example, if you choose “reFX,” the SOURCE:
Plugin page would show only reFX products, like Beast, Claw, PlastiCZ, Slayer2, and Vanguard.

NOTE: Although this is the first SOURCE parameter page, it is not actually the screen you “land on” when you
press the SOURCE button. Pressing the SOURCE button lands you on the Plugin parameter screen (described
below).
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SOURCE: Source

This parameter works in conjunction with the View Plugin Type parameter described above. It lists every
possible audio source of the type you chose to view. If you chose 211 as the plugin type on the View Plugin
Type page (the default choice), then the Source parameter displays every possible audio source available for that
channel. An audio source can be either a VSTi (software plugin) or an external audio input (hardware plugin).

If you select a VSTi, Receptor instantiates that plugin. If you select an audio input, Receptor uses the signal
appearing at that input as the audio source.

01 Source < >
MM ComboSister

Rotate the bottom display knob to select the audio source. Sources appear in the list as follows:

(none): This option always appears first. Selecting it uninstantiates a Source plugin. When you uninstantiate
a Source plugin, you automatically clear any FX instantiations used in the channel. Essentially, (none)
provides a shortcut for completely clearing an instrument channel.

Audio Inputs: These always appear immediately after the (none) option.

VSTi plugins: All VSTi plugins appear in alphabetical order. Some plugins may have a 2-character prefix
contained inside a square bracket. This prefix, described a bit later, does not alter the display order of
plugins.

The name flashes indicating you must press the bottom display knob to actually load the selected source plugin.

SHORTCUT: If you’ve chosen anything other than 211 on the View Plugin Type page, this plugin list will not
show every possible audio source built-in to Receptor. If you want to see ALL the plugins in this list, simply turn
the bottom display knob to the last choice, which is “View All Plugins” and press the bottom display knob. This
automatically sets the View Plugin Type to 111 without you having to select that page. Once you 've done this,
all the audio sources will appear alphabetically in this list.

Source Prefixes

Some plugins may have bracketed prefixes before their names. Here’s what they mean:

[##] - This means that a demo version of the plugin is currently installed and that, by instantiating it, you
will activate its demo period.

[nn] - In this case, nn = some number, such as 17, or 03, or 11. This means that the plugin is currently
running in demo mode and this prefix shows you how many days remain in your demo period.

[--] : This means that the installed plugin must be purchased in order to be instantiated. You will see this
symbol when a demo period has expired or if no demo is available for a particular plugin. Also, when you
turn on Receptor, your iLok is scanned for licenses after the unit starts up. Because of this, it’s possible that
plugins you have purchased will display the [--] prefix for the first couple of minutes. Don’t worry. Your
purchased premium plugins will still instantiate if selected. It just takes a couple of minutes for Receptor to
scan all the plugins and update their prefix display, which it does in the background so that Receptor will
start up as quickly as possible.

[??] - This means that an error is preventing you from instantiating this plugin. In most cases, it appears
because the iLok is not inserted into Receptor properly.

[XX] - This means that the plugin is no longer on Receptor’s hard drive. Obviously, this will only appear if
you have loaded a Single or Multi patch that references a plugin no longer on Receptor.

No Prefix - If there is no prefix before a plugin name, that means it’s either a free plugin or a premium
plugin that you have purchased.
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SOURCE: Bank

In order to conform with MIDI standards, patches are stored together in a group, which is called a ‘bank.” Each

bank can hold up to 128 patches. Receptor can store over 16,000 banks of VST patches (for a maximum of over
2,000,000 VST patches). To select a patch from a particular bank, you must first select the bank, then the actual

patch.

To select a bank and load a patch from that bank:

1 Rotate the top display knob to select the Bank parameter.

01 Bank <>
MM Bank:Sandy Claws

2 Rotate the bottom display knob to select the bank you wish to load.
The bank name is flashing

3  Press the bottom display knob.
Receptor shows you the first patch in that bank.

01 Patch <>
mim 001:Crazy Bass

4  Rotate the bottom display knob to select a patch. The patch name will flash.
5 Press the bottom display knob to load that patch into Receptor.

NOTE 1I: You cannot select a bank without also selecting a patch, since a Bank is nothing more than a directory
of patches.

NOTE 2: ROM bank names are enclosed in angle brackets, like <this>. When you see a bank name enclosed
in <angle brackets>, it means the bank is a “factory” bank and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.

SOURCE: Patch

If you want to select a patch from the current bank, rotate the top display knob to select the Patch parameter. If
you want to select a patch from a different bank, it will be fastest to use the Bank parameter discussed above.

01 Patch <>
mimMm 001:Sync Lead

Rotate the bottom display knob to select the patch you wish to load. The patch name is flashing, indicating you
must press the bottom display knob to actually load the selected patch.

If you’re currently viewing the last patch in a bank, and you turn the bottom display knob another notch
clockwise, Receptor will automatically switch to the next bank and display the first patch within that bank. The
same is true if you’re viewing the first patch in a bank and turn the bottom display knob counter-clockwise.
Essentially, you can scroll through every patch without using the Bank parameter at all! However, with over 2
million patch locations available, we’re quite certain that you’ll want to make use of the Bank parameter.

NOTE 1: Patches for some plugins, particularly those that must load samples from hard disk, may take longer
to load than others (such as simple algorithmic effect or synth patches).

NOTE 2: The Patch parameter does not appear if you select an audio input source for the Plugin parameter.

NOTE 3: ROM patch names are enclosed in angle brackets, like <this>. When you see a patch name enclosed
in <angle brackets>, it means the patch is a “factory” patch and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.
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NOTE 4: If you have edited a patch in any way, an asterisk (*) replaces the colon (:) between the patch number
and name. When you see an asterisk between the patch number and name, you’ll know that the version currently
in the edit buffer is not what s stored to disk.

01 Patch <>
mimM 001*Sync Lead

If you want to save your patch, press the SAVE /FILE button to save your edits (as described in “SAVE/FILE
Button” on page 75).

SOURGCE: Input Gain

This parameter appears only if you set the Source parameter to “Line Input,” which is the rear panel analog
input. If you set the Source parameter to Line Input and rotate the top display knob, you’ll see the Input Gain
parameter. Use this parameter to monitor a summed signal level arriving at the rear analog inputs and adjust the
gain, if necessary.

01 I nput Gain <>
mim +03.0dB LVL: EEEEN

Rotate the bottom display knob to increase or decrease the amount of gain you wish to apply to the rear panel
analog inputs. The gain affects both the left and right channels equally. You can boost the rear panel audio input
gain as much as 18 dB. The gain change happens instantly, meaning you’re not required to push the bottom
display knob to apply the change.

The bottom right corner of the LCD contains an 8-stage rear analog input level meter. You will want to adjust
the Input Gain so that this signal is as high as possible without clipping. Clipping is indicated by an exclamation
point.

NOTE: If you wish to see both the left and right side levels of the rear analog input, you may press the METERS
button while the SOURCE button is lit. For more information, see “Meters Mode” on page 82.

SOURCE: Bypass

Rotate the top display knob to select the Bypass parameter. Bypassing a source mutes it and releases the CPU
resources required to run it. Bypass is useful whenever Receptor’s CPU resources are maxed out and you want
to disable a particular plugin.

01 Bypass <>
mi Not Bypassed

Rotate the bottom display knob clockwise to select Bypassed. Rotate the bottom display knob counter-
clockwise to select Not Bypassed. The change happens instantly, meaning you’re not required to push the
bottom display knob to apply the change.

SHORTCUT: Pressing the bottom display knob toggles between Bypassed and Not Bypassed.

NOTE: If you bypass a source that uses one of the audio inputs (rather than a VSTi), then the audio input is
muted, but no significant amount of CPU resources are saved.
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SOURCE: Listen to MIDI Ch

Rotate the top display knob to select the Listen to MIDI Ch parameter. Use this parameter to tell the
selected VSTi which incoming MIDI channel to “listen” to. By default, the VSTi plugin you instantiate on each
Instrument Channel responds to the like-numbered MIDI Channel. For example, the VSTi you instantiate on
Instrument Channel 6 would respond to data coming in on MIDI channel 6. In general, you will only change
this default mapping when you want to stack or split two or more VSTi’s on the same MIDI channel.

For example, you might want to instantiate an analog synth on Instrument Ch 1 and a string synthesizer on
Instrument Ch 2, but play them simultaneously from your keyboard to create a thicker, richer sound. To do this,
you would set the source on Instrument Channel 2 to respond to MIDI Ch 1. Now, when you play your MIDI
keyboard using MIDI Ch 1, Receptor plays both the VSTi assigned to Instrument Ch 1 and the one assigned to
Instrument Ch 2. The same technique can be used in conjunction with the Note Range and Velocity Range
parameters (discussed later) to create keyboard splits and zones.

01 Listen to MI DI C h < >
i o 1

Rotate the bottom display knob to select which incoming MIDI channel the VSTi should listen to. The Channel
number is underlined, but does not flash. When you select a different channel, the change is instantly applied.
You can choose between MIDI channels 1-16, or you can choose All, which means that the VSTi responds to
data coming from any and all MIDI channels.

For more details and examples of this parameter’s use, see “Source: MIDI Filter Button” on page 97.

NOTE 1: This parameter only changes the MIDI channel used to control the sound being produced by an
instantiated VSTi. It does not re-channelize the data used to control the Instrument Channel (such as Volume,
Pan, Effects Send Levels, and so on). For example, if you instantiated a VSTi on Instrument Channel 2, but

told it to listen to MIDI Ch 1, the VSTi would respond to note, pitch bend, mod, and sustain pedal data on MIDI
channel 1, but the Instrument Channel’s volume, pan, effects send levels, and so on would still respond to MIDI
channel 2. This allows you to separately address and mix Receptor’s 16 instrument channels, even though some
of them may use layered instruments.

NOTE 2: This parameter does not appear if you select an audio input source for the Plugin parameter.

SOURCE: Plugin MIDI Ch

Rotate the top display knob to select the Plugin MIDI Ch parameter. Use this parameter when a plugin needs to
play on a particular MIDI channel regardless of what MIDI channel is used to trigger it.

By default, this parameter is always set to 01, meaning every instantiated instrument plays whatever sound
is assigned to it’s internal definition of channel 1. In general, you will not need to change this default MIDI
channel mapping since the majority of VSTi’s are monotimbral and will respond the same no matter which
MIDI channel you use to play them.

A small number of VST instruments (such as Native Instruments’ B4) respond differently depending on which
MIDI channel you play them on. For example, B4’s upper manual is hardwired to MIDI Ch 1; its lower manual
to MIDI Ch 2; and its pedals to MIDI Ch 3. If, for example, you instantiated the B4 on Instrument Channel

7, you would hear its upper manual play (since all plugin channels are, by default, remapped to Ch 1). If you
actually wanted to play the lower manual, you would set the Plugin MIDI Ch value to 2 so that the incoming
MIDI data would be routed to B4 Channel 2, which is the lower organ manual.

In addition, some VST instruments are multitimbral and may therefore have different sounds assigned to
different MIDI channels. Most of these multitimbral instruments will work flawlessly with MIDI channel 1,
which is why this is the default value. However, the Plugin MIDI Ch parameter lets you control any plugin
channel you wish, regardless of which Instrument Channel you used to instantiate the plugin, or which
incoming MIDI Channel it listens to.
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IRl 2

01 Plugin MIDI Ch <>
0

Rotate the bottom display knob to choose the channel remapping. The Remap channel is underlined but not
flashing. When you select a different channel, the change is instantly applied. You can choose between MIDI
channel 1-16, or you can choose “Thru”, which means that the VSTi plays on the same MIDI channel set by the
Listen to MIDI Ch parameter.

For more details and examples of this parameter’s use, see “Source: MIDI Filter Button” on page 97.

NOTE: This parameter does not appear if you select an audio input source for the Plugin parameter.

SOURCE: Channel Transpose

Rotate the top display knob to select the Channel Transpose parameter. Use Channel Transpose to transpose
the playback pitch of the instrument channel up or down 3 octaves, in semitone increments. Because Channel
Transpose acts only on the selected channel, it is different than the global, Receptor-wide transposition value
set by the Master Transpose parameter, which is available under the SETUP button. Channel Transpose is
particularly helpful when used in conjunction with the Note Range parameter, since it will let you “fit” the
desired octaves within the note range you select.

01 Channel Transpose <>
miu -12 Semitones

Rotate the bottom display knob to set the Channel Transpose to any value between -36 semitones and +36
semitones. The change happens instantly, meaning you’re not required to push the bottom display knob to apply
the change.

SOURCE: Note Range

Rotate the top display knob to select the Note Range parameter. Use this parameter to limit the range of MIDI
notes to which the channel responds. The Note Range parameter is primarily used for setting up keyboard

split points on Receptor. For example, you might assign a bass synthesizer to Instrument CH 01 and a lead
synthesizer to Instrument CH 02. Then, for CH 01, you could set the Note Range value from C-1 to B3 and, for
CH 02, you could set its Note Range from C4 to G9. Now, any notes you play below middle-C will be played
by the bass synth assigned to CH 01 and any notes you play on middle-C or higher will be played by the lead
synth assigned to CH 02.

01 Note Range <>
mim Cc -1 to G

The Note Range parameter actually contains two parameters: a From parameter (representing the lowest note
in the range) and a To parameter (representing the highest note in the range). Rotate the bottom display knob to
set the low note to the desired MIDI note, then press the bottom display knob to apply the selection. The cursor
moves under the To parameter. Rotate the bottom display knob to set the high note to the desired MIDI note,
then press the bottom display knob to apply the selection.

MIDI Input Shortcut: You can set note range values via a MIDI keyboard. Simply make sure the cursor is
under the note value you wish to change, then turn the bottom display knob. This puts Receptor into “listen”
mode. Play a note on your MIDI keyboard and Receptor will set the note to that value and stop listening. If you
want to set the note to a different value via MIDI, repeat the above procedure.
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SOURCE: Velocity Range

Rotate the top display knob to select the Velocity Range parameter. Use this parameter to limit the range of
MIDI velocity values to which the channel responds. The Velocity Range parameter is used to assign certain
instruments to limited velocity ranges. For example, you might have an instrument channel that contains a
plugin that plays a big cymbal crash sound. If you limit the velocity range of this channel to 120-127, then the
channel will play only when it receives MIDI velocity values of 120 or greater -- in other words, when you hit
your MIDI keyboard really hard, the crash cymbal will sound -- for all lower velocity values, the crash cymbal
will not sound.

01 Velocity Range <
mim o to 127

The Velocity Range parameter actually contains two parameters: a From parameter (representing the lowest
velocity in the range) and a To parameter (representing the highest velocity in the range). Rotate the bottom
display knob to set the low velocity to the desired value (0-127), then press the bottom display knob to apply the
selection. The cursor moves under the To parameter. Rotate the bottom display knob to set the high velocity to
the desired value (0-127), then press the bottom display knob to apply the selection.

MIDI Input Shortcut: You can set velocity range values via a MIDI keyboard. Simply make sure the cursor is
under the velocity value you wish to change, then turn the bottom display knob. This puts Receptor into “listen”
mode. Play a note on your MIDI keyboard and Receptor will set the velocity value to match and stop listening.
If you want to set the velocity to a different value via MIDI, repeat the above procedure.

FXA, FX B, FX C Buttons

Each of Receptor’s 16 instrument channels, 2 effects bus channels, and 1 master channel contains a set of three
insert effects, labeled FX A, FX B, and FX C. Parameter selection is identical for all three effects on all 19
channels and is thus only defined once in this section.

This section discusses the parameters available when you press the FX A, FX B, or FX C buttons on Receptor.

FX: View Plugin Type

Use the View Plugin Type parameter to filter the list of plugins displayed by the FX: Plugin parameter
described in the next section.

01 View Plugin Type >
mi Al |l

Rotate the bottom display knob to select what type of plugins you want to display in the FX: Plugin page. You
do not need to press the bottom display knob to apply your choice -- it happens automatically.

You can select the following View filters:
*  All - Select this option to display alphabetically every plugin on the FX: Plugin page.

*  <Developer Name> - Select the name of the plugin developer to display only those plugins made by that
particular developer on the FX: Plugin page. For example, if you chose “Ohmforce,” the FX: Plugin page
would show only Ohmforce plugins, such as Frohmage, Hematohm, Mobilohm, Ohmboyz, Predatohm, and
Quad Frohmage.

NOTE: Although this is the first FX parameter page, it is not actually the screen you “land on” when you press
the FX button. Pressing the FX button lands you on the Plugin parameter screen (described below).
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FX: Plugin

This parameter works in conjunction with the FX: View Plugin Type parameter described above. It lists
every plugin of the type you chose to view. If you chose “All” as the plugin type on the FX: View Plugin Type
page (the default choice), then the FX: Plugin parameter displays every available plugin for that channel.

01 Plugin <>

mim Frohmage Filter

Rotate the bottom display knob to select the desired effect plugin. Plugins are listed in alphabetical order. Some
plugins may have a 2-character prefix contained inside a square bracket. This prefix, described a bit later, does
not alter the display order of plugins. The plugin name flashes indicating you must press the bottom display
knob to actually load the selected plugin.

SHORTCUT: If you’ve chosen anything other than A11 on the FX: View Plugin Type page, this plugin list will
not show every possible audio source built-in to Receptor. If you want to see all the plugins in this list, simply
turn the bottom display knob to the last choice, which is “View All Plugins” and press the bottom display knob.
This automatically sets the FX: View Plugin Type to 11 without you having to select that page. Once you've
done this, all the FX plugins will appear alphabetically in this list.

Plugin Prefixes
Some plugins may have bracketed prefixes before their names. Here’s what they mean:

e [##] - This means that a demo version of the plugin is currently installed and that, by instantiating it, you
will activate its demo period.

e [nn] - In this case, nn = some number, such as 17, or 03, or 11. This means that the plugin is currently
running in demo mode and this prefix shows you how many days remain in your demo period.

e [--] - This means that the installed plugin must be purchased in order to be instantiated. You will see this
symbol when a demo period has expired or if no demo is available for a particular plugin. Also, when you
turn on Receptor, your iLok is scanned for licenses after the unit starts up. Because of this, it’s possible that
plugins you have purchased will display the [--] prefix for the first couple of minutes. Don’t worry. Your
purchased premium plugins will still instantiate if selected. It just takes a couple of minutes for Receptor to
scan all the plugins and update their prefix display, which it does in the background so that Receptor will
start up as quickly as possible.

e [??] - This means that an error is preventing you from instantiating this plugin. In most cases, it appears
because the iLok is not inserted into Receptor properly.

*  [XX] - This means that the plugin is no longer on Receptor’s hard drive. Obviously, this will only appear if
you have loaded a Single or Multi patch that references a plugin no longer on Receptor.

*  No Prefix - If there is no prefix before a plugin name, that means it’s either a free plugin or a premium
plugin that you have purchased.

FX: Bank

In order to conform with MIDI standards, patches are stored together in a group, which is called a ‘bank.” Each

bank can hold up to 128 patches. Receptor can store over 16,000 banks of VST patches (for a maximum of over
2,000,000 VST patches). To select a patch from a particular bank, you must first select the bank, then the actual

patch.

To select a bank and load a patch from that bank:

1 Rotate the top display knob to select the Bank parameter.

01 B ank < >
M Bank: Favorite Filters
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2 Rotate the bottom display knob to select the bank you wish to load.
The bank name is flashing

3  Press the bottom display knob.
Receptor shows you the first patch in that bank.

01 Patch <>
miu 001 :Soft n Fuzzy

4  Rotate the bottom display knob to select a patch. The patch name will flash.
5 Press the bottom display knob to load that patch into Receptor.

NOTE 1: You cannot select a bank without also selecting a patch, since a Bank is nothing more than a directory
of patches.

NOTE 2: ROM bank names are enclosed in angle brackets, like <this>. When you see a bank name enclosed
in <angle brackets>, it means the bank is a “factory” bank and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.

FX: Patch

If you want to select a patch from the current bank, rotate the top display knob to select the Patch parameter. If
you want to select a patch from a different bank, it will be fastest to use the Bank parameter discussed above.

01 Patch < >
MMMl 001 :Sof't n Fuzzy

Rotate the bottom display knob to select the patch you wish to load. The patch name is flashing, indicating you
must press the bottom display knob to actually load the selected patch.

If you’re currently viewing the last patch in a bank, and you turn the bottom display knob another notch
clockwise, Receptor will automatically switch to the next bank and display the first patch within that bank. The
same is true if you’re viewing the first patch in a bank and turn the bottom display knob counter-clockwise.
Essentially, you can scroll through every patch without using the Bank parameter at all! However, with over 2
million patch locations available, we’re quite certain that you’ll want to make use of the Bank parameter.

NOTE 1: Patches for some plugins, particularly those that must load samples from hard disk or are very
complex, may take longer to load than others (such as simple algorithmic effect or synth patches).

NOTE 2: ROM patch names are enclosed in angle brackets, like <this>. When you see a patch name enclosed
in <angle brackets>, it means the patch is a “factory” patch and cannot be overwritten or deleted. For more
information, see “ROM Banks and RAM Banks” on page 127.

NOTE 3: If you have edited a patch in any way, an asterisk (*) replaces the colon (:) between the patch number
and name. When you see an asterisk between the patch number and name, you'll know that the version currently
in the edit buffer is not what s stored to disk.

01 Patch < >
MMM 001 *Soft n Fuzzy

If you want to save your patch, press the SAVE /FILE button to save your edits (as described in “SAVE/FILE
Button” on page 75).
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FX: Bypass

Rotate the top display knob to select the Bypass parameter. Bypassing an effect mutes it and releases the CPU
resources required to run it. Bypass is useful for comparing an effected sound to the un-effected sound. It’s also
useful whenever Receptor’s CPU resources are maxed out and you want to disable a particular plugin.

01 Bypass <>

i Not Bypassed

Rotate the bottom display knob clockwise to select Not Bypassed. Rotate the bottom display knob counter-
clockwise to select Bypassed. The change happens instantly, meaning you’re not required to push the bottom
display knob to apply the change.

SHORTCUT: Pressing the bottom display knob toggles between Bypassed and Not Bypassed.

FX: Route

Rotate the top display knob to select the Route parameter. Use the Route parameter to change the configuration
of the three insert effects.

01 Route < >
mim A>B>C

There are four options:

* A > B > C-This is the default routing. It’s a series connection in which the output of FX A feeds the
input of FX B, whose output feeds the input of FX C. It’s the mode used by nearly every mixing console
and is the most familiar to musicians. If your effect chain isn’t giving you the results you expect, you’re
probably not using the A > B > C effect routing. If an effect is unassigned, it is simply short-circuited.

e A / B / C-Thisis aparallel routing, in which FX A, B, and C receive dry feeds and process them
independently. This can drastically alter the sound of the effects chain. Note that, unlike a series connection,
unassigned parallel effects are open-circuited so they do not pass unfiltered signal to the output of the chain.

e A / B > C-Thisis a combination series/parallel routing in which the signal is split before being sent to
FX A and FX B. The output of FX B runs into the input of FX C, and the output of FX C is then combined
with FX A. Again, this can substantially alter the sound of the effects chain.

e A > B / C-Thisis a combination series/parallel routing in which the signal is split before being sent to
FX A and FX C. The output of FX A runs into the input of FX B, and the output of FX B is then combined
with FX C. Again, this can alter the sound of the effects chain. Feel free to experiment.

Rotate the bottom display knob to choose between the four effect routings. The routing flashes indicating you
must press the bottom display knob to actually load the effect routing.

FX: Switch

Rotate the top display knob to select the Switch parameter. Use the Switch parameter to change the order of the
three insert effects.

01 Switch < >
Mmm Switch A&B

There are three options:
* Switch A & B- Switches the plugin and patch assigned to FX A with the one assigned to FX B.
* Switch A & C - Switches the plugin and patch assigned to FX A with the one assigned to FX C.
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* switch B & C - Switches the plugin and patch assigned to FX B with the one assigned to FX C.

Rotate the bottom display knob to choose between the three switch options. The switch option flashes indicating
you must press the bottom display knob to actually force the switch to occur.

FX: Get From

Rotate the top display knob to select the Get From parameter. Use the Get From parameter to copy the effect
(both the plugin and its current settings) from any other Receptor effects slot to the currently selected effects
slot.

01 Get From <
Mm CHO?2 : FXB:Mu-Phaser

The Get From parameter takes the following form:

Ch <n>: FX <x >: <plugin name>
When you first select the Get From parameter, the Ch <n> field will be underlined and flashing. Rotate the
bottom display knob to select which Receptor channel contains the effect you wish to copy from (1-16, S1, S2,
or M), then press the bottom display knob to apply the selection, causing the Fx<x> field to be underlined and
flashing. Select which effect (FX A, FX B, or FX C) you wish to get from that channel. As you do this, the name
of the plugin currently assigned to that slot will be shown in the display. The Fx<x> value will flash until you
press the lower display knob, confirming that you’ve selected the plugin you wish to get.

The display will then ask you to confirm the copy operation.

01 Are you sure? <
miu Yes

By default, the display shows Yes. Rotate the bottom display knob counter-clockwise to select No. Your choice
will flash until you press the bottom display knob to apply it.

MiX Button

Each of Receptor’s 16 instrument channels, 2 effects bus channels, and 1 master channel contains a set of
mix parameters that vary slightly depending on whether you’re viewing an instrument channel, an effects bus
channel, or the master channel.

This section discusses the parameters available when you press the MIX button on Receptor.

MIX: Volume

This parameter controls the channel’s volume. If Ch 1-16 is displayed, it controls the volume for the
corresponding instrument. If Effects Bus 1 (B1) or Effects Bus 2 (B2) is displayed, it controls the corresponding
effect return level. If Master is displayed, it control’s Receptor’s master overall signal level.

01 Vol ume >
i 105

Rotate the bottom display knob to set the volume level. Volume changes happen instantly, meaning you’re not
required to push the bottom display knob to apply the change.

SHORTCUT: When the Volume parameter is visible, you can reset it to its default level by pressing the bottom
display knob. The default level is 0dB, which provides neither volume gain nor volume attenuation.
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IMPORTANT: This is the output volume of the Receptor software -- it is not related to the Volume knob on
Receptor s front panel, which is a hardware volume knob.

MIX: Pan

Rotate the top display knob to select the Pan parameter. All Receptor channels are stereo so, if an instantiated
plugin is actually mono, Receptor will double the signal such that the left and right channels are identical. In the
case of mono plugins, this parameter works like a traditional pan control. In the case of stereo plugins, it acts as
a balance control.

01 Pan S 2
i 17L

Rotate the bottom display knob to set the pan level. Pan changes happen instantly, meaning you’re not required
to push the bottom display knob to apply the change.

SHORTCUT: When the Pan parameter is visible, you can reset the Pan to its center position by pressing the
bottom display knob.

MIX: Mute

Rotate the top display knob to select the Mute parameter. Muting a channel disables its output.

01 Mute < >
MM Not Muted

Rotate the bottom display knob clockwise to select Muted. Rotate the bottom display knob counter-clockwise to
select Not Muted. The change happens instantly, meaning you’re not required to push the bottom display knob
to apply the change.

SHORTCUT: Pressing the bottom display knob toggles between Muted and Not Muted.

MIX: Solo

Rotate the top display knob to select the Solo parameter. Soloing a channel automatically mutes all channels
that aren’t currently soloed, allowing you to isolate specific channels for editing.

01 Solo < >
M Not Soloed

Rotate the bottom display knob clockwise to select Soloed. Rotate the bottom display knob counter-clockwise
to select Not Soloed. The change happens instantly, meaning you’re not required to push the bottom display
knob to apply the change.

SHORTCUT: Pressing the bottom display knob toggles between Soloed and Not Soloed.
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MIX: Send 1 Level

Rotate the top display knob to select the Send 1 Level parameter. This parameter controls how much of the
signal is sent to Effects Bus 1 (whose effect chain is configured in the B1 channel).

01 Send 1 Level < >
i o 4

Rotate the bottom knob to set the level (0-127). Send levels change instantly, meaning you’re not required to
push the bottom display knob to apply the change.

SHORTCUT: When the Send 1 Level parameter is visible, you can press the bottom display knob to quickly set
it to zero.

MIX: Send 1 Pre/Post

Rotate the top display knob to select the Send 1 Pre/Post parameter. This parameter determines whether
the signal is routed to the effects bus before (pre) or after (post) going through the channel volume. If the signal
is Post Fader, then changing the Volume level changes the amount of effected signal proportionately. If the
signal is Pre Fader, then the Send Level and Volume levels act independently. This is useful if, for example,
you wish to hear only an effected signal with no dry signal, which you would accomplish by setting this
parameter to Pre Fader and the Volume level to zero.

01 Send 1 Pre/Pos't < >
M Post Fader

Rotate the bottom display knob clockwise to select Pre Fader. Rotate the bottom display knob counter-
clockwise to select Post Fader. The change happens instantly, meaning you’re not required to push the
bottom display knob to apply the change.

SHORTCUT: Pressing the bottom display knob toggles between Pre and Post Fader.

MIX: Send 2 Level

Rotate the top display knob to select the Send 2 Level parameter. This parameter controls how much of the
signal is sent to Effects Bus 2 (whose effect chain is configured in the B2 channel).

01 Send 2 Level < >
M 51

Rotate the bottom knob to set the level (0-127). Send levels change instantly, meaning you’re not required to
push the bottom display knob to apply the change.

SHORTCUT: When the Send 2 Level parameter is visible, you can press the bottom display knob to quickly set
it to zero.

MIX: Send 2 Pre/Post

Rotate the top display knob to select the Send 2 Pre/Post parameter. This parameter determines whether
the signal is routed to the effects bus before (pre) or after (post) going through the channel volume. If the signal
is Post Fader, then changing the Volume level changes the amount of effected signal proportionately. If the
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signal is Pre Fader, then the Send Level and Volume levels act independently. This is useful if, for example,
you wish to hear only an effected signal with no dry signal, which you would accomplish by setting this
parameter to Pre Fader and the Volume level to zero.

01 Send 1 Pre/Pos't < >
Mil Post Fader

Rotate the bottom display knob clockwise to select Pre Fader. Rotate the bottom display knob counter-clockwise
to select Post Fader. The change happens instantly, meaning you’re not required to push the bottom display
knob to apply the change.

SHORTCUT: Pressing the bottom display knob toggles between Pre and Post Fader.

MIX: Output Assignment

Rotate the top display knob to select the Output Assignment parameter. Use this parameter to route the
channel to a particular hardware output or (for Channels 1-16, and Effects Bus 1 and 2) to the Master channel
bus.

01 OQutput Assignment <
mmM ™Mstr:Y Anlg:N SPDIF:Y

The Output Assignment parameter actually contains multiple options spread across multiple pages. On the first
page are the following output assignment options:

*  Mstr (Master bus assignment): Y (Yes) or N (No)

*  Anlg (Analog L-R output): Y (Yes) or N (No)

*  SPDIF (S/PDIF L-R output): Y (Yes) or N (No)

On the second page are the next output assignment options:
« ADI12 (ADAT 1-2 output): Y (Yes) or N (No)

* 34 (ADAT 3-4 output): Y (Yes) or N (No)

* 56 (ADAT 5-6 output): Y (Yes) or N (No)

e 78 (ADAT 7-8 output): Y (Yes) or N (No)

When you first choose the Output Assignment parameter, the Mstr option is underlined and active. Rotate the
bottom display knob to turn the output on (Y) or off (N), then press the bottom display knob to apply your
selection. The cursor moves under the Anlg option. Rotate the bottom display knob to turn it on or off, then
press the bottom display knob to apply the selection. The cursor moves under the SPDIF option. Select Y (on)
or N (off), then press the bottom display knob and the next output option (AD12) on page 2 is underlined and
ready for input. Continue rotating and pressing the bottom display knob until you’ve made all the desired output
assignments.

After you’ve made the final output assignment, you’ll see a screen asking whether or not you want to set the
Output Assignments to their default values. This gives you a quick way to reset the channel to Receptor’s
default output assignments.

01 OQutput Assignment <
mi Set to default? N

Rotate the bottom display knob counter-clockwise to select N (no) or rotate it clockwise to select Y (yes), then
press the bottom display knob to apply your selection. The default output settings are as follows:

* Chl-16, Bl, B2 -- Mstr:Y, Anlg:N, SPDIF:N, AD12:N, 34: N, 56:N, 78:N
e Master Channel -- Anlg:Y, SPDIF.Y, AD12:Y, 34:N, 56:N, 78:N
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You may route channels to as many outputs as you like. When you route a channel to the Master bus, it’s
output signal appears on the output(s) assigned to the Master Channel. When you route a channel directly to
a hardware output, its signal appears at that output, along with any other signals you may have routed to that
output. As you can tell, the Output Assignment option allows for very flexible routing and bussing, both on
stage and in the studio.

NOTE 1: The analog (Anlg) and ADAT 1-2 (AN12) outputs are duplicated on Receptor. So, if you turn one on
or off; the other will automatically turn on or off.

NOTE 2: The Mstr option is not available on the Master (M) channel since, obviously, you cannot assign the
output of a channel to itself. Also, Anlg and AD12 cannot be disabled for the Master (M) channel -- the Master
channel signal always appears at these two outputs.

SETUP Button

Setup parameters are used to make global changes to Receptor. Setup parameters affect such areas as global
tempo, transpose, and time signature settings; digital clock source and analog input level settings; and network
configuration settings.

SETUP: Channel Status

Rotate the top display knob to select the Channel Status screen. This screen shows you, at a glance, which
channels have instantiated plugins and if any channels are currently soloed or muted.

SU Channel Status >
1l I 1 2 0 065 0 0606 0606 A e e o o0 1 o)\

The bottom row of the LCD may appear a bit cryptic at first, but it’s really quite useful. Essentially, it contains
19 characters that, from left-to-right, display the status for each of Receptor’s 19 channels (first the 16
instrument channels, followed by the 2 effects busses, and finally the master output channel).

Specifically:

» If a channel has one or more plugins instantiated, its number is shown in the LCD (see “Channel Status
Numbering Guide” on page 60 to learn the numbering methodology).

»  If a channel has no instantiated plugins, it’s indicated by a dot.
* If achannel is currently muted, a small letter “m” flashes alternated with the channel number.
» If achannel is currently soloed, a small letter “s” flashes alternated with the channel number.

Look at the following LCD screen as an example:

SU Channel Status >
IR Tme e 5 e e e 00 A\ o0 0o o o0 1 o)\

This tells us that plugins are instantiated on instrument channels 1, 2, 5, 11 as well as on effects bus 1 and the
master output channel. Channel 2 is flashing the letter ‘m’, so we know that instrument channel 2 is currently
muted.
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Channel Status Numbering Guide

Are you wondering why, in the previous example, we know that channel 11 has plugins instantiated when the
display shows a letter “A”? That’s because double digit characters greater than 10 are represented by letters.
Specifically, here is how Receptor’s 19 mixer channels are represented, from left-to-right:

¢ 1-9 =Instrument Channels 1-9

« 0=Ch10

* A=Chl11,B=Ch12,C=Chl13,D=Ch14,E=Ch15 F=Chl16

e The “1” and “2” to the right of channel 16 (“F”) indicate the status of Effects Bus 1 and Effects Bus 2.
e The capital “M”, on the far right, indicates the Master channel.

SETUP: MIDI Monitor

Rotate the top display knob to select the MIDI Monitor screen. This screen shows you, at a glance, which
MIDI channels are currently receiving some type of MIDI message.

SU MI DI Monitor < >
Ml 12 e e 0060606 90 eBeeoe[FR

If signal is detected on an incoming MIDI channel, the display will show the channel’s number. If no signal
is detected on an incoming MIDI channel, the display will show a dot. This is a quick and convenient way to
troubleshoot your studio, as it allows you to verify whether or not MIDI is reaching Receptor, and on which
MIDI channel.

MIDI channel numbering appears in this view as follows:

e 1-9 =Instrument Channels 1-9

e« 0=Ch10

*« A=Chl1l,B=Ch12,C=Ch13,D=Ch14,E=Ch15 F=Ch16
* R =Real-time (unchannelized MIDI messages)

For example, the sample display shown above tells you that MIDI data is currently being received on channels
1,2,9, 10, 12 and 16. The presence of the letter “R” also tells you that unchannelized real-time messages are
being sent to Receptor.

SETUP: Master Transpose

Rotate the top display knob to select the Master Transpose parameter.

SU Master Transpose <>

MM No Transpose

Rotate the bottom display knob to transpose the MIDI note numbers by plus or minus 12 semitones. The
selection flashes indicating you must press the bottom display knob to apply the change. The Master Transpose
setting is saved with a Multi patch.
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SETUP: Tempo Source

Rotate the top display knob to select the Tempo Source parameter. This determines whether Receptor derives
its tempo from external MIDI beat clock or whether it uses its own internal clock (set by the Tempo BPM
parameter). The Tempo Source is used by all tempo-based effects and instruments.

SU Tempo Source <>

mm I nternal

Rotate the bottom display knob to select between External (MIDI) and Internal. Your selection is
immediately applied -- you do not need to push the bottom display knob.

» Ifyouselect External (MIDI), Receptor gets its tempo from an external MIDI beat clock (such as a
sequencer) arriving at its MIDI In port. It displays that tempo on the Setup: Tempo BPM page (discussed
next), using the most recently received tempo if none is currently present at the midi input.

» Ifyouselect Internal, Receptor gets its tempo from the Tempo BPM parameter (discussed next).

The Tempo Source setting is a global parameter that applies to all patches.

SETUP: Tempo BPM

Rotate the top display knob to select the Tempo BPM parameter. If you set the Tempo Source parameter to
Internal (as discussed in the previous section), then this value determines the internal tempo in Beats Per
Minute. This tempo is used by all tempo-based effects and instruments.

SU Tempo BPM <>
i 110

Rotate the bottom display knob to set Receptor’s internal tempo. Tempo changes happen instantly, meaning
you’re not required to push the bottom display knob to apply the change.

If the Tempo Source parameter is set to External (MIDI), then the Tempo BPM value is displayed, but can
not be edited. If you change the tempo of the external MIDI Beat Clock, you will see the tempo change in this
window. If no MIDI Beat Clock signal is currently present, the Tempo BPM displays the most recently received
MIDI tempo.

SU Tempo BPM <>
mim 140 (External)

The Tempo BPM setting is a global parameter that applies to all patches.

SETUP: Time Signature

Rotate the top display knob to select the Time Signature parameter. Some plugins respond to time signature
but many do not.

In general, you should set Receptor’s time signature to match the time signature of your song. Note that
changing the time signature’s denominator always has an affect on tempo. For example, if you set the Tempo
BPM to 100 at 4/4 time, then change the Time Signature to 4/8 time, the tempo will double is speed (since
you have changed the definition of a ‘beat’ from a quarter-note to an eighth-note).

SU Time Signature < >
mi 4/ 4
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Rotate the bottom display knob to set Receptor’s time signature. The selection flashes indicating you must press
the bottom display knob to apply the change. Time signature values start at the lowest denominator and run

to the highest. So, if you set the time signature to its ‘minimum’ value, it will display 2/2. If you set it to its
‘maximum’ value, it will display 12/16.

Basically, rotating the lower knob takes you through time signature values as follows:
2/2>3/2>...12/2>2/4>3/4>..12/4>2/8>3/8 ... 12/8 > 2/16 > 3/16 > ... 12/16

The default time signature is 4/4 and the Time Signature value is saved globally.

SETUP: Program Change Chan

Use this parameter to tell Receptor which MIDI channel to use for incoming program changes. You can choose
to have Receptor listen to all channels; or any one of the available 16 MIDI channels; or no channel. This
parameter is, by default, set to ALL, meaning Receptor will respond to program changes received on all 16
MIDI channels.

SU Program Change Chan<>
miim Al |l

When you limit the reception of program change messages to a single MIDI channel, Receptor will respond
only to program change message that are received on that channel. So, for instance, if this parameter is set to
Channel 03, then you will only be able to select plugin and Single patches assigned to channel 03, and your

Multi patches will only change when the message arrives on MIDI channel 03.

The primary reason for setting this parameter to something other than ALL is when Receptor is part of a multi-
unit rig and you’re using a master controller to send MIDI Program change messages to all your devices. In this
case, you may want to set Receptor to respond to a single MIDI channel so that it ignores any program change
messages intended for other devices.

SETUP: Digtl Clock Source

Rotate the top display knob to select the Digtl Clock Source parameter. Use this parameter to tell Receptor
whether to use its own internal digital clock or slave to an incoming SPDIF clock (if present).

SU Digtl Clock Source <>
[ Internal

Rotate the bottom display knob to choose between Internal and S/PDIF. The change happens instantly,
meaning you’re not required to push the bottom display knob to apply it.

The Digtl Clock Source is a global setting and, as such, is not stored with any patch.

SETUP: Master Sample Rate

Use this parameter to set Receptor’s default master clock rate. You can select between the following rates:
* 44.1kHz

e 48 kHz

* 96kHz
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Receptor defaults to 44.1 kHz, which is the standard “CD quality” sample rate. Choosing higher rates may result
in slightly better fidelity, but will make greater demands on Receptor’s CPU, resulting in fewer simultaneous
plugins and reduced polyphony. Also, be aware that not all plugins are designed to operate properly at higher
rates.

SU Master Sample Rate <>
mium 44 .1 kHz

Rotate the bottom display knob to select the desired sample rate. The selection flashes indicating you must press
the bottom display knob to apply the change. The Master Sample Rate is a global setting and, as such, is not
stored with any patch

SETUP: Sample Buffer Size

Rotate the top display knob to select the Sample Buffer Size parameter. Selecting a smaller buffer size will
result in very low latencies, meaning Receptor will be extremely responsive to your playing. The trade-off is
that you will be able to instantiate fewer plugins. If you want to instantiate more plugins, or some particularly
CPU-intensive plugins, you will need to set the buffer size to a higher value.

SU Sample Buffer Size <>
i 128 Sampl es

Rotate the bottom display knob to choose the desired buffer size. The selection flashes, indicating you must
press the bottom display knob to apply the change.

The Sample Buffer Size is a global setting and, as such, is not stored with any patch.

SETUP: View Bank MSB/LSB

Rotate the top display knob to select the View Bank MSB/LSB parameter. This gives you a convenient way to
view the MSB/LSB MIDI Bank Select message values for any bank in Receptor.

SU View Bank MSB/LSB <>
miia Mu |l ti

Rotate the bottom display knob to select the patch type whose MIDI Bank Select messages you wish to change.
“Multi” is the first choice, followed by “Single.” Then, as you continue to rotate the bottom display knob, you’ll
see the name of each Receptor plugin in alphabetical order.

SU View Bank MSB/LSB <>
miM Lounge Lizard

The selection name is flashing, indicating you must press the bottom display knob to apply it. Select the type
of bank whose MSB/LSB numbering you wish to see, then press the bottom display knob. Rotate the bottom
display knob to select the bank whose MIDI Bank Select numbers you wish to view.

SU View Bank MSB/LSB < >
Mim Bank :Wurlis
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The bank’s name is flashing, indicating you must press the bottom display knob to apply the selection. Select a
bank and press the bottom display knob.

SU View Bank MSB/LSB <>
mimM 024/003 (more banks)

The bank’s MSB and LSB numbers are displayed. These are the numbers you would enter in your MIDI
sequencer or MIDI control surface to select this bank via MIDI program change.

In addition, the (more banks) text will be flashing. If you press the lower display knob, you return to the
Bank Type screen where you can select other banks for which you wish to view the MSB/LSB assignments.

SU View Bank MSB/LSB <>
Ml Lounge Lizard

SETUP: TCP/IP Setup

Rotate the top display knob to select the TCP/TIP Setup parameter. Use this parameter if you want to switch
between manual or automatic IP addressing, or if you plan to use a crossover network. This is a multi-step
parameter, since changing TCP/IP setups requires setting multiple parameters.

SU TCP/ I P Setup <>
mim Auto (DHCP)

Rotate the lower display knob to select between three choices: Auto (DHCP); Manual; and Crossover. These
are described further in the following sections.

NOTE: TCP/IP Setup is a global parameter and is not saved with a Multi Patch.
Using Auto (DHCP) Addressing

This is the default option. Select it if you are connecting Receptor to a network that has a cable/DSL modem
or Ethernet Switcher that acts as a DHCP server. Most such devices are configured to provide IP addresses to
network devices.

To use “Auto (DHCP)” addressing:

1 Rotate the bottom display knob to select Auto (DHCP), then press the knob to apply your selection.
You’ll be asked to confirm whether you want to make this change (Yes or No).

2 Rotate the bottom display knob to select Yes, then press the knob to apply your selection.
Receptor will update your TCP/IP settings — a process that will take a few seconds.

3 If you are switching to Auto (DHCP) from either Manual or Crossover modes, you must shut down your
Receptor and restart it before the settings take effect.

Receptor will now use an IP Address provided by a DHCP server. To see this address, rotate the top display
knob until the top line displays TCP/IP Address. The bottom line will then show the IP address used by
Receptor.

For more information about networking setups and Receptor, see Chapter 12, “Connecting Receptor to a
Computer.”

Using Manual IP Addressing

Select this option if you want to manually assign an IP address to Receptor. To do so:

1 Rotate the bottom display knob to select Manual, then press the knob to apply your selection.

You'll next be asked to enter the desired IP Address. The IP Address is displayed in 4-blocks of 3-digit numbers. The
cursor is under the left-most block and the text is blinking.
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SU TCP/ I P Address < >
mm 192 .168.001.075

2 Rotate the bottom display knob to select the desired value (from 000-255), then press the bottom display
knob.

The cursor moves to the next block of numbers, which are flashing.

Select the desired value for this block (from 000-255), then press the bottom display knob.
Continue until you've entered the desired IP address in all four blocks.

Press the bottom display knob after entering the fourth number block.

You'll then be asked to enter the desired TCP/IP Netmask.

SU TCP/ I P Netmask < >
M 255.255.255.000

6 Enter the netmask using the same technique used for entering the IP address, then press the bottom
display knob when finished.

You’ll then be asked to confirm your selection (Yes or No).
7 Rotate the bottom display knob to select Yes, then press the knob to apply your selection.
Receptor will update your TCP/IP settings — a process that will take a few seconds.

Receptor will now use the IP Address that you just entered manually. To see this address at any time, simply
rotate the top display knob until it displays TCP/IP Address. The bottom line will then show the IP address
used by Receptor.

For more information about networking setups and Receptor, see Chapter 12, “Connecting Receptor to a
Computer.”

Using Crossover Mode

Select this option if you are not using a Router or Switcher and are connecting Receptor directly to your
computer using a crossover Ethernet cable. To select and use Crossover Mode:

1 Connect a Crossover Ethernet Cable between your computer and Receptor.

2 If Receptor is not already in “Crossover” mode, put your Receptor into that mode by rotating the bottom
display knob to select Crossover, then press the bottom display knob to apply your selection.

You'll be asked to confirm whether you want to make this change (Yes or No).
Rotate the bottom display knob to select Yes, then press the knob to apply your selection.

Before the switch to Crossover mode can take effect, you must turn off your PC and double-click
Receptor’s power button to turn it off.

5 Turn Receptor and your computer back on.
Receptor will now act as a DHCP server and provide an IP address to your PC.

WARNING: Never use Crossover Mode if Receptor is connected to a standard network. Most networks have
DHCEP servers of their own. When Receptor is in Crossover mode, it is acting as a DHCP server, and the
presence of two such servers could confuse the network.

NOTE TO MACINTOSH USERS: If you re using a Macintosh computer, crossover connections will work
without setting Receptor to Crossover Mode. If you frequently move your Receptor between a Macintosh
location that requires a network connection and one that requires a crossover connection, it § alright to
leave Receptor in “Auto (DHCP)” mode. If, however, you plan to always use your Receptor with a crossover
connection to a Macintosh, you should set Receptor to “Crossover” mode to speed up the startup process.
Windows users must ALWAYS use Crossover Mode when using a crossover connection.

For more information about Crossover Mode and Crossover connections, see “Crossover Connection” on page
145.
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SETUP: TCP/IP Address

Rotate the top display knob to select the TCP/IP Address parameter. If Receptor is setup to use

Auto (DHCP) addressing (as described in the previous section), then the TCP/IP Address parameter is read-
only. If Receptor is setup to use Manual addressing, then you may change Receptor’s IP Address using this
parameter. Receptor uses this IP address to identify itself to another computer, which is how you will upload
new software and plugins.

SU TCP/ I P Address < >
mim 192 .168.001.105

As mentioned, if the TCP/IP Setup parameter is set to Auto or Crossover, then this parameter is read-only. If
the TCP/IP Setup parameter is set to Manual, then you may edit the TCP/IP address as follows:

1 The IP Address is displayed in 4-blocks of 3-digit numbers. The cursor is under the left-most block and the
text is blinking. Rotate the bottom display knob to select the desired value (from 000-255), then press the
bottom display knob.

The cursor moves to the next block of numbers, which are flashing.

SU TCP/ I P Address < >
mMmM 192 .168.001.105

2  Select the desired value for this block (from 000-255), then press the bottom display knob.
Continue until you've entered the desired IP address in all four blocks.

Press the bottom display knob after entering the fourth number block.
You'll then be asked to enter the desired TCP/IP Netmask.

SU TCP/ I P Netmask < >
M 255.255.255.000

5 Enter the netmask using the same technique used for entering the IP address, then press the bottom
display knob when finished.

If you don 't want to change the netmask, just press the bottom display knob to step through the fields without modifying
any of them.

You’ll then be asked to confirm your selection (Yes or No).

6 Rotate the bottom display knob to select Yes, then press the knob to apply your selection.
Receptor will update your TCP/IP settings — a process that will take a few seconds.

NOTE: The TCP/IP Netmask parameter is global and is not saved with a Multi Patch.

SETUP: TCP/IP Netmask

Rotate the top display knob to select the TCP/IP Netmask parameter. If Receptor is set up to use either
Auto (DHCP) or Crossover addressing (as described in the previous section), then the TCP/IP Netmask
parameter is read-only.

If Receptor is set up to use Manual addressing, then you may change Receptor’s Netmask as follows:

1 The Netmask is displayed in 4-blocks of 3-digit numbers. The cursor is under the left-most block and the
text is blinking. Rotate the bottom display knob to select the desired value (from 000-255), then press the
bottom display knob.

The cursor moves to the next block of numbers, which are flashing.
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SU TCP/ I P Netmask < >
mMm 255.255.255.000

Select the desired value for this block (from 000-255), then press the bottom display knob.
Continue until you've entered the desired Netmask in all four blocks.
Press the bottom display knob after entering the fourth number block.
You'll then be asked to confirm your selection (Yes or No).

5 Rotate the bottom display knob to select Yes, then press the knob to apply your selection.
Receptor will update your network settings — a process that will take a few seconds.

NOTE: The IP Address is a global parameter and is not saved with a Multi Patch.

SETUP: Windows Networking

Rotate the top display knob to select the Windows Networking parameter. Use this parameter to tell Receptor
whether or not to appear on a Windows Network. “Windows Networking” is the system whereby networked
Windows machines appear in each others’ ‘My Network Places’ (or ‘Network Neighborhood’ on older versions
of Windows).

SU Windows Networking <>
i On

To turn Windows networking off:
1 Rotate the bottom display knob counter-clockwise to choose Of £, then press it to apply your selection.

Receptor will update your network settings — a process that will take a few seconds. Receptor will no longer
appear on any Windows networks.

To turn Windows networking on:

1 Rotate the bottom display knob clockwise to choose 0On, then press it to apply your selection.

SETUP: Windows Workgroup

Rotate the top display knob to select the Windows Workgroup parameter. Use this parameter to view the name
of Receptor’s current Windows Workgroup, or to change the name of that workgroup. Windows Networking
uses ‘workgroups’ to gather up networked Windows machines into groups. Receptor, by default, joins the
‘Muse’ workgroup.

To change the name of Receptor’s Windows Workgroup:

1 Press the bottom display knob to rename the workgroup.

The top line changes to say “Rename,” and the bottom line displays the current workgroup name with a cursor under
the first character.

SU Rename (Cursor <>) <>

mi My -Workgroup

2 Rotate the top display knob to move the cursor. Rotate the bottom display knob to change the underlined
character.

To delete a character, press the top display knob and the underlined character will be deleted.
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3 Rotate the top and bottom display knobs to rename your workgroup, then press the bottom display knob to
apply the name change.

Receptor will update your network settings — a process that will take a few seconds. It will then appear on a Windows
network under the desired workgroup name.

NOTE 1: Network conventions allow the workgroup name to contain only alphanumeric characters, plus the
following special characters: !, *, -, #, 8, %, &, (,)

NOTE 2: Spaces are not allowed in the workgroup name.
The Windows Workgroup setting is a global parameter and is not saved with a Multi patch

SETUP: Appletalk

Rotate the top display knob to select the Appletalk parameter. Use this parameter to tell Receptor whether or
not to appear on an Appletalk network.

SU Appletalk <>
i oOf f

Rotate the bottom display knob counter-clockwise to choose Of £, and clockwise to choose On. Your choice

is flashing, indicating you must press the bottom display knob to apply your selection. If you select Of £, then
Appletalk is turned off and you will not be able to see Receptor on an Appletalk network. If you select On, then
Receptor will appear on an Appletalk network.

The Appletalk setting is a global parameter and is not saved with a Multi Patch.

SETUP: Name

Rotate the top display knob to select the Name parameter. Rotate the bottom display knob to name this Receptor.
The name you enter here appears whenever this Receptor is found on a network.

IMPORTANT: If you re using more than one Receptor, it'’s important that each Receptor have a unique name
— otherwise the multiple units will not appear properly on a network. By default, Receptor ships with a rather
lengthy default name that makes it unlikely for multiple units to have identical names. If you change this default
name, make sure it doesn t match the name used by another Receptor on your network.

To rename a Receptor:

1 Rotate the top display knob to select the Name parameter.

The second line of the display shows the current name of this Receptor:.

SU Name <>
mim Receptor-123456

2 Press the bottom display knob to begin renaming Receptor.

The top line changes to say “Rename,” and the bottom line displays the current Receptor name with a cursor under the
first character.

3 Rotate the top display knob to move the cursor. Rotate the bottom display knob to change the underlined
character.

To delete a character, press the top display knob and the underlined character will be deleted.

SU Rename (Cursor <>) <>
i Receptor-123456
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4  Rotate the top and bottom display knobs to rename your Receptor, then press the bottom display knob to
apply the name change.

The display will say Are you sure? and blink.

SU Are you sure? <>
i No

5 Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

Receptor’s Name is a global parameter and is not saved with a Multi Patch.

NOTE 1: Network conventions allow Receptor’s name to contain only alphanumeric characters, plus the
following special characters:

!’ ‘5"#,' $) %)&5(’)

Spaces are not allowed in Receptor’s name.

SETUP: System Version

Rotate the top display knob to select the System Version option. This displays Receptor’s current software
revision. The System Version is read-only -- you cannot edit it.

SU System Version <>
mmum 1 .0.0

SETUP: Hardware Version

Rotate the top display knob to select the Hardware Version option. This displays Receptor’s current
hardware revision number. The Hardware Version is read-only -- you cannot edit it.

SU Hardware Version < >
mim 1 .0 (Rev B)

SETUP: Memory Free

Rotate the top display knob to select the Memory Free option. This displays information about Receptor’s
internal RAM. Specifically, it shows (in MB) the total amount of RAM installed in your Receptor and what
percentage of that RAM is currently free (unused). The Memory Usage page is read-only -- you cannot edit it.

SU Memory Free <>
mium 87% (512M total)
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SETUP: Disk Free

Rotate the top display knob to select the Disk Free option. This displays information about Receptor’s
internal hard disk. Specifically, the second number (in parenthesis) shows the total amount of user-accessible
Hard Disk space. The first number shows how much of that hard disk space (in GB) is currently free (unused).

SU Disk Free < >
mmm 25.21G (31G total)

NOTE: You may wonder why the total amount of disk space does not equal the size of Receptor s internal hard
drive. The reason is that this field displays the total amount of user accessible disk space. Some amount of
Receptor s disk contains the operating system and the Receptor application, itself -- these applications cannot
be removed by the user and, as such, are not reported as part of the total disk space. The total disk space
display is, therefore, the total amount of disk space available for all plugins, patches, and samples.

SETUP: Enable Zload

Rotate the top display knob to select the Enable zload option. Zload™, when enabled, can dramatically
improve the speed at which plugins instantiate. When plugins instantiate faster, Receptor is more responsive to
patch change requests. Multi patches, in particular, will load dramatically faster.

Zload works as follows: When you first instantiate a plugin, it takes the normal amount of time to load
(equivalent to the amount of time it takes to instantiate on a Mac or PC). Then, when you remove that plugin
from Receptor’s mixer, it’s set aside in RAM, rather than fully uninstantiated. The next time you try to
instantiate that plugin (either directly or by recalling a patch that uses that plugin), Receptor will re-use the
instance previously set aside in RAM, which is nearly instantaneous.

SU Enable Zload < >
MM Disabled

So why is Zload disabled by default? Because, regrettably, nothing in life is free. Since plugins, once
instantiated, are set aside in RAM, Zload demands a greater share of your Receptor’s RAM. In general, this
won’t be problematic, but there are a couple of things to consider when you’re deciding whether or not to use
Zload:

*  Zloaded plugins will never max out your RAM. When Receptor has only 40% of its available RAM
remaining, then the oldest Zloaded plugins will be dropped, allowing you to regain the RAM that they
previously occupied. Obviously, the more RAM you add to Receptor, the more plugins that Receptor will
be able to set aside in RAM and the “snappier” the box will be.

*  One possible downside to enabling Zload concerns customers who use large sample libraries. Because the
set-aside cache of Zloaded plugins may consume up to 60% of your unit’s available RAM, this memory
may not be available for loading samples. For example, if you have a sample that currently consumes 70%
of your Receptor’s memory, you’ll be able to load that sample as long as your Zloaded plugins haven’t
consumed more than 30% of your Receptor’s RAM. But, if your cache of Zloaded plugins exceeds 30%
of the available RAM, then the sample will not load. Again, the best remedy is to purchase and install
additional RAM into Receptor.

Obviously, to see the effects of Zload, a plugin must be instantiated at least once. But, once instantiated, that
plugin remains in RAM and any future instantiations will occur very quickly. If you tend to use a lot of the same
plugins in all your patches, then Zload will dramatically speed up plugin instantiation and patch loading.

When you turn Receptor off, all Zloaded plugins are cleared from RAM. This means, when you turn Receptor
back on, first instantiations of plugins will again occur at normal speed, but subsequent instantiations will be
very fast.
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Here are a couple more details you may wish to know about Zload:

*  Some plugins keep audio in a buffer that does not get flushed when it’s set-aside by Zload. When this
happens, that plugin may make sound when re-loaded (since it will then empty its audio buffer). This
is a fairly rare occurrence and is pretty harmless in studio operations. But, if you’re using Receptor
live or sequencing with Single or Multi patch changes, you may want to check for this and, if it proves
problematic, disable Zload.

*  Zload is currently disabled for all “Unsupported Plugins” whether you choose to enable Zload or not.
Future versions of Receptor will allow direct plugin-by-plugin control of Zload, so you can choose exactly
which plugins you want Zloaded and which you don’t.

Zload is a great asset that will greatly improve instantiation and patch loading speeds. Give it a try.

SETUP: Install/Upgrade

Rotate the top display knob to select the Install/Upgrade option. Use this option to install any software
updates, plugins, patches or other files currently contained in Receptor’s “Drop Installers Here” directory. For
more information about installation various file types, see “Drop Installers Here” on page 166.

SU Install/Upgrade <>
mmu 4 files

If there are currently files in Receptor’s “Drop Installers Here” folder, then the bottom line will read <n> files,
where <n> is the number of files currently in that directory. You must push the bottom display knob to install
files. If there are no files to install, the line will read None available.

To install files:

1 Press the bottom display knob to apply the installation process.

The screen will ask if you are sure you want to install.

SU Are you sure? <>
i No

2 Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.
The LCD reads “Installing...” as Receptor installs any package or patch files currently in its “Drop Installers Here”
folder. When installation is complete, the display will indicate how many files were successfully installed and how many

failed.

NOTE: Some installations (such as most system updates) will make Receptor automatically restart. If Receptor
needs to restart after installing an update, it will not display the number of successfully installed files.

SETUP: Uninstall Plugins

Rotate the top display knob to select the Uninstall Plugins option. Use this option to uninstall any plugin
currently installed within Receptor.

SU Uninstall Plugins <
MM SuperSexySynth

To uninstall a plugin:
1 Rotate the bottom display knob to select the plugin you wish to uninstall.

The list will contain the name of every Receptor plugin in alphanumerical order. The plugin name is flashing, indicating
you must press the bottom display knob to apply it.
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2  Press the bottom display knob.

The screen will ask if you are sure you want to uninstall the selected plugin.

SU Are you sure? <
i Yes

3 Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

Receptor uninstalls that plugin and all patch banks associated with that plugin.
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6

Editing, Saving, and Metering

This chapter discusses how to:

Edit patches
Save, copy, delete, and rename patches

Meter the signal level at various points in the mixer

These functions are all performed using the three Modifier buttons on Receptor’s front panel.

Input Level LCD

Master Volume View Buttons

Power Button

Input Level LED Display Knobs

VOLUME usH SINGLE SOURCE FX8
OR

FXC Mix
[RESEARCH] _— :
usB

©
PHONES it muLTI SETUP EDIT SAVEIFILE  METERS

LEVEL POWER

INPUT

- =

Headphone Jack Modifier Buttons

Soft Knobs
Guitar/Instrument Input USB Port

Modifier Basics

Basically, a Modifier button acts upon the patch or signal represented by the correspondingly lit View button.

If the EDIT button is on, then you can select what you edit by pressing the corresponding View button and
selecting the desired channel. For example, if you wanted to edit the plugin assigned to FX B on Channel 2,
you would press EDIT, then FXB, then push/turn the top display knob to select Channel 2.

If the SAVE/FILE button is on, then you can select what you want to save by pressing the corresponding
View button and selecting the desired channel. For example, if you wanted to save the patch assigned to
the SOURCE plugin on Channel 1, you would press SAVE, then SOURCE, then push/turn the top display
knob to select Channel 1.

If the METERS button is on, then you can select what you want to monitor by pressing the corresponding
View button and selecting the desired channel. For example, if you wanted to see what the signal level is
at the output of Channel 3, you would press METERS, then MIX, then push/turn the top display knob to
select Channel 3.
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EDIT Button

One of the many advantages of VST plugins is that each plugin can have a unique graphical interface to make
editing easy. Receptor supports graphical plugin editing via its built-in keyboard, mouse, and monitor inputs
(discussed in the “Graphic Editor” section on page 85) or by remote computer control (discussed in “Remote
Control of Receptor” on page 174). However, there may be times when you may want to “tweak” a patch via
Receptor’s front panel. This is what Edit Mode is for.

Each plugin that ships with Receptor has a factory-determined collection of parameters assigned to appear on
the front panel when you enter Edit Mode. In addition, Receptor supports direct editing of up to 4 parameters
using the four dedicated soft knobs on the front panel. Think of this almost like having a small built-in MIDI
control surface!

Using Receptor’s graphical Ul you can change those factory defaults: adding, removing, or rearranging the
parameters that appear on the front panel (see “Learn Mode” on page 113 to learn how).

Like all of Receptor’s Modifier buttons, the EDIT button works in conjunction with one of the View buttons.
For example, if you want to edit a synthesizer plugin assigned to the SOURCE slot on Channel 5, you would:

1  Press SOURCE.
This tells Receptor you want to edit a VSTi plugin.

2  Press the top display knob to enter Channel Select Mode, then rotate it to select Channel 05. Press it again
to exit Channel Select Mode.

This tells Receptor that you want to edit the VSTi assigned to Channel 5.
3  Press EDIT.
This puts Receptor into Edit Mode.
You can exit Edit Mode at any time by simply pressing the EDIT button again to turn it off.

The parameters available in Edit Mode depend completely on the type of plugin or patch you’re editing.
However, all patches are edited using an identical methodology.

EDIT: <Parameter>

Receptor can define, for each plugin, which parameters should be displayed on the front panel and in what
order they should be displayed (as discussed in “Learn Mode” on page 113). These parameters appear whenever
Receptor is in Edit mode and is set to view an instantiated Source or FX.

01 Filter Frequency >
i 27

Rotate the top display knob to scroll through the list of parameters. Rotate the bottom knob to change the value
of the indicated parameter.

NOTE: Parameter editing exists only for VST effects and instruments. If you press EDIT when the SINGLE,
MULTI, or MIX buttons are lit, you'll see that Edit Mode is not available.

EDIT: Using the Soft Knobs

By default, Receptor assigns the first four parameters to the four soft knobs on the front panel. For example, an
“analog” synth plugin might have its first four parameters assigned to:

*  Frequency
¢ Resonance
e« Attack

¢ Release
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In this example, if you turned Soft Knob B, the display would change to display the “Resonance” parameter,
and you would see its value change as you rotated the knob. When you stop rotating a soft knob, the display
returns to normal within about a half-second.

If you want to see which parameter is assigned to a soft knob without actually turning it, simply push the soft
knob -- the display will show the associated parameter name and value for a period of about one second.

In effect, this gives you instant and simultaneous control of up to five parameters: the first four plus whichever
parameter you’ve scrolled to using the top display knob.

EDIT: “Panic” Feature

The EDIT button performs a special “panic” function when used with Setup Mode. Specifically, if you ever
experience a situation in which a note gets stuck “on,” simply press the SETUP button followed by the EDIT
button. This “panic” feature sends an all notes oftf MIDI message to all 16 of Receptor’s instrument channels,
silencing any note that might be stuck on.

SAVE/FILE Button

Press SAVE/FILE to enter Save/File Mode. Within Save/File Mode you can save, delete, copy, and rename any
bank or patch type supported by Receptor. This includes:

»  Single patches - A single patch contains a single Instrument’s SOURCE assignment plus all its in line FX
plugin/patch assignments and their routing.

*  Multi patches - A multi patch contains all Instrument channels, the two effects bus channels, and the master
channel settings -- essentially an entire Receptor configuration.

*  Plugin patches - A plugin patch is the standard .fxp patch associated with a particular plugin. Each VST
instrument and effect has its own patch format and all are supported by Receptor.

Note: When the SETUP button is lit, press the SAVE/FILE button to see a screen showing you an overview of
Receptor'’s 19 channels and their current status. For more information, see “SETUP: Channel Status” on page
59.

Even though Receptor supports so many types of patch formats, the method used to save, copy, delete or rename
them is the identical. For example, if you wanted to save the edits you made to an effect assigned to FX B of
Channel 3, you would:

1 Press FXB.
This tells Receptor that you want to perform your operations on FX B.

2  Press the top display knob to enter Channel Select Mode, then rotate it to select Channel 03. Press it again
to exit Channel Select Mode.

This tells Receptor that you want to perform your operations on the FX B assigned to Channel 3.
3  Press SAVE.
This puts Receptor into Save Mode.

NOTE: If you try to SAVE a patch for a slot that currently has no plugin assigned, the display will say “Save/
File Mode Unavailable.” You can cancel the Save operation at any time by simply hitting the SAVE button
again to turn off Save Mode.

The following sections discuss each of the options available in Save Mode.
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SAVE/FILE: Save Patch

Rotate the top display knob to select the Save Patch option. This operation will overwrite the patch stored on
disk with what’s in the edit buffer. If you want to save the patch to a different bank or rename the patch prior to
saving it, you must use the Save Patch As option, discussed in the next section.

01 Save Sngl Patch >
i 052 : Amanda Lynn

The top line of the display appears in the following format...
Save <type> Patch

...where <type> is the type of patch selected with the view buttons (MULTI, SINGLE, SOURCE, FX A, FX B,
or FX C).

The bottom line displays the current patch name and number, which is flashing to indicate that you must press
the bottom display knob to apply your selection.

To save a patch over the existing location:
1 Simply press the bottom display knob.

Receptor asks you to confirm whether you want to overwrite this patch.

01 Are you sure? >
i No

2 Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

Receptor overwrites the patch at the selected location.
NOTE: Receptor's Factory patches are ROM patches, meaning you cannot overwrite or delete them. ROM
banks and patches have angle brackets around their names, like <this>. If you modify a ROM patch and try to

save it, the Save Patch option will not be available. Your first Save option will therefore be Save Patch As,
discussed next. For more information, see “ROM Banks and RAM Banks” on page 127.

SAVE/FILE: Save Patch As

Rotate the top display knob to select the Save Patch As option. Use this option to save the current patch edit
to any bank and patch location, using any patch name you choose. Selecting this option will present you with a
number of pages to step through in which you can select which Bank to save the patch in (including creation of
a new bank), which patch number to save it to, and what to name it. Don’t worry, Receptor guides your process
every step of the way.

01 Save Sngl Patch As <>
Mim Bank:Mel |l ow Sounds

The top line of the display appears in the following format...
Save <type> Patch As

... where <type> is the type of patch selected with the view buttons (MULTI, SINGLE, SOURCE, FX A, FX B,
or FX C).

The bottom line initially displays the current bank name, which is flashing.
If you wish to save the patch to the current bank:

1 Simply press the bottom display knob and proceed to step 6.
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If you wish to store the patch within a different bank:

2

10
11

12

Rotate the bottom display knob to select a different bank.
The bank name is flashing, indicating you must press the bottom display knob to apply the change.
Press the bottom display knob to apply your selection and proceed to Step 7.

If, when selecting a bank, you decide you want to create a new bank in which to store the patch, rotate the
bottom display knob to the very end, at which point the display will read Bank: (NEW) .

01 Save Sngl Patch As <>
mim Bank: (NEW)

The display will now allow you to rename the bank. Receptor automatically creates a new bank with the name
BANK n, where “n” represents the order number of the bank.

01 Rename (Cursor <>) <>
MMm Bank:Bank 5

Rotate the top display knob to move the cursor. Rotate the bottom display knob to change the underlined
character.

To delete a character, press the top display knob and the underlined character will be deleted.

Rotate the top and bottom display knobs to rename your bank, then press the bottom display knob to
apply the name change.

The bottom line of the display is now used for selecting which of that bank’s 128 patch locations should
store your patch.

01 Save Sngl Patch As <>
mim 0852 :Amanda Lynn

If you wish to overwrite this patch, simply press the bottom display knob and proceed to step 10.

If you wish to save the patch to a different patch number, rotate the bottom display knob to select the
desired patch number.

The patch number is underlined and flashing, indicating you must press the bottom display knob to apply your
selection. If a patch location is currently empty, the display reads (empty).

Press the bottom display knob to apply your selection.

The display will now allow you to rename the patch, if you desire. If you don’t wish to rename the patch,
simply press the bottom display knob and continue to Step 12.

01 Rename (Cursor <>) <>
mir 052 : Amanda Lynn

Rotate the top display knob to move the cursor. Rotate the bottom display knob to change the character over which the
cursor appears. The entire patch name flashes, indicating you must press the bottom display knob to apply the name
change.

NOTE: You can delete the underlined character by pressing the top display knob.

Rotate the top and bottom display knobs to rename your bank, then press the bottom display knob to
apply the name change.
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13 Receptor asks you to confirm the save operation.

01 Are you sure? <>
i No

14 Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

Receptor overwrites the patch at the selected location.

SAVE/FILE: Copy Patch

Rotate the top display knob to select the Copy Patch option. Use this option to copy any patch (of a particular
type) to a new location.

01 Copy Patch From <>
MMM Bank:Mel low Sounds

Patch copying is a multi-page option. You must first tell Receptor which Bank to look in, then which Patch to
copy before confirming your choice.

1 Rotate the bottom display knob to select the bank containing the patch you wish to copy.
The bank name is flashing, indicating you must press the bottom display knob to apply your selection.
2 Press the bottom display knob to apply your selection.

The bottom line of the display is now used for selecting which of that bank's 128 patches you wish to copy from. The
patch number is underlined and flashing indicating you must press the bottom display knob to apply your selection.

01 Copy Patch From <>
mim 052 :Amanda Lynn

3 Rotate the bottom display knob to select the patch you wish to copy then press it to apply your selection.
The top line of the display now reads Copy Patch To and the bottom line displays the current bank name.

01 Copy Patch To <>
MmN Bank:Mel |l ow Sounds

4  Rotate the bottom display knob to select the bank you wish to copy the patch to.
The bank name is flashing, indicating you must press the bottom display knob to apply your selection.
5 Press the bottom display knob to apply your selection.

The bottom line of the display is now used for selecting which of that bank’s 128 patches you wish to copy to. The patch
number is underlined and flashing, indicating you must press the bottom display knob to apply your selection.

01 Copy Patch To <>
mim 075: (empty)

6 Rotate the bottom display knob to select the patch number you wish to copy to.
If a patch location is currently empty, the display reads (empty).
7  Press the bottom display knob to apply your selection.

The display will say Are you sure? and blink.
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01 Are you sure? <>
i No

Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

Receptor copies the patch to this location, naming it <original patch name>-C. For example, if you copied a
patch named, “Claire Annette” to another location, the copied patch would be named Claire Annette-C.

You can always rename a bank or patch using the Rename option discussed in “SAVE/FILE: Rename Bank” on page
80.

SAVE/FILE: Delete Bank

To delete an entire bank of patches:

1
2

Rotate the top display knob to select Delete Bank.
Rotate the bottom display knob to select the bank you wish to delete.
The bank name is flashing, indicating you must press the bottom display knob to apply your selection.

01 Delete Bank <>
i Bank: Experiments

Press the bottom display knob to apply your selection.
The display will ask if you re sure.

01 Are you sure? <>
i No

Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

IMPORTANT: Receptor will delete the entire bank and all patches contained within it, so be careful.

SAVE/FILE: Delete Patch

To delete a patch:

1
2

Rotate the top display knob to select Delete Patch.

Rotate the bottom display knob to select the bank that contains the patch you wish to delete.

The bank name is flashing, indicating you must press the bottom display knob to apply your selection.

01 Delete Patch <>
i Bank: Experiments

Press the bottom display knob to apply.
The bottom line of the display is now used for selecting which of that bank’s 128 patches you wish to delete.
Rotate the bottom display knob to select the patch you wish to delete.

The patch number is underlined and flashing, indicating you must press the bottom display knob to apply your
selection.
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01 Delete Patch <>
mim 052 :Squirrel ‘s Nut
Press the bottom display knob to apply your selection.

The display will ask if you 're sure.

01 Are you sure? <>
i No

Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

SAVE/FILE: Rename Bank

To rename any bank in Receptor:

1
2

Rotate the top display knob to select the Rename Bank option.
Rotate the bottom display knob to select the bank you wish to rename.

The bank name is flashing, indicating you must press the bottom display knob to apply your selection.

01
1

Rename Bank < >
Bank: BANK 5

Press the bottom display knob to apply your selection.

The display will now allow you to rename the bank.

01
1

Rename
B ank

(Cursor
BANK 5

<>) <>

Rotate the top display knob to move the cursor. Rotate the bottom display knob to change the character over which the
cursor appears. The entire bank name flashes, indicating you must press the bottom display knob to apply the name
change.

NOTE: You can delete the underlined character by pressing the top display knob.

Rotate the top and bottom display knobs to rename your bank, then press the bottom display knob to
apply the name change.

The display will as if you 're sure.

01
1

Ar e
N o

you sure? <>

Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.
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SAVE/FILE: Rename Patch

To rename a patch:

1 Rotate the top display knob to select the Rename Patch option.

2 Rotate the bottom display knob to select the bank that contains the patch you wish to rename.
The bank name is flashing, indicating you must press the bottom display knob to apply your selection.

01 Rename Patch <
MMMl Bank:Mel |l ow Sounds

3 Press the bottom display knob to apply.
The bottom line of the display is now used for selecting which of that bank’s 128 patches you wish to rename.
4  Rotate the bottom display knob to select the patch you wish to rename.

The patch number is underlined and flashing, indicating you must press the bottom display knob to apply your
selection.

01 Rename Patch <
M 026 : funKEY

5 Press the bottom display knob to apply your selection.

The display will now allow you to rename the patch.

01 Rename (Cursor <>) <
mim 026 : funKEY

Rotate the top display knob to move the cursor. Rotate the bottom display knob to change the character over which the
cursor appears. The entire patch name flashes, indicating you must press the bottom display knob to apply the name
change.

NOTE: You can delete the underlined character by pressing the top display knob.

6 Rotate the top and bottom display knobs to rename your bank, then press the bottom display knob to
apply the name change.

The display will ask if you 're sure.

01 Are you sure? <
i No

7 Rotate the bottom display knob counter-clockwise to select No, or clockwise to select Yes. Make sure Yes
is shown and press the bottom display knob to apply.

6: Editing, Saving, and Metering 81 Receptor Manual



Meters Mode

Receptor is a completely modular and flexible synth and effects device. Because of this, there may be times
when you’ve inserted a particular plugin that dramatically affects either the signal level for a particular channel
or the overall CPU load on Receptor.

Meters Mode performs three functions:
o It lets you to view the signal level at any point within Receptor’s multi-channel signal chain.
o It lets you to view the CPU load for any individual plugin.

*  When used in conjunction with the SETUP button, it lets you monitor MIDI input activity (see “SETUP:
MIDI Monitor” on page 60).

01 L: EEEEEEEEEEEEEEER !
My R: EEEEEEEEEEEEN

In general, if you press one of the View buttons followed by the METERS button, you’ll monitor both the CPU
usage of that particular plugin, plus the signal level at the output of that plugin.

If you’re familiar with Receptor’s Graphical view, the following illustration shows you all the various places
that you can “tap” the signal and meter it.

Press SOURCE then
METERS to view the CPU
usage of this plugin, plus the
signal level at the output of
this plugin.

Press FX A then METERS to
view the CPU usage of this &
plugin, plus the signal level at Sk T | [
the output of this plugin. | —

Press FX B then METERS to
view the CPU usage of this
plugin, plus the signal level at
the output of this plugin.

Press FX C then METERS to
view the CPU usage of this
plugin, plus the signal level at
the output of this plugin.

Press MIX (or SINGLE) then
METERS to view the CPU
usage of this channel, plus
the signal level at the output
of this channel.

Press MULTI then METERS
to view the CPU usage of
the entire Receptor, plus
the master signal level at
Receptor’s stereo output.
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Metering Signal Levels

Like all of Receptor’s Modifier buttons, the METERS button works in conjunction with one of the view
buttons.

For example, if you want to monitor the signal level present at the output of Channel 3, you would:

1 Press the top display knob to enter Channel Select Mode, then rotate it to select Channel 03. Press it again
to exit Channel Select Mode.

This tells Receptor that it's Channel 3’s Mix level you want to monitor.
2  Press MIX.

This tells Receptor you want to meter the signal at the output of the Mix channel.
3  Press METERS.

This puts Receptor into Meters Mode.

If a signal clips, its indicated by an exclamation point at the far right of the LCD. To clear the clipping indicators,
press the bottom display knob.

4  Exit Meters Mode at any time by simply pressing the METERS button again to turn it off.

As you can see, this is a fairly powerful feature, since it lets you meter the signal level at any part of the audio
chain. For example, if you wanted to meter the signal level coming out of the VSTi assigned to Ch 1 before it
reaches the effect stack, you would:

1  Select Channel 1.
2  Press SOURCE.
3 Press METERS.

NOTE: If Receptor is in SINGLE view when you press the METERS button, the display shows the output of the
current channel (just as if you were in MIX view). If Receptor is in MULTI view when you press the METERS
button, the display shows the output of Receptor s Master channel (just as if you were in MIX View and had
selected the Master (“M”) channel.

Metering CPU Usage

Usually, the 2-character CPU gauge in the lower-left corner of the LCD displays the overall CPU load currently
used by Receptor. However, there may be times when you want to see exactly how much CPU a particular
plugin uses. This, too, is another use for Meters Mode.

Once you’ve put Receptor into Meters Mode, the CPU gauge indicates the CPU usage of a particular plugin or
channel (rather than the global CPU load on Receptor). For example, to see exactly how much CPU processing
is required to play a VSTi synthesizer instantiated on Ch 2, you would:

1  Select Channel 2.
2  Press SOURCE.

3  Press METERS.
The CPU gauge would show you how much CPU that particular VSTi (Source) was using on that particular channel.

METERS: “Load Blank Patch” Shortcut

The METERS button performs a special shotcut when you press it with Receptor in Setup Mode. Specifically, if
you press the SETUP button, then press the METERS button, Receptor will load a blank Multi patch, just as if
you chose this option from MULTI view (as discussed on page 43). This is simply a shortcut that allows you to
quickly load a blank Multi patch into Receptor, giving you a clean slate with which to begin building patches.
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Graphic Editor

This section discusses Receptor’s built-in graphic editor, which is available
by either connecting a keyboard, monitor, and mouse directly to Receptor; or
remotely controlling it from a computer using Ethernet.
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7

Graphic Ul - Mix View

Receptor’s editing capabilities are enhanced by connecting a monitor, keyboard and mouse directly to the
unit, or by networking Receptor with a computer and controlling it from that computer. Both of these methods
employ the same graphical user interface, which is described in this and the following “Graphic UI” chapters.

Receptor is designed to run full-screen on a 1024x768 pixel monitor. Different views are accessed by clicking
the various tabs in the View Bar.

Mix Button Setup Button Edit Button Editor Select Button

| | I I
YT/ V0 =0y — —

--- View Bar Buttons ---

The main Receptor views are:

*  Mix View — Click the Mix button to see Mix View, which is where you configure Receptor’s 16 instrument
channels, 2 effect bus channels, and its master channel. Mix View is discussed thoroughly in this chapter.

*  Setup View — Click the Setup button to see Setup View, which is where you set global MIDI and
communication parameters, and various preferences. Setup View is discussed thoroughly in Chapter 9,
“Graphic UI - Setup View”.

» Edit View — Click the Edit button to see Edit View, which is where you edit any instantiated plugin on
Receptor. To select which plugin to edit, click the Edit Select button and select from the list of currently
instantiated plugins. Edit View is discussed thoroughly in Chapter 8, “Graphic UI - Edit View”.
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Overview of Mix View

Mix View is Receptor’s main and default view. It’s where you configure Receptor’s 16 instrument channels,
2 effect bus channels, and its master channel. As you can see in the following illustration, Mix View contains
five basic areas.

Multi Patch
CPU Gauge

Channel __|
Details

Channel | el el el el el el el el el el ef e ]
Selectors - .

Mixer

--- Mix View’s Five Basic Areas ---

Basic operation couldn’t be simpler. Across the bottom of the screen are all 19 Receptor channels. The top of
the screen is a detailed view of one of those channels.

To assign an audio input, VST instrument or effect to a particular channel, simply open that channel’s detail by
clicking the big Channel Selector button. Click the Source selector and select a plugin from the Plugin Select
panel that appears. Use the bank/patch selectors to select the desired patch.

Use the mixer at the bottom of the screen to adjust volume, pan, and effect sends.

Receptor’s graphical interface shows you only what is relevant. For example, if a channel has no plugins
assigned to it, then it is disabled in the mixer. Similarly, Channel Details show you only those parameters that

are currently accessible. For example, a plugin’s bank and patch selection parameters are not available until you
actually select a plugin.

The following sections discuss the various Mix View elements in detail.
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Mixer Anatomy

The bottom half of the Mix View windows shows... you guessed it... a MIXER! Receptor has 16 different
instrument channels, each of which derives its sound from either a built-in VSTi or from an external audio

input. In addition, Receptor has two dedicated effects busses and a master output channel, resulting in a mixer
with 19 total channels strips.

--- Mixer ---

The following illustration shows, in detail, the elements contained in each type of mixer channel.

Instrument Channel Effects Bus Master Channel

Channel Selector ==/

MasteiVerb

= Send 2 Level

Send 2
- Pre/Post Fader

Send 1 Y
Pre/Post Fader e ||
Pan/Balance =&

Mute = == Solo

Volume ==

=== (Channel Level
Output

Assignment s | oupu|
Channel Number ™ ==
--- Mixer Channel Strip Details ---

== Channel Bypass

NOTE: These parameters are the same as those accessed from the MLX button on Receptor's front panel. In
most instances, Receptor's Graphical User Interface mirrors its front panel operations quite closely.

The following sections discuss, from top-to-bottom, each mixer channel parameter illustrated above.
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Channel Selector

The giant glowing button at the top of a mixer channel is the Channel Selector. By default, Channel Selectors
always display the name of the Source, with the exception of the two busses and master, which display the
name of the first instantiated effect. Click a Channel Selector to view all the information for that channel in the
upper Channel Details area. The Channel Details area (as discussed in “Channel Details Overview” on page 94)
is where you assign instruments, effects, and patches to each channel, so these buttons will get quite a virtual
workout.

Basically, the Channel Selector works as follows:

(none)

*  When a Channel Selector is gray (as seen above), it means that a channel does not have any plugins
assigned to it and it displays “(none)” as the track name. Click a gray Channel Selector to display the
Channel Details area for that channel. Once the Channel Details are displayed, you may assign a sound
Source and various insert effects to a channel.

SHORTCUT: Shift-click a gray Channel Selector to open a Source Select panel for that channel. This saves
you a step since you don 't have to display the Channel Details before you select a Source.

Albino 2

*  When a button is blue (as seen above), it means that one or more plugins are assigned to that channel
but that channel is not currently visible in the Channel Detail at the top of the screen. If you click a blue
Channel Selector, it will turn orange, and that channel’s parameters will appear in the Channel Detail area.

SHORTCUT: Shift-click a blue Channel Selector to open a Source Select panel for that channel. This lets
you instantiate a different Source without first opening the Channel Detail area. Ctl-click a blue Channel
Selector to uninstantiate all plugins on that channel, thus clearing it in one swift action.

ComboSistar

*  When a button is orange (as seen above), it means that one or more plugins are assigned to that channel and
that it’s the channel whose parameters are currently visible in the Channel Details at the top of the screen.

SHORTCUT: Shift-click an orange Channel Selector to open a Source Select panel for that channel. This
lets you instantiate a different Source without first opening the Channel Detail area. Ctl-click an orange
Channel Selector to uninstantiate all plugins on that channel, thus clearing it in one swift action.
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Plugin Overview

The Plugin Overview icons may be tiny, but they’re very useful. They provide a visual overview of all the
plugins in Receptor. With a quick glance, you can see which channels have instantiated plugins and which
channels have bypassed plugins.

FXA, B, Clcons
Source Icon

|
EHREEK

Instantiated Plugins Bypassed Plugin

Uninstantiated Plugin

These icons can be quite useful when trying to track down a rogue plugin that might be hijacking Receptor’s
valuable CPU resources.

Send 1 Level

Use this fader to set how much signal to send to Receptor’s Effects Bus 1 (whose effect chain is configured in
the B1 channel).

NOTE: Send Levels are not present in the Effects Bus channels nor the Master channel.

Send 1 Pre/Post hutton

This button determines whether the signal is routed to Effects Bus 1 before (pre) or after (post) going through
the channel volume.

In the default post fader position (the button is dark), changing the strip’s volume level changes the amount of
effected signal proportionately.

In the pre fader position (the button is on and purple in color), the Send Level and Volume level act
independently. This is useful if, for example, you wish to hear only an effected signal with no dry signal, which
you would accomplish by turning on the Pre Fader button and setting the Volume level to zero.

NOTE: Since Send Levels are not present in the Effects Bus channels or the Master channel, neither are the
Pre/Post buttons.

Send 2 Level

Use this fader to set how much signal to send to Effects Bus 2 (whose effect chain is configured in the B2
channel).

NOTE: Send Levels are not present in the Effects Bus channels nor the Master channel.

Send 2 Pre/Post hutton

This button determines whether the signal is routed to Effects Bus 2 before (pre) or after (post) going through
the channel volume.

In the default post fader position (the button is dark), changing the strip’s volume level changes the amount of
effected signal proportionately.
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In the pre fader position (the button is on and purple in color) the Send Level and Volume level act
independently. This is useful if, for example, you wish to hear only an effected signal with no dry signal, which
you would accomplish by turning on the Pre Fader button and setting the Volume level to zero.

NOTE: Since Send Levels are not present in the Effects Bus channels or the Master channel, neither are the
Pre/Post buttons.

Pan/Balance

Slide the Pan/Balance fader left and right to position the Instrument in the stereo field. Control-click the fader to
reset it to the default center position.

All Receptor channels are stereo so, if an instantiated plugin is actually mono, Receptor will double the signal
such that the left and right channels are identical. In the case of mono plugins, this parameter works like a
traditional pan control. In the case of stereo plugins, it acts as a balance control.

Mute

Below the Pan fader is the Mute button (as indicated by the “M”). Click the Mute button to disable a channel’s
output. Muted channels are also indicated in the Meter Bridge. Plugins on a muted channel are still active and
using CPU resources. Use the Bypass button if you want to mute a plugin (or channel) and also free up CPU
resources.

NOTE: Mute and Solo buttons are not present in the Master channel.

Solo

To the right of the Mute button is the Solo button (as indicated by the “S”). Click the Solo button to hear only
this (and any other soloed) channels. Soloing a channel automatically mutes all channels that aren’t currently
soloed, allowing you to isolate specific channels for editing.

NOTE: Mute and Solo buttons are not present in the Master channel.

Volume

The big fader is, of course, the Instrument Channel’s Volume fader. Use it to adjust the overall volume level of
the instrument. Control-click the fader to reset it to its default, nominal level.

Output Assignment Selector

Click the button labelled “Output” to open the Output Assignments panel.

Output Assignments

Mixer Channel
12 34567 8 910111213141516

Master Bus |l
Analog LR + ADAT /2 | 4 | | J J . JJ 4 4 41|
ADAT. 2/ o ol

ADAT 58 i L
ADAT 78 4 i A A A A
SFDIELR. S A A A Al

NMote: Analog LR and ADAT 1,2 cannot be disabled on Receptor's Ma ster (M) channel

7: Graphic Ul - Mix View 92 Receptor Manual



Use the Output Assignments panel to route the output of any channel to a particular hardware output or (for
Channels 1-16, and Effects Bus 1 and 2) to the Master channel bus. Output routings are displayed in a simple
grid, where a blue button indicates that an output is active and a white button indicates that an output is not
active.

Receptor’s 19 channels, consisting of instrument channels 1-16, Effects Bus 1 (B1), Effects Bus 2 (B2), and the
Master (M) channel appear in columns. All possible output routings appear in rows, and include:

Master Bus - this is the default routing for the 16 instruments channels and two effects busses. When you
route a channel to the Master bus, it’s output signal appears on the output(s) assigned to the Master (M)
Channel. Click the Master Bus button beneath any channel number to turn the output on or off for that
channel.

Analog L/R + ADAT 1/2 - The Analog L/R and ADAT 1/2 outputs are duplicated on Receptor. Whatever
appears on the analog output appears on the ADAT 1/2 output and vice-versa. Although you may route
any channel directly to this output, Receptor’s Master Channel is permanently routed to the Analog L/R +
ADAT 1/2 output. So, if you’re wanting to route some channels to separate outputs for submixing purposes,
you’ll probably want to choose another output pair. Click the Analog L/R + ADAT 1/2 button beneath any
channel number to turn the output on or off for that channel.

ADAT 3/4 - You may route the output of any channel to ADAT 3/4. This is ideal if you wish to set up
separate submixes or apply external effects to one or more Receptor channels. Click the ADAT 3/4 button
beneath any channel number to turn the output on or off for that channel.

ADAT 5/6 - You may route the output of any channel to ADAT 5/6. This is ideal if you wish to set up
separate submixes or apply external effects to one or more Receptor channels. Click the ADAT 5/6 button
beneath any channel number to turn the output on or off for that channel.

ADAT 7/8 - You may route the output of any channel to ADAT 7/8. This is ideal if you wish to set up
separate submixes or apply external effects to one or more Receptor channels. Click the ADAT 7/8 button
beneath any channel number to turn the output on or off for that channel.

S/PDIF L/R - You may route the output of any channel to the stereo S/PDIF output. This is ideal if you
wish to set up separate submixes or apply external effects to one or more Receptor channels. Click the
S/PDIF L/R button beneath any channel number to turn the output on or off for that channel.

To close the Output Assignments panel and keep your changes, click the Close button. To close the Output
Assignments panel and cancel all changes made since opening the panel, click the Cancel button. To reset all
Receptor channels to their default output assignments, click the Defaults button.

NOTE 1: The same Output Assignments panel opens no matter which channel’s Output Assignment Selector
you click. Opening the Output Assignments panel gives you a quick one-screen overview of Receptor's entire
output configuration.

The Output Assignment Selector at the bottom of each panel has two color states. If the button is gray, it
means that the channel is set to its default output assignments. If the button is blue, it means you are currently
overriding the default output assignment for that channel.

Custom Output Routing
Default Output Routing
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Channel Number

The channel number appears at the bottom of the channel strip. Instrument Channels are numbered 1-16. Effects
Busses are numbered B1 and B2 (for “Bus 1” and “Bus 2”). The Master output channel is labeled “M”, for
Master. These are the same numbers that appear in the top left corner of Receptor’s front panel LCD.

NOTE: By default, an instrument s channel number is also its MIDI receive channel, unless you manually
override that value using the Source slot’s MIDI Filter Button (discussed later in this chapter).

Channel Bypass

Click the Channel Bypass button to bypass every plugin in that channel. When a channel is bypassed, it’s
Bypass button is yellow (as are the Bypass buttons for all plugins in that channel).

If the channel is already bypassed, then clicking the Channel Bypass button will un-bypass the channel and
every plugin in that channel.

The Channel Bypass button provides a quick and effective way to instantly regain all the CPU resources used
by a channel’s plugins, which can help when balancing Receptor’s processing needs.

POWER USER TIP: Channel Bypass is great for live performance. You could, for example, load a large Multi
patch with every instrument channel set to respond to the your MIDI controller s MIDI transmit channel, and
with all but one instrument channel bypassed. You could then switch between patches (and synths) by bypassing
and un-bypassing instrument channels. Essentially, this gives you a very quick way to change patches in a live
situation, without recalling patches and waiting for a number of plugins to instantiate.

Channel Levels
The Channel Levels show the output volume of the Instrument channel. If a level has clipped, the red LED will
remain lit until cleared. You can clear the clipping indicator by clicking it.

NOTE: Watch these levels carefully! There can be quite a bit of signal level variation between different plugins.
Some boisterous plugins may clip the output levels at the channel s default volume — others may have rather
subdued outputs.

Channel Details Overview

The top half of the Mix View windows shows the detailed plugin assignment parameters for the channel whose
Channel Selector button is currently glowing orange.

Channel Number

4, || CombosSister

Source Slot Sl = B e ’ .
pet T g Single Patch Slot

ErE!Illll

4| Lexicon PSP 42 da(mry
FX Slots | B s ) ] ETET

e I — | snoLe
!_I—Ell—l_l_li' T8 | |Lssere () {5 an-

FX Routing

--- Channel Details Overview ---

The following sections discuss the various Channel Detail parameters in depth.
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Source Slot Anatomy

These parameters are nearly the same as those accessed from the SOURCE button on Receptor’s front panel.
They define a channel’s audio source (either an external audio input or a VSTi) and, as such, are only available
in Instrument Channels. There are no Source Slots in either the Effects Bus or Master channels.

Source Selector

Bank Selector

Save/File
MIDI Filter

| <factory=

<Deep Reed>

| LL Prev/Next Patch

Patch Selector

Source: Source Selector

Click the Source Selector to open a pop-up panel of audio sources for the instrument. An audio source can
be either a VSTi (software plugin) or an external audio input. If you select a VSTi, Receptor instantiates that
plugin. If you select an audio input, Receptor uses the signal appearing at that input as the audio source.

-

Guitar Input

S/PDIF Input

4Font Bass Module
4Font EPiano Module
4Font Piano Module
4Font Rhode Module
A-Sine

Albino 2

B4

Beast

Cheeze Machine
Claw

ComboSister
Cosmaogirl Il

CronoX

Crystal

C5-80V

daAlfazk

daHomet

daCrigan

Delay Lama
Drawbar - SynthEdit
Dium Kid 4 - SynthEdit
DX10

E-Flex 2.1 - SynthEdit
EMM Knagalis
ePiano

EVE

Express 3 - SynthEdit
FLP4

GTG 7 - synthEdit
GTG Micmo - SynthEdit
JG3

Kompakt

LOG 2 - SynthEdit
Lounge Lizad EP-2
MicroSynth

MP 5.1 - SynthEdit
Pandemonium

PD Poly - SynthEdit
Piano

PlastiCZ

FPQN Cooly

FPQN Mopar

RM NI

RM IV

sfz

Slayer2

Synger

The Devil Inside
TickyClav
Tranzister - SynthEdit
Triangle |

Triangle I

LISE Plugsound Free
Vanguard

Wave 2.1 - SynthEdit
YUNO 2 - SynthEdit
zita+

Select Plugin to Instantiate

I(none) FM7
Line Input Free Alpha

View plugin type:

.’Cancel i

d

Select the desired source from the pop-up Source panel to instantiate it. Sources appear in the list as follows:

(none) - This option always appears on top. Selecting it uninstantiates a Source plugin. When you
uninstantiate a Source plugin, you automatically clear any FX instantiations used in the channel.
Essentially, (none) provides a shortcut for completely clearing an instrument channel.

Audio Inputs - These always appear just below the (none) option and are shown in red, indicating that they
are audio input sources, not VSTi plugins.

VSTi plugins - All VSTi plugins appear in alphabetical order. Some plugins may have a 2-character prefix
contained inside a square bracket. This prefix, described a bit later, does not alter the display order of

plugins.

7: Graphic Ul - Mix View

95 Receptor Manual



If you wish to limit the number of plugins in the list, you can view only those plugins of a particular type.
Click the “View plugin type” menu to select whether you want to see all available plugins, or just those from a
particular manufacturer. You can also choose to view only the available audio inputs. If more than 128 plugins
are currently available, then NEXT PAGE and PREVIOUS PAGE icons will appear at the bottom of the Plugin
Select panel. Use these to view the next or previous set of 128 plugins.

Some plugins may have bracketed prefixes before their names. Here’s what they mean:

*  [##] - This means that a demo version of the plugin is currently installed and that, by instantiating it, you
will activate its demo period.

*  [nn] - In this case, nn = some number, such as 17, or 03, or 11. This means that the plugin is currently
running in demo mode and this prefix shows you how many days remain in your demo period.

e [--] - This means that the installed plugin must be purchased in order to be instantiated. You will see this
symbol when a demo period has expired or if no demo is available for a particular plugin. Also, when you
turn on Receptor, your iLok is scanned for licenses after the unit starts up. Because of this, it’s possible that
plugins you have purchased will display the [--] prefix for the first couple of minutes. Don’t worry. Your
purchased premium plugins will still instantiate if selected. It just takes a couple of minutes for Receptor to
scan all the plugins and update their prefix display, which it does in the background so that Receptor will
start up as quickly as possible.

e [??] - This means that an error is preventing you from instantiating this plugin. In most cases, it appears
because the iLok is not inserted into Receptor properly.

* [XX] - This means that the plugin is no longer on Receptor’s hard drive. Obviously, this will only appear if
you have loaded a Single or Multi patch that references a plugin no longer on Receptor.

*  No Prefix - If there is no prefix before a plugin name, that means it’s either a free plugin or a premium
plugin that you have purchased.

Source: Bank Selector

The Bank selector is available only if you selected a VSTi in the Plugin selector. It will not appear if you select
an audio input for the source.

Click the Bank Selector to open the Load Panel to its Bank List view. The bank you select determines the list of
patches that appear in the Load Panel’s Patch List.

In general, select the desired bank from the Load Panel, then click the Load Panel’s Patch tab to select a patch to
load from within that bank. For detailed information about loading banks and patches, see Chapter 10, “Graphic
UI - Loading Patches”.

SHORTCUT: When the Load Panel is open, press CTL-TAB to switch back and forth between the Bank and
Patch tabs without using the mouse.

Source: Patch Selector

The Patch selector is available only if you selected a VSTi in the Plugin selector. It will not appear if you select
an audio input for the source.

Click the Patch selector to open the Load Panel to its Patch List view. The Patch List contains the names and
numbers of all 128 patches stored within the current bank.

In general, select the desired patch from the Patch List and close the Load Panel when you’re finished. For
detailed information about loading banks and patches, see Chapter 10, “Graphic UI - Loading Patches”.

The patch selector shows the name of the current patch. If a patch has been modified since it was loaded from
disk, its name is italicized.

SHORTCUT: When the Load Panel is open, press CTL-TAB to switch back and forth between the Bank and
Patch tabs without using the mouse.
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Source: Prev/Next Patch Buttons

The button with the left-pointing arrow selects the previous patch in a patch list without having to open the
patch panel. The button with the right-pointing arrow selects the next patch in a patch list without having to
open the patch panel.

NOTE: If you re currently displaying the last patch in a bank and you click the Next button, Receptor will load
the first patch in the following Bank. Similarly, if you're currently displaying the first patch in a bank and you
click the Prev button, Receptor loads the last patch in the previous bank. In other words, it's possible to use the
Prev/Next buttons to step through every patch, no matter how many banks are associated with a plugin.

Source: Bypass Button

Click this button to bypass the instrument slot. An instrument slot is bypassed when the button is bright
yellow. In addition, all text in a bypassed slot appears grey, further indicating that it’s bypassed. Bypassing an
instrument mutes that instrument and releases the CPU resources required to run it. Bypass is useful whenever
Receptor’s CPU resources are maxed out and you want to disable a particular plugin.

NOTE: If you bypass an Instrument whose Source is set to one of the audio inputs, then the audio input is
muted, but no significant amount of CPU resources are saved (since routing audio uses much less processor
than instantiating a VSTi).

Source: MIDI Filter Button
This button opens the corresponding channel’s MIDI Filter panel and displays some information about the state
of that filter. Specifically:

*  The number on the button displays the MIDI Filter panel’s Listen to MIDI Channel value. By default, this
number equals the Instrument Channel number and appears in white text. If you override the value in the
MIDI Filter panel, the text will be yellow.

*  The button color indicates whether or not any MIDI filtering is applied.
Gray button = NO MIDI Filtering is active

|
|

Blue button = MIDI Filtering is active

If the button is gray, then no MIDI filtering is applied and every parameter in the MIDI Filter panel is
set to its default state. If the button is blue, then some form of MIDI filtering is in effect (meaning some
parameter in the MIDI Filter panel is set to something other than the default value.
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Click the MIDI Filter button to open the MIDI Filter panel for that channel.

MIDI Filter: CH 02

Vs oty MW | JE N JEA N JE N N JECY JEEY JEEX JEEY JEV JEET ECY T
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--- MIDI Filter Panel ---

The MIDI Filter panel is used to re-channelize, remap, and filter the MIDI data used to control a particular
Receptor channel. From top-to-bottom, the MIDI Filter panel contains the following elements:

* Listen To MIDI Channel

*  Play Plugin MIDI Channel
* Note Range

*  Velocity Range

¢ Ch Transpose

The following sections discuss each of these elements in detail.

Listen to MIDI Channel

Use this section to tell Receptor which MIDI channel to route to the selected VSTi. By default, an instrument
channel listens to the like-numbered MIDI Channel. For example, the VSTi you instantiate on Instrument
Channel 6 would respond to data coming in on MIDI channel 6. In general, you will change this default
mapping whenever you want to stack two or more VSTi’s on the same MIDI channel (to create either layered
sounds or split keyboards).

For example, you might want to instantiate an analog synth on Instrument Ch 1 and a string synthesizer on
Instrument Ch 2, but play them simultaneously from your keyboard to create a thicker, richer sound. To do this,
you would set the source on Instrument Channel 2 to listen to MIDI Ch 1. Now, when you play your MIDI
keyboard using MIDI Ch 1, Receptor plays both the VSTi assigned to Instrument Ch 1 and the one assigned to
Instrument Ch 2.

You can choose between MIDI channels 1-16, or you can choose ALL, which means that the VSTi receives
MIDI data from any and all MIDI channels.

The MIDI Filter button shown in Mix view always displays the Listen to MIDI Channel value.

NOTE: The Listen to MIDI Channel setting only changes the MIDI channel used to control the sound being
produced by an instantiated VSTi. It does not re-channel the data used to control the Instrument’s Mixer
Channel (such as Volume, Pan, Effects Send Levels, and so on). For example, if you instantiated a VSTi on
Instrument Channel 2, but told it to receive on MIDI Ch 1, the VSTi would respond to note, pitch bend, mod, and
sustain pedal data on MIDI channel 1, but the Instrument Channel s volume, pan, effects send levels, and so on
would still respond to MIDI channel 2. This allows you to separately address and mix Receptor's 16 instrument
channels, even though some of them may use layered or zoned instruments.
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Multitimbral Synth Tip: Note that the Listen to MIDI Channel and Play Plugin MIDI Channel settings, when
used together, let you play multiple channels on a multitimbral VSTi. If you instantiate a multitimbral VST and
assign its LISTEN TO value to ALL and its PLUGIN CH value to THRU, then every incoming MIDI channel
will be thru’d to the like-numbered VST channel, allowing for multitimbral operation of that VST.

Play Plugin MIDI Channel

Use this section when a plugin needs to play on a particular MIDI channel regardless of what MIDI channel is
used to trigger it.

By default, this parameter is always set to 1, meaning every instantiated instrument plays whatever sound
is assigned to it’s internal definition of channel 1. In general, you will not need to change this default MIDI
channel mapping since the majority of VSTi’s are monotimbral and will respond the same no matter which
MIDI channel you use to play them.

A small number of VST instruments (such as Native Instruments’ B4) respond differently depending on which
MIDI channel you play them on. For example, B4’s upper manual is hardwired to MIDI Ch 1; its lower manual
to MIDI Ch 2; and its pedals to MIDI Ch 3. If, for example, you instantiated the B4 on Instrument Channel

7, you would hear its upper manual play (since all plugin channels are, by default, remapped to Ch 1). If you
actually wanted to play the lower manual, you would set the Play Plugin MIDI Channel value to 2 so that the
incoming MIDI data would be routed to B4 Channel 2, which is the lower organ manual.

In addition, some VST instruments are multitimbral and may therefore have different sounds assigned to
different MIDI channels. Most of these multitimbral instruments will work flawlessly with MIDI channel 1,
which is why this is the default value. However, the Play Plugin MIDI Channel parameter lets you control any
plugin channel you wish, regardless of which Instrument Channel you used to instantiate the plugin, or which
incoming MIDI Channel it listens to.

You can choose between MIDI channel 1-16, or you can choose THRU, which means that the VSTi plays on
the same MIDI channel set in the Listen to MIDI Channel column.
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The following examples may help you better understand the correlation between Receptor and the Listen to
MIDI Channel and Play Plugin MIDI Channel settings.

LISTEN TO
MIDI CH
7

LISTEN TO LISTEN TO
MIDI CH MIDI CH
5 5

MIDI CH 5 MIDI CH 5
PLAY PLUGIN PLAY PLUGIN
MIDI CH MIDI CH
1 1

CH1 || CH2 || CH3 CH1 || CH2 || CH3 CH 1
Cello || Viola || Violin Cello || Viola || Violin Cello

PLAY PLUGIN
MIDI CH
3

MIDICH 7 ||
controls |
mixer

MIDICH 6 ||
controls |
mixer

MIDICH5 | |
controls |
mixer

INSTRUMENT INSTRUMENT INSTRUMENT
CHANNEL 5 CHANNEL 6 CHANNEL 7

--- Remapping Examples ---

The previous figure shows three different Instrument Channels, numbers 5-7. Each Instrument Channel has an
identical multitimbral VSTi instantiated as its Source. Let’s look at the three examples one-at-a-time:

Instrument Channel 5: This Instrument Channel is using the default values for both the LISTEN TO and
PLUGIN CH options. In this example, any note and performance data that Receptor “hears” on MIDI

CH 5 will be used to play the VSTi (as set by the LISTEN TO parameter). Similarly, any MIDI data
arriving on MIDI CH 5 will also be used to control the Instrument Channel’s mixer parameters. Because the
multitimbral VSTi is being told to use Ch 1 (the PLUGIN CH parameter), a Cello sound is actually heard.

Instrument Channel 6: This Instrument Channel is using the default PLUGIN CH value and a custom
LISTEN TO value. In this example, any note and performance data that Receptor “hears” on MIDI CH 5
will be used to play the VSTi (as set by the LISTEN TO parameter), however the Instrument Channel’s
mixer parameters are actually controlled by MIDI Channel 6 (The Instrument Channel number). Because
the multitimbral VSTi is being told to use Ch 1 (the PLUGIN CH parameter), a Cello sound is actually
heard.

Instrument Channel 7: This Instrument Channel is using the default value LISTEN TO value and a custom
PLUGIN CH value. In this example, any note and performance data that Receptor “hears” on MIDI CH

7 will be used to play the VSTi (as set by the LISTEN TO parameter). Similarly, any MIDI data arriving
on MIDI CH 7 will also be used to control the Instrument Channel’s mixer parameters. Because the
multitimbral VSTi is being told to use Ch 3 (the PLUGIN CH parameter), a Violin sound is actually heard.
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Multitimbral Synth Tip: Note that the Listen to MIDI Channel and Play Plugin MIDI Channel settings, when
used together, let you play multiple channels on a multitimbral VSTi. If you instantiate a multitimbral VST and
assign its LISTEN TO value to ALL and its PLUGIN CH value to THRU, then every incoming MIDI channel
will be thru’d to the like-numbered VST channel, allowing for multitimbral operation of that VST.

Note Range

Use the Note Range setting to limit the range of MIDI notes to which the channel responds. The Note Range
parameter is primarily used for setting keyboard split points on Receptor. For example, you might assign a bass
synthesizer to Instrument CH 01 and a lead synthesizer to Instrument CH 02. Then, for CH 01, you could set
the Note Range value from C-1 to B3 and, for CH 02, you could set its Note Range from C4 to G9. Now, any
notes you play below middle-C will be played by the bass synth assigned to CH 01 and any notes you play on
middle-C or higher will be played by the lead synth assigned to CH 02.

Slide the HI fader (above the keyboard) to set the upper note in the range — the value will be indicated
graphically on the keyboard as well as numerically in the Note Range text field to the left. Slide the LO

fader (below the keyboard) to set the lower note in the range — the value will be indicated graphically on the
keyboard as well as numerically in the Note Range text field to the left. You can also set a value by clicking in a
Note Range text field, typing a value between 0 and 127, then hitting the Enter key.

MIDI Shortcut: When you click in a Note Range field, you may also set the note value by hitting a note on your
MIDI keyboard.

Velocity Range

Use the Velocity Range setting to limit the range of MIDI velocity values to which the channel responds. The
Velocity Range parameter is used to assign certain instruments to limited velocity ranges. For example, you
might have an instrument channel that contains a plugin that plays a big cymbal crash sound. If you limit the
velocity range of this channel to 120-127, then the channel will play only when it receives MIDI velocity
values of 120 or greater -- in other words, when you hit your MIDI keyboard really hard, the crash cymbal will
sound -- for all lower velocity values, the crash cymbal will not sound.

Slide the HI fader (above the velocity ramp) to set the upper velocity in the range — the value will be indicated
graphically on the ramp as well as numerically in the Velocity Range text field to the left. Slide the LO fader
(below the velocity ramp) to set the lower velocity in the range — the value will be indicated graphically on the
ramp as well as numerically in the Velocity Range text field to the left. You can also set a value by clicking in a
Velocity Range text field, typing a value between 0 and 127, then hitting the Enter key.

MIDI Shortcut: When you click in a Velocity Range field, you may also set the velocity value by hitting a note
of desired velocity on your MIDI keyboard.

Ch Transpose

Use Channel Transpose setting to transpose the playback pitch of the instrument channel up or down

3 octaves, in semitone increments. Because Channel Transpose acts only on the selected channel, it is different
than the global, Receptor-wide transposition value set by the Master Transpose parameter, which is available
under the SETUP tab. Channel Transpose is particularly helpful when used in conjunction with the Note Range
parameter, since it will let you “fit” the desired octaves within the note range you select.

Defaults, Cancel, and Close Buttons

To close the MIDI Filter panel and keep your changes, click the Close button. To close the MIDI Filter panel
and cancel all changes made since opening the panel, click the Cancel button. To reset the channel’s MIDI
Filter to its default values, click the Defaults button.
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Source: Edit Button / Gain Knob

Press this button to open an editor for the instrument you’ve selected in the Source selector. This causes
Receptor to switch to Edit View, which is detailed in “Chapter 8: Graphic UI - Edit View”.

If you select the Rear Analog Input as the source, then the EDIT button is replaced with a Gain knob. Use the
Gain knob to boost the rear analog input level by as much as 18 dB. You can monitor the effect on the input
level using the tri-colored Output Level LED (discussed in the next section). In general, you should set the gain
so that high-level signals just barely light the red LED, then back off the gain slightly so the red light doesn’t
light.

Source: Output Level

This tri-color LED indicates the signal level coming out of the Source module. In the case of an audio input,
that also means it’s the level of your dry audio input signal.

* Red-0dB

*  Yellow - From -9dB to 0dB

*  Green - From -40dB to -9 dB

Source: Save/File Button

Click this button to open a pop-up Save/File options panel, which you use to save or modify any new
Instrument patches you create. For detailed information about the various bank and patch saving options, see
Chapter 11, “Graphic UI - Saving and Managing Patches”.

FX Slot Anatomy

These parameters are nearly the same as those accessed from the FX A, FX B, or FX C buttons on Receptor’s
front panel (as discussed in “FX A, FX B, FX C Buttons” on page 51).

Plugin Selector Bank Selector
% || Flohmage Filter  ® il <factory>
E«| X[ nu <The Raf smooth>

Edit Prev/Next Patch

Bypass Save/File Patch Selector

Switch & Get

Each of Receptor’s 16 instrument channels, 2 effects bus channels, and 1 master channel contains a set of three
insert effects, labeled FX A, FX B, and FX C. Parameter selection is identical for all three effects on all 19
channels.

FX: Plugin Selector

Click the top selector to open a pop-up panel of all VST effect plugins. Select the desired plugin from the panel.
The plugin will be instantiated and the Plugin Select panel will close.

If you wish to limit the number of plugins in the list, you can view only those plugins of a particular type.
Click the “View plugin type” menu to select whether you want to see all available plugins, or just those from
a particular developer. If more than 128 plugins are currently available, then NEXT PAGE and PREVIOUS
PAGE icons will appear at the bottom of the Plugin Select panel. Use these to view the next or previous set of
128 plugins.
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Some plugins may have bracketed prefixes before their names. Here’s what they mean:

*  [##] - This means that a demo version of the plugin is currently installed and that, by instantiating it, you
will activate its demo period.

*  [nn] - In this case, nn = some number, such as 17, or 03, or 11. This means that the plugin is currently
running in demo mode and this prefix shows you how many days remain in your demo period.

e [--] - This means that the installed plugin must be purchased in order to be instantiated. You will see this
symbol when a demo period has expired or if no demo is available for a particular plugin. Also, when you
turn on Receptor, your iLok is scanned for licenses after the unit starts up. Because of this, it’s possible that
plugins you have purchased will display the [--] prefix for the first couple of minutes. Don’t worry. Your
purchased premium plugins will still instantiate if selected. It just takes a couple of minutes for Receptor to
scan all the plugins and update their prefix display, which it does in the background so that Receptor will
start up as quickly as possible.

e [??] - This means that an error is preventing you from instantiating this plugin. In most cases, it appears
because the iLok is not inserted into Receptor properly.

*  [XX] - This means that the plugin is no longer on Receptor’s hard drive. Obviously, this will only appear if
you have loaded a Single or Multi patch that references a plugin no longer on Receptor.

*  No Prefix - If there is no prefix before a plugin name, that means it’s either a free plugin or a premium
plugin that you have purchased.

FX: Bank Selector

Click the Bank Selector to open the Load Panel to its Bank List view. The bank you select determines the list of
patches that appear in the Load Panel’s Patch List.

In general, select the desired bank from the Load Panel, then click the Load Panel’s Patch tab to select a patch to
load from within that bank. For detailed information about loading banks and patches, see Chapter 10, “Graphic
UI - Loading Patches”.

SHORTCUT: When the Load Panel is open, press CTL-TAB to switch back and forth between the Bank and
Patch tabs without using the mouse.

FX: Patch Selector

Click the Patch selector to open the Load Panel to its Patch List view. The Patch List contains the names and
numbers of all 128 patches stored within the current bank.

In general, select the desired patch from the Patch List and close the Load Panel when you’re finished. For
detailed information about loading banks and patches, see Chapter 10, “Graphic UI - Loading Patches”.

The patch selector shows the name of the current patch. If a patch has been modified from the version stored on
disk, its name is italicized.

SHORTCUT: When the Load Panel is open, press CTL-TAB to switch back and forth between the Bank and
Patch tabs without using the mouse.

FX: Prev/Next Patch Buttons

The button with the left-pointing arrow selects the previous patch in a patch list without having to open the
Patch panel. The button with the right-pointing arrow selects the next patch in a patch list without having to
open the Patch panel.
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FX: Bypass Button

Click the button to the left of the Plug-in field to bypass the FX slot. An FX slot is bypassed when the button
is bright yellow. In addition, all text in a bypassed slot appears grey, further indicating that it’s bypassed.
Bypassing an effect frees its CPU resources. It’s useful for comparing an effected sound to the un-effected
sound. It’s also useful whenever Receptor’s CPU resources are maxed out and you want to disable a particular
plugin.

FX: Switch & Get Button

Click this button to open the Switch & Get panel, which you use to switch the order of FX or to copy (get)
effects from another FX slot.

Copy/Switch Effects

SWithA& B —a| [ Fonmage filer
Lexicon PSP 42 5 Switch A & C

SwitchB& C

COPY FROM

Frohmage Filter
Lexicon PSP 42

MasterVerb

The box at the top of the panel shows the active channel. The active FX slot is highlighted.

To switch the order of effects on a channel, click one of the three switch buttons at the top of the panel.
Specifically:

¢ Switch A & B - Switches the order of FX A and FX B
¢ Switch B & C - Switches the order of FX B and FX C
¢ Switch A & C - Switches the order of FX A and FX C

To copy another effect to the active FX slot, click any effect in the bottom “get from” grid. The grid shows
every instantiated effect in Receptor, including the effects assigned to all 16 instrument channels, the two effects
busses, and the master channel.

When you click an effect in the “get from” grid, its name appears in the highlighted (active) FX slot at the top of
the panel.

To accept the changes and close the panel, click OK (or hit the Return key).
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FX: Edit Button

Press this button to open an editor for the instrument you’ve selected in the Plugin selector. This causes
Receptor to switch to Edit View, which is detailed in Chapter 8, “Graphic UI - Edit View.”

FX: Save/File Button

Click this button to open a pop-up Save/File options panel, which you use to save or modify any new effects
patches you create. For detailed information about the various bank and patch saving options, see Chapter 11,
“Graphic UI - Saving and Managing Patches”.

FX Routing

This is the same parameter as the Route parameter accessed from Receptor’s front panel FX A, FX B, or FX C
buttons. Click one of the four buttons to choose how Receptor routes the three insert effects. There are four
options:

e The button shown above is the default routing -- a series connection in which the output of FX A feeds the

input of FX B, whose output feeds the input of FX C. It’s the routing used by nearly every mixing console
and is the most familiar to musicians. If an effect is unassigned, it is simply short-circuited.

H

*  The button shown above is a parallel routing, in which FX A, B, and C receive dry feeds and process them
independently. This can drastically alter the sound of the effects chain. Note that, unlike a series connection,
unassigned parallel effects are open-circuited so they do not pass unfiltered signal to the output of the chain.

o

*  The button shown above is a combination series/parallel routing in which the signal is split before being
sent to FX A and FX B. The output of FX B runs into the input of FX C, and the output of FX C is then
combined with FX A. Again, this can substantially alter the sound of the effects chain.

ol

*  The button shown above is a combination series/parallel routing in which the signal is split before being
sent to FX A and FX C. The output of FX A runs into the input of FX B, and the output of FX B is then
combined with FX C. Again, this can alter the sound of the effects chain. Feel free to experiment.
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Single Patch Slot Anatomy

These parameters are essentially the same as those accessed from the SINGLE button on Receptor’s front panel.
Single patches store the Source assignment, Insert FX assignments and routings for an Instrument Channel.
They also store the patch data for each instantiated plugin, which means your Single patches never “lose their
patch data” if you happen to change or delete a VST patch that was used in creating a Single patch.

Bank Selector

SiNGLE

saverrie | )y || B belistator
|

Save/File Patch Selector

Prev/Next Patch

The Single Patch parameters are discussed in the following sections.

Single: Bank Selector

Click the Bank Selector to open the Load Panel to its Bank List view. Banks are directories of individual single
patches stored in Receptor. The bank you select determines the list of patches that appear in the Load Panel’s
Patch List. Receptor stores up to 128 banks of Single patches.

In general, select the desired bank from the Load Panel, then click the Load Panel’s Patch tab to select a patch to
load from within that bank. For detailed information about loading banks and patches, see Chapter 10, “Graphic
UI - Loading Patches”.

SHORTCUT: When the Load Panel is open, press CTL-TAB to switch back and forth between the Bank and
Patch tabs without using the mouse.

Single: Patch Selector

Click the Patch selector to open the Load Panel to its Patch List view. The Patch List contains the names and
numbers of all 128 patches stored within the current bank.

In general, select the desired patch from the Patch List and close the Load Panel when you’re finished. For
detailed information about loading banks and patches, see Chapter 10, “Graphic UI - Loading Patches”.

The patch selector shows the name of the current patch. If a patch has been modified from the version stored on
disk, its name is italicized.

NOTE: If a patch name appears with a [!!] prefix, it means that the patch is referencing one or more plugins
that cannot be instantiated. Possible reasons for this include:

*  You have removed a plugin required by that patch
*  That patch was created with a demo plugin that is now expired
o The patch may be referencing an iLok-protected plugin and the iLok may not be inserted properly.

You can check the Source and FX plugin assignments to look for the problem. It will be easy to spot, since the
questionable plugin(s) will have a prefix before their name that indicates what the problem might be. That is,
[XX] before a plugin name means that it'’s no longer on Receptor s hard drive; if you see [--] before a plugin
name, it means it s a premium plugin that you must purchase (perhaps because a demo period expired), [##]
before a plugin name means the plugin has not yet had its demo period activated, and [??] before the plugin
indicates an error, most likely that the iLok is not inserted properly.
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Single: Prev/Next Patch Buttons

The button with the left-pointing arrow selects the previous patch in a patch list without having to open the
Load panel. The button with the right-pointing arrow selects the next patch in a patch list without having to
open the Load panel.

Single: Save/File Button

Click this button to open the Save/File options panel, which you use to name and save any new patches you
create in a channel. For detailed information about the various bank and patch saving options, see Chapter 11,
“Graphic UI - Saving and Managing Patches”.

CPU Gauge

The CPU Gauge shows you exactly how much of Receptor’s available computing power you’ve used. The more
instrument and effect plugins you use (or the more MIDI notes you play simultaneously), the more computing
power (CPU) you use.

Multi Patch Slot Anatomy

These parameters are essentially the same as those accessed from the MULTTI button on Receptor’s front panel.
Multi patches store an entire Mixer setup, including all Source and FX assignments, patch data, mix parameters,
and numerous Setup parameters. They also store the patch data for each instantiated plugin, which means your
Multi patches never “lose their patch data” if you happen to change or delete a VST patch that was used in
creating a Multi patch.

Bank Selector

My Multis ' _l E
5avefFi|e| 4] » @l Retio Rooster - . J

Save/File Patch Selector

Prev/Next Patch

The Single Patch parameters are discussed in the following sections.

Multi: Bank Selector

Click the Bank Selector to open the Load Panel to its Bank List view. Banks are directories of individual Multi
patches stored in Receptor. The bank you select determines the list of patches that appear in the Load Panel’s
Patch List. Receptor stores up to 128 banks of Multi patches.

In general, select the desired bank from the Load Panel, then click the Load Panel’s Patch tab to select a patch to
load from within that bank. For detailed information about loading banks and patches, see Chapter 10, “Graphic
UI - Loading Patches”.

SHORTCUT: When the Load Panel is open, press CTL-TAB to switch back and forth between the Bank and
Patch tabs without using the mouse.
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Multi: Patch Selector

Click the Patch selector to open the Load Panel to its Patch List view. The Patch List contains the names and
numbers of all 128 patches stored within the current bank.

In general, select the desired patch from the Patch List and close the Load Panel when you’re finished. For
detailed information about loading banks and patches, see Chapter 10, “Graphic Ul - Loading Patches”.

The patch selector shows the name of the current patch. If a patch has been modified from the version stored on
disk, its name is italicized.

NOTE: If a patch name appears with a [!!] prefix, it means that the patch is referencing one or more plugins
that cannot be instantiated. Possible reasons for this include:

*  You have removed a plugin required by that patch
e That patch was created with a demo plugin that is now expired
e The patch may be referencing an iLok-protected plugin and the iLok may not be inserted properly.

You can check the Source and FX plugin assignments to look for the problem. It will be easy to spot, since the
questionable plugin(s) will have a prefix before their name that indicates what the problem might be. That is,
[XX] before a plugin name means that it'’s no longer on Receptor s hard drive; if you see [--] before a plugin
name, that means it’s a premium plugin that you must purchase (perhaps because a demo period expired), [##]
before a plugin name means the plugin has not yet had its demo period activated, and [??] before the plugin
indicates an error, most likely that the iLok is not inserted properly.

Multi: Prev/Next Patch Buttons

The button with the left-pointing arrow selects the previous patch in a patch list without having to open the
Load panel. The button with the right-pointing arrow selects the next patch in a patch list without having to
open the Load panel.

Multi: Save/File Button

Click this button to open the Save/File options panel, which you use to name and save any new patches you
create in a channel. For detailed information about the various bank and patch saving options, see Chapter 11,
“Graphic UI - Saving and Managing Patches”.
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8

Graphic Ul - Edit View

Receptor’s editing capabilities are enhanced by connecting a monitor, keyboard and mouse directly to the
unit, or by networking Receptor with a computer and controlling it from that computer. Both of these methods
employ the same graphical user interface, which is described in these “Graphic UI” chapters.

Receptor is designed to run full-screen on a 1024x768 pixel monitor. Different views are accessed by clicking
the various tabs in the View Bar.

Mix Button Setup Button Edit Button Editor Select Button

!
| 0 W W) A Ty —

--- View Bar Buttons ---

The main Receptor views are:

*  Mix View — Click the Mix button to see Mix View, which is where you configure Receptor’s 16 instrument
channels, 2 effect bus channels, and its master channel. Mix View is discussed thoroughly in Chapter 7,
“Graphic UI - Mix View.”

*  Setup View — Click the Setup button to see Setup View, which is where you set global MIDI and
communication parameters, and various preferences. Setup View is discussed thoroughly in Chapter 9,
“Graphic UI - Setup View.”

« Edit View — Click the Edit button to see Edit View, which is where you edit any instantiated plugin on
Receptor. To select which plugin to edit, click the Edit Select button and select from the list of currently
instantiated plugins. Edit View is discussed thoroughly in this chapter.

Opening an Editor

You can edit any plugin graphically. There are three ways to open an editor for a particular plugin:

Edit Buttons ==
E

*  Click the Edit button in the View Bar to open an editor for the plugin whose name appears to the right of

fAnnat

the button.
Click this Edit Button... ... to edit this plugin
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Click the Editor Select button to open a panel showing all instantiated plugins. Within that panel, click
the desired plugin, and then click that panel’s Edit button (this procedure is discussed further in “Using the
Editor Select Feature” on page 116).

MM [ SETUR EQIT

Editor Select Button

When you open a plugin editor, an Edit Bar appears to the right of the View Bar.

+
==l Learn Mode
MIX ETUP. EDIT 2i: Claw ||[§]|é,|:+;"] <faciorys |ﬂ <Hollow Ray: |i| » SavefFlls_igrﬂ
1 1

@ VST Mode Faceless Mode ﬁl

--- Accessing Edit View’s three modes ---

As you can see in the previous figure, there are three Mode Select buttons at the far left of the Edit Bar. These

are:

VST Mode button: Click this button to view and edit the plugin using its own unique graphical VST
interface. This is the default mode whenever Receptor enters Edit View. For more information, see “Editing
in VST Mode” on this page.

Learn Mode button: Click this button to enter a special mode in which you can rename any parameter,
assign it to Receptor’s front panel, and put it under external MIDI control. The Learn mode button is not
available in faceless mode, since its functionality is provided by the faceless UI. For more information
about Learn mode, see “Learn Mode” on page 113.

Faceless Mode button: Click this button to view and edit the plugin using a generic (“faceless”) UI. The
main reason for doing this is to facilitate large scale parameter renaming, panel mapping, and MIDI control
viewing. Some plugins do not provide a graphical Ul, in which case the “faceless” mode is the only editing
method available. For more information about editing with the faceless Ul, see “Editing in Faceless Mode”
on page 111.

Editing in VST Mode

To edit a plugin using its own graphical VST interface:

1
2

Enter Edit View using one of the procedures outlined in “Opening an Editor” on page 109.
Make sure the VST Mode button is lit. If not, click it to enter VST Mode.

The plugin Ul appears on screen and the Edit Bar appears as shown here.

Bank Select Patch Select Save/File Button
|@|é,|i—{] <factory> I | [F1] _<Hollow Ray> I l‘i" » Sav!,fFile;Pi{j w5
VST Mode Button Previous Patch Bypass

Next Patch Compare

--- Edit Bar in VST Mode ---

In VST Mode, the Edit Bar contains the following parameters:

Bank Select - This field displays the name of the bank to which the current patch belongs. To select a
different bank, click it to open the Load Panel in Bank List view, which is discussed in “Bank and Patch
Lists” on page 127.

Patch Select - This field displays the name of the current patch. To select a different patch, click it to open
the Load panel, in Patch List view, which is discussed in “Bank and Patch Lists” on page 127.
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Bypass button - Click this button to bypass the current plugin. Bypassing instrument plugins is discussed
within “Source Slot Anatomy” on page 95. Bypassing Effects plugins is discussed within “FX Slot
Anatomy” on page 102.

Compare button - When you begin editing a plugin, this button lights to indicate that the current parameter
settings have been modified and may not match those in the .fxp patch stored in Receptor. Click the
Compare button to switch back and forth between the saved patch and the edited patch.

IMPORTANT: The Compare button always compares your current edits to the version of the .fxp file that's
stored on disk. Keep in mind that Single patches and Multi patches may have stored completely different
parameter values even though the patch name is the same. In this case, clicking the Compare button may
not give you the results you expected (as the .fxp version of a patch would be loaded rather than the version
stored with the Single or Multi).

Prev Patch & Next Patch buttons - Click the Prev Patch button to load the previous patch number into
the plugin. Click the Next Patch button to load the next patch number into the plugin. Note that, if the last
patch in a bank is currently loaded, clicking the Next Patch button will load the first patch in the following
bank. Similarly, if the first patch in a bank is currently loaded, clicking the Prev Patch button will load the
last patch in the previous bank.

KEYBOARD SHORTCUT: You can select the next patch by typing the DOWN ARROW or on your qwerty
keyboard. Similarly, you can select the previous patch by typing either the UP ARROW.

Save/File button - Click this button to open a pop-up Save/File panel, which you use to save or modify any
new instrument or effects patches you create. For detailed information about the various bank and patch
saving options, see Chapter 11, “Graphic UI - Saving and Managing Patches”.

Editing in Faceless Mode

At first blush, you might not imagine ever wanting to edit a plugin in Faceless Mode. After all, Faceless Mode
removes all graphical “niceness” from a plugin and replaces it with a sea of identical parameter faders. In
actuality, there are two reasons you might want to use Faceless Mode.

3

Some plugins do not actually provide a graphical interface. The only way to edit these plugins is to use
Faceless Mode.

Faceless Mode allows you to see a large number of “learned” parameters simultaneously, meaning you can
quickly get a feel for which parameters are assigned to the front panel, what their MIDI control assignments
are, and whether or not they’ve been renamed.

To edit a plugin using a generic (“faceless”) Ul:

1

2

Enter Edit View using one of the procedures outlined in “Opening an Editor” on page 109.

Make sure the Faceless Mode button is lit. If not, click it to enter Faceless Mode.

The plugin UI appears on screen and the Edit Bar appears as shown here.

Bank Select Patch Select Save/File Button
[E]Ié,ljlj*ﬂ <factorny= I |E| <Hollow Ray= I |;iJ 3 Sav!fFiIe Pitj 53
Faceless Mode Button Previous Patch Bypass
Next Patch Compare

--- Edit Bar in Faceless Mode ---

The Faceless Mode Edit Bar is identical to the VST Mode Edit Bar (discussed in “Editing in VST Mode” on
page 110). The real difference between these modes is in how you edit the actual plugin.
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A faceless Ul removes all the graphical niceness from a manufacturer’s plugin and, instead, shows a generic
listing of every parameter contained within the plugin.

[T 21T LT YT M | - == E3]

Pammeter | Value Assign Oder  MIDI Control Parameter | Value

--- Typical Faceless Mode Ul ---

If a plugin contains more than 15 parameters, then the second column is filled and then the third. If a plugin
contains more than 45 parameters, then Next Set and Previous Set buttons appear on the bottom of the screen.

Previous Set Next Set

Click the Next Set button to display the next set of 45 parameters. Clicking the Prev Set button to display the
previous set of 45 parameters.

Each parameter in a Faceless Mode Ul looks as follows:

Order
Parameter Name Assign MIDI Control (NRPN)

I Ana Oscl Semitone | 4 .

Parameter Value Value Fader

Parameter Units

--- Elements of a Faceless Mode parameter ---
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As seen in the previous figure, Faceless Mode parameter elements are:

Parameter Name - By default, this displays the name of the parameter as provided by the VST plugin.
Note than not every plugin developer names all of their parameters. You can rename this parameter by

1) clicking it, 2) typing a new name, and 3) pressing the Enter/Return key. When a parameter has been
renamed, it is shown in italics and is automatically assigned to the front panel. Should you wish to return
to the original parameter name, then click the Parameter name button again, delete all the custom text, and
press Enter/Return.

Parameter Value - Shows the actual value of the selected parameter (as set by the Value Fader).

Parameter Units - Shows the unit value for the parameter. Note that not all VST plugins provide parameter
unit values.

Value Fader - Drag left and right to modify the parameter value.

Assign button - Click this button to assign the parameter to Receptor’s front panel. Any parameter assigned
to Receptor’s front panel is also available for remote MIDI control. You can assign up to 128 parameters
per plugin to Receptor’s front panel.

Order display and button - When you assign parameters to Receptor’s front panel, they’re assigned
sequentially. For example, if parameters 1-5 are already assigned and you click the Assign button for a new
parameter, it’s automatically assigned as parameter #6. The number of the parameter determines its display
order in Receptor. So, in this case, parameter #6 would be the sixth parameter you would scroll to when
editing from Receptor’s front panel.

Obviously, you may want to rearrange the display order of parameters, placing the most important numbers
higher in the list. This is discussed in “Reordering Parameters” on page 115.

By default, the first four parameters are assigned to the four soft knobs on Receptor’s front panel. To learn
more about knob assignments, see “Knob Assignments” on page 116.

MIDI Control display - Receptor automatically assigns a MIDI Non Registered Parameter Number
(NRPN) to the first 4096 parameters of any Source VSTi, or to the first 2048 parameters of an FX VST.
Use NRPN values to remotely control each associated parameter from an external hardware controller
or sequencer. The MIDI Control display shows the MIDI NRPN value required to modify each plugin
parameter. Each MIDI message takes on the following form:

Bn 63 mm Bn 62 1l

where:
Bn = ‘B’ is the control change, ‘n’ is the MIDI channel (0-15)
63 = This tells Receptor that the next byte is the MSB of an NRPN
mm = This is the MSB of the NRPN
Bn = ‘B’ is the control change, ‘n’ is the MIDI channel (0-15)
62 = This tells Receptor that the next byte is the LSB of an NRPN
Il = This is the LSB of the NRPN

For more information about MIDI control of Receptor’s plugin parameters, see Chapter 17, “MIDI Control
of Plugin Parameters.”

Learn Mode

Muse Research ships each Receptor plugin with a default set of parameters assigned to the front panel and to
MIDI control. The easiest way to overwrite these factory defaults is by entering LEARN MODE, which lets
you quickly assign (or un-assign) any plugin parameter to Receptor’s front panel. Assigning a parameter to
the front panel also makes it available for remote MIDI control, meaning you can edit the parameter using a
programmable fader box or automate it with an external sequencer.
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To enter Learn mode, click the Learn Mode button in the Edit Bar. Receptor enters Learn mode and the Edit
Bar changes to look as follows:

Parameter Name  Assign MIDI Control (NRPN)

@]é, 5= CUTOFF| 4| 1 |MIDL:B16300 B16205 "ﬂ
Learn Mode Button Order
--- Edit Bar in Learn Mode ---

As seen in the previous figure, Learn Mode’s Edit Bar is identical to the top line of a Faceless Mode parameter,
and contains the following elements:

*  Parameter Name - When you edit a parameter in the plugin’s graphical U, the name of that parameter is
displayed in this field. By default, this displays the name of the parameter as provided by the VST plugin.
Note than not every plugin developer names all of their parameters. You can rename this parameter by
1) clicking it, 2) typing a new name, and 3) pressing the Enter/Return key. When a parameter has been
renamed, it is shown in italics and is automatically assigned to the front panel. Should you wish to return
to the original parameter name, then click the Parameter name button again, delete all the custom text, and
press Enter/Return.

*  Assign button - Click this button to assign the parameter to Receptor’s front panel. Any parameter assigned
to Receptor’s front panel is also available for remote MIDI control. You can assign up to 128 parameters
per plugin to Receptor’s front panel.

*  Order display and button - When you assign parameters to Receptor’s front panel, they’re assigned
sequentially. For example, if parameters 1-5 are already assigned and you click the Assign button for a
new parameter, it’s automatically assigned as parameter #6. To learn how to reorder the default numbering
assignments, see “Reordering Parameters” on page 115.

By default, the first four parameters are assigned to the four soft knobs on Receptor’s front panel. To learn
more about knob assignments, see “Knob Assignments” on page 116.

»  MIDI Control display - Receptor automatically assigns a MIDI Non Registered Parameter Number
(NRPN) to the first 4096 parameters of any Source VSTi, or to the first 2048 parameters of any FX VST.
Use NRPN values to remotely control each associated parameter from an external hardware controller
or sequencer. The MIDI Control display shows the MIDI NRPN value required to modify each plugin
parameter. Each MIDI message takes on the following form:

Bn 63 mm Bn 62 1l

Where:
Bn = ‘B’ is the control change, ‘n’ is the MIDI channel (0-15)
63 = This tells Receptor that the next byte is the MSB of an NRPN
mm = This is the MSB of the NRPN
Bn = ‘B’ is the control change, ‘n’ is the MIDI channel (0-15)
62 = This tells Receptor that the next byte is the LSB of an NRPN
[l = This is the LSB of the NRPN
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Handy Features

The following sections discuss some of the niceties and subtleties of Receptor plugin editing.

Reordering Parameters

To change the display order parameters:

1 In either the Faceless Mode Ul or the Learn Mode Edit Bar, Click the Order button for an assigned
parameter.

) 23] B2 DRIVE| 4| 3 |MIDI: B16300 B1620A "3

Order

pRIVE| 4] 3 |  Bie300BE16204)
0.62 |

A Parameter Order panel appears. It contains a list of all the parameters that are currently assigned to Receptor s front

panel.
Parameter Order

1: CUTOFF 33: a5 97:

2: RESOMNANCE 34 [il58 ag:

3. DRIVE 35 ay7: ag;

4: ACCENT 36: ag: 100:
5CWAVE 37: 6a; 101:
a: FILTER TYFPE 38 70: 102:
7 39 71 103:
B 40: 72 104:
i3 41 73 105:
10: 42 74: Low:
11: 43: 75: 1o07:
12 44: 76! 108:
13 45: T 109:
14: 4i: 78 110:
=g 47 79: 111:
15 48: BO: FISIE
157 44: 2l 113
18: 50: 82 114:
19: 51: 83 115:
20: 52 84: 116:
21: 53 85: 117:
22 54: 8a: 118:
23 D R 119
24: 56 B8 120:
AL 5 80: 121:
26: 58: 90: 122
27: 50: Chls 123
28: 60: 92: 124:
20 61: UEE 125:
30: 62: a4: 126:
3L 63 CEL 127:
32: 64: 96: 128:

iCIose i
--- Parameter Order Panel ---

Click the parameter whose order you wish to change.
Type a new value in the Move To field then click the Do It button.
Receptor moves that parameter to the desired location, shifiing any parameters below it further down the list.

For example, if you clicked WAVE (#5), typed “3” into the Move To field, then clicked Do It, Receptor would place
WAVE in position #3, and shift DRIVE to #4 and ACCENT to #5.

4 When finished, click Close.
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Knob Assignments

By default, a plugin’s first four parameter assignments (#1-4) are controlled by Receptor’s four front panel
knobs. This means your most desirable parameters are always within quick reach. For more information, see
“EDIT: Using the Soft Knobs” on page 74.

Using the Editor Select Feature

Receptor has a handy feature that allows you to switch between editors without returning to the Mix View. It’s
called the Editor Select button.

Editor Select Button

!
el w5570 | EDT, i Combosisier —

To open any instantiated plugin within Receptor:
1  Click the Editor Select button.
The Editor Select panel appears, which you use to select the plugin you'd like to edit.

Select Plugin to Edit

S OH g
Albino 2

ComboSister

S
Frohmage Filter
Lexicon PSP 42

MasteiVerb

2 Click the name of the plugin you’d like to edit, and that plugin’s graphical editor will appear.
3 Alternately, you can click the Ganeel button to close the Plugin Select panel without opening a new editor.

NOTE: If you switch views, you can always open the most recently visible plugin editor by clicking the Edit
button directly. An editor will open for the plugin whose name appears in the Editor Select
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9

Graphic Ul - Setup View

Receptor’s editing capabilities are enhanced by connecting a monitor, keyboard and mouse directly to the
unit, or by networking Receptor with a computer and controlling it from that computer. Both of these methods
employ the same graphical user interface, which is described in these “Graphic UI” chapters.

Receptor is designed to run full-screen on a 1024x768 pixel monitor. Different views are accessed by clicking
the various tabs in the View Bar.

Mix Button Setup Button Edit Button Editor Select Button

!
T IS AT — —

--- View Bar Buttons ---

The main Receptor views are:

*  Mix View — Click the Mix button to see Mix View, which is where you configure Receptor’s 16 instrument
channels, 2 effect bus channels, and its master channel. Mix View is discussed thoroughly in Chapter 7,
“Graphic UI - Mix View.”

*  Setup View — Click the Setup button to see Setup View, which is where you set global MIDI and
communication parameters, and various preferences. Setup View is discussed thoroughly in this chapter.

« Edit View — Click the Edit button to see Edit View, which is where you edit any instantiated plugin on
Receptor. To select which plugin to edit, click the Edit Select button and select from the list of currently
instantiated plugins. Edit View is discussed thoroughly in Chapter 8, “Graphic UI - Edit View.”

Overview

Setup View is where you configure Receptor to integrate with your studio, your network, and your preferred
way of working. Enter Setup View by clicking the Setup button in Receptor’s View Bar.
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SETUP View - Audio Parameters

Master Sample Rate

Use this parameter to set Receptor’s default master clock rate. You can select between the following rates:

+ 44.1kHz
« 48 kHz
* 96kHz

Receptor defaults to 44.1 kHz, which is the standard “CD quality” sample rate. Choosing higher raters
may result in slightly better fidelity, but will make greater demands on Receptor’s CPU, resulting in fewer
simultaneous plugins and reduced polyphony. Also, be aware that not all plugins are designed to operate at
higher sampler rates.

Sample Clock Source

Use this parameter to tell Receptor whether to use its own internal digital clock or slave to an incoming SPDIF
clock (if present).

Sample Buffer Size

Setting smaller buffer sizes will result in very low latencies, meaning Receptor will be extremely responsive to
your playing. The trade-off (there’s always one, isn’t there?) is that you will be able to instantiate fewer plugins.
If you want to instantiate more plugins, or some particularly CPU-intensive plugins, you will need to set the
buffer size to a higher value. Set the Buffer Size to the value that best suits your needs.

SETUP View — MIDI Parameters

Use this set of parameters to tell Receptor how to respond to and work with external MIDI sequencers and
controllers.

Master Transpose

Use this global parameter to transpose Receptor up or down 1 full octave (in semitone steps). The Master
Transpose setting is saved with a Multi patch.

Tempo Source

This parameter determines whether Receptor derives its tempo from external MIDI beat clock or whether it uses
its own internal clock (set by the Tempo parameter). The Tempo Source is used by all tempo-based effects and
instruments. Your choices are

»  External: Receptor gets its tempo from an external MIDI beat clock (such as a sequencer) arriving at its
MIDI In port. It displays that tempo in the Tempo field (discussed next), using the most recently received
tempo if none is currently present at the midi input.

» Internal: Receptor gets its tempo from the Tempo parameter (discussed next).

The Tempo Source is a global parameter that applies to all Receptor patches.
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Tempo
If the Tempo Source parameter is set to Internal, then this value determines the internal tempo in Beats Per
Minute. This tempo is used by all tempo-based effects and instruments.

If the Tempo Source parameter is set to External, then the Tempo BPM value is displayed, but can not be
edited. If you change the tempo of the external MIDI Beat Clock, you will see the tempo change in this window.
If no MIDI Beat Clock signal is currently present, the Tempo displays the most recently received MIDI tempo.

The Tempo BMP is a global setting that applies to all patches.

Time Signature

In general, you should set Receptor’s time signature to match the time signature of your song. Note that
changing the time signature’s denominator always has an affect on tempo. For example, if you set the Tempo
BPM to 100 at 4/4 time, then change the Time Signature to 4/8 time, the tempo will double is speed (since you
have changed the definition of a ‘beat’ from a quarter-note to an eighth-note).

The default time signature is 4/4 and the Time Signature is a global setting that applies to all patches.

Program Change Channel

Use this parameter to tell Receptor which MIDI channel to use for incoming program changes. You can choose
to have Receptor listen to all channels; or any one of the available 16 MIDI channels; or no channel. This
parameter is, by default, set to ALL, meaning Receptor will respond to program changes received on all 16
MIDI channels.

When you limit the reception of program change messages to a single MIDI channel, Receptor will respond
only to program change message that are received on that channel. So, for instance, if this parameter is set to
Channel 03, then you will only be able to select plugin and Single patches assigned to channel 03, and your

Multi patches will only change when the message arrives on MIDI channel 03.

The primary reason for setting this parameter to something other than ALL is when Receptor is part of a multi-
unit rig and you’re using a master controller to send MIDI Program change messages to all your devices. In this
case, you may want to set Receptor to respond to a single MIDI channel so that it ignores any program change
messages intended for other devices.

SETUP View - Network Parameters

Use these parameters to tell Receptor how to communicate with your computer network. Whenever you change
a network setting, Receptor must restart its networking operations in order for them to take effect. For this
reason, whenever you change a network setting, the Apply and Revert buttons becomes available in the bottom
right corner of the Network Parameters box. Clicking Apply restarts networking and applies your changes.
Clicking Revert returns all the options to their current settings.

Receptor Name

Use this parameter to name this Receptor. The name you enter here appears in whatever network protocols
display device names. The name can only contain alphanumeric characters, plus the following special
characters:

!967'9#9$s%3&7(5)
You must click the Apply button in order for the name change to take effect.

IMPORTANT: If you re using more than one Receptor, it's important that each Receptor have a unique name—
otherwise the multiple units will not appear properly on a network. By default, Receptor ships with a rather
lengthy default name that makes it unlikely for multiple units to have identical names. If you change this default
name, make sure it doesn t match the name used by another Receptor on your network.
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TCP/IP Settings

Use this section to assign an IP address and netmask to Receptor. Receptor uses its IP address to identify itself
to another computer. The following options are available:

*  Auto (DHCP) - This is the default option. Select it if you have a DHCP server that automatically provides
IP addresses to networked devices.

*  Manual - Select this option if you want to manually enter an IP address and netmask.

*  Crossover - Select this option if you are not using a Router or Switcher and are connecting Receptor
directly to your computer using a crossover Ethernet cable.

You must click the Apply button and then reboot your Receptor before your new TCP/IP setting takes effect.

TCP/IP Settings are global and are not saved with a Multi Patch.

CROSSOVER MODE NOTE 1: After switching from either Auto or Manual Modes to Crossover Mode, you

should turn off both your PC and Mac, then turn them back on. When you use Crossover mode, your PC is
looking to Receptor to provide it with an IP address.

CROSSOVER MODE NOTE 2: Never use Crossover Mode if Receptor is connected to a standard network.
Most networks have DHCP servers of their own. When Receptor is in Crossover mode, it is acting as a DHCP
server, and the presence of two such servers could confuse the network. For more information about Crossover
Mode and Crossover connections, see “Crossover Connection” on page 145.

NOTE TO MACINTOSH USERS: If you re using a Macintosh computer, crossover connections will work
without setting Receptor to Crossover Mode. If you frequently move your Receptor between a Macintosh
location that requires a network connection and one that requires a crossover connection, it s alright to
leave Receptor in “Auto (DHCP)” mode. If, however, you plan to always use your Receptor with a crossover
connection to a Macintosh, you should set Receptor to “Crossover” mode to speed up the startup process.
Windows users must ALWAYS use Crossover Mode when using a crossover connection.

Address

Use this field to display and/or edit the IP address. If TCP/IP is set to Auto (DHCP), then the IP address is read-
only, and cannot be modified. If TCP/IP is set to Manual, then you can edit the IP address, if you wish.

IP addresses are in the form: nnn.nnn.nnn.nnn, where nnn = 000-255. If you edit an IP Address, you must click
the Apply button in order for your modification to take effect.

Netmask

Use this field to display and/or edit the netmask. If TCP/IP is set to Auto (DHCP), then the Netmask is read-
only, and cannot be modified. If TCP/IP is set to Manual, then you can edit the Netmask, if you wish.

Netmasks are in the form:
nnn.nnn.nnn.nnn (where nnn = 000-255)

If you edit the Netmask, you must click the Apply button in order for your modification to take effect.

Appletalk

Use this parameter to tell Receptor whether or not to appear on an Appletalk network. If Appletalk is turned off
(unchecked), you will not be able to see Receptor on an Appletalk network. If Appletalk is turned on (checked),
then Receptor will appear on an Appletalk network.

If you change the state of Appletalk networking, you must click the Apply button in order for the change to take
effect. The Appletalk setting is a global parameter and is not saved with a Multi Patch.

Windows Networking

Use this parameter to tell Receptor whether or not to appear on a Windows network. If Windows Networking is
turned off (unchecked), you will not be able to see Receptor on a Windows network. If Windows Networking is
turned on (checked), then Receptor will appear on a Windows network, using the Workgroup name below it.
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To change the name of a Windows Workgroup, you must have Windows Networking enabled. The name can
only contain alphanumeric characters, plus the following special characters:

!5‘7_7#7$,%7&’(7)

You must click the Apply button in order for any Windows Networking changes to take effect. The Windows
Networking settings are global parameters and are not saved with a Multi Patch.

SETUP View - Install Parameters

Install Button

The Install button is the top button in the INSTALL block of Setup parameters. This button’s label changes
depending on whether or not there are any installs pending.

Ibr1$t1‘:ta|| s NG installs pending [ Include "Unsupported Plugins" foldar
ution = : .
!_fst Installation Results: |nsta"at|0n
| Uninstall Plugins results
Note: Some installers may restart Receptor
Specifically:

* No Installs Pending: When the Install button says there are No Installs Pending, then there are no files in
Receptor’s Drop Installers Here folder, and the button is disabled. The Drop Installers Here folder and
the installation procedure is further discussed in Chapter 13, “Installing, Updating, and Managing Receptor
Files”.

* Install <n> Files: When there are files in Receptor’s Drop Installers Here folder (as discussed in
Chapter 13, “Installing, Updating, and Managing Receptor Files”), then the button text indicates how many
files (<n>) there are to install. Press the button to have Receptor install all the files.

NOTE: Installing some types of files (particularly system updates) will automatically cause Receptor to reboot.
Don 't be alarmed. This is normal procedure.

Include “Unsupported Plugins” folder

As mentioned previously, the official method for installing Receptor system updates, plugins, or patches is to
drag them into Receptor’s Drop installers Here folder and click the Install button.

If you own a Windows plugin that does not yet have a Receptor installer, you may attempt to install it by
dropping the .dll into the Program Files/VST Plugins/Unsupported Plugins folder on Receptor’s hard drive.
Checking the Include “Unsupported Plugins” folder option tells Receptor to look in this folder and to add any
un-installed files it finds there to the installation. If you have any un-installed files in the Unsupported Plugins
folder, you will see the Install button’s file count increase when you check the option.

IMPORTANT: This feature is meant for power users only. Attempting to install plugins that have not been
approved nor tested for Receptor may cause problems.

For detailed information about how to install “unsupported plugins,” please see “Installing and De-installing
“Unsupported” Plugins” on page 171.

Installation Results

To the right of the Install button is some text showing the results of your last installation. Specifically, it shows
how many files were successfully installed, and how many failed. Failed installation files are moved into
Receptor’s Drop Installers Here/Failed folder.

NOTE: The Installation results are lost when Receptor is rebooted, in which case the results field simply shows

“« s
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Uninstall Plugins Button

Click the Uninstall Plugins button to open a panel showing an alphabetical listing of every plugin currently
installed in Receptor.

-

Select Plugin to Uninstall

AFont Bass Module dfx MIDI Gater LOG 2 - SynthEdit MP 5.1 - SynthEdit

AFiont EFiano Module dfx Monomaker Lounge Lizad EP-2 MastyShaper

AFont Piano Module dfx RMS Buddy MadShifta OhmBoyz

AFont Rhode Module dfx Scrubby Mastavielb Fandemonium

A-Sine dfx Skidder mda Bandisto FD Poly - SynthEdit

Albino 2 dix Transverb mda Combo Piano

AlliGater Drawbar - SynthEdit mda Deess FlastiCZ

AmpliTube Live Dium Kid 4 - SynthEdit mda Delay FQMN Cooly

B4 DualDelay mda Dither PQN Mopar
IBeast DX10 mda DubDelay Predatohm

Bouncing ball delay E-Flex 2.1 - SynthEdit mda Dynamics PSP 84

Cheeze Machine EMM Knagalis mda Envelope FSP EasyVelb

Classic EQ ePiano mda Image PSP MasterQ

Classic Flanger EVE mda Leslie PSP MixBass

Classic Phaser Express 3 - SynthEdit mda Limiter PSP MixPessor

Classic Reverb FM7 mda Loudness PSP MixSaturator

Claw Free Alpha mda MultiBand FSP MixTreble

ComboSistar Frohmage Filter mda Overdrive FSP PianoVerb

Cosmagirl Il GEQ-7 mda RePsycho! PSP PseudoStero

CowDelay GMO-1 mda RezFiltar FSP StereoAnalyser

Crazy Ivan Green Gate mda RingMod FSP StereoContoller

Cronox Green Wah mda RoundPan PSP SteroEnhancer

Crystal GreenMachine Amp |l mda Splitter FSF VintageMeter

CS5-80V GTG 7 - SynthEdit mda Stereo FSP VintageW amer

Cyanide 2 GTG Micm - SynthEdit mda SubSynth Quad Frohmage

daAlfazk H20 mda Talkbox RevDelay

daHomet Hematohm mda TestTone RM Il

daCrigan Hexaline mda ThiuZeo RM IV

Decimator 1G-3 mda Tracker RoboBear

Delay Lama Kompakt MicroSynth s{Mjexoscope

dix Buffer Override Lexicon PSP 42 Mobilohm sfz

dix EQ Sync Little GreenAmp Il Moriphone SilvelBox

@ . Cancel i oK i

Select the plugin you wish to uninstall, then click OK. If there are more than 128 plugins in your Receptor,
you’ll see “Next Page” and “Previous Page” buttons at the bottom of this panel, which will allow you to
navigate through multiple pages of plugins.

IMPORTANT: Uninstalling a plugin also uninstalls all patch banks associated with that plugin.

SETUP View - Info Parameters

System Version

This is the version number of the Muse Research software that runs your Receptor. You should periodically
check www.plugorama.com to see if newer system versions are available.

Hardware Version

This is the hardware revision number of your Receptor.
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Memory

This displays information about Receptor’s internal RAM. Specifically, it shows how much RAM is installed in
your Receptor and what percentage of that RAM is currently free.

Enable Zload

Zload™, when enabled, can dramatically improve the speed at which plugins instantiate. When plugins
instantiate faster, Receptor is more responsive to patch change requests. Multi patches, in particular, will load
dramatically faster.

Zload works as follows: When you first instantiate a plugin, it takes the normal amount of time to load
(equivalent to the amount of time it takes to instantiate on a Mac or PC). Then, when you remove that plugin
from Receptor’s mixer, it’s set aside in RAM, rather than fully uninstantiated. The next time you try to
instantiate that plugin (either directly or by recalling a patch that uses that plugin), Receptor will re-use the
instance previously set aside in RAM, which is nearly instantaneous.

So why is Zload disabled by default? Because, regrettably, nothing in life is free. Since plugins, once
instantiated, are set aside in RAM, Zload demands a greater share of your Receptor’s RAM. In general, this
won’t be problematic, but there are a couple of things to consider when you’re deciding whether or not to use
Zload:

*  Zloaded plugins will never max out your RAM. When Receptor has only 40% of its available RAM
remaining, then the oldest Zloaded plugins will be dropped, allowing you to regain the RAM that they
previously occupied. Obviously, the more RAM you add to Receptor, the more plugins that Receptor will
be able to set aside in RAM and the “snappier” the box will be.

*  One possible downside to enabling Zload concerns customers who use large sample libraries. Because the
set-aside cache of Zloaded plugins may consume up to 60% of your unit’s available RAM, this memory
may not be available for loading samples. For example, if you have a sample that currently consumes 70%
of your Receptor’s memory, you’ll be able to load that sample as long as your Zloaded plugins haven’t
consumed more than 30% of your Receptor’s RAM. But, if your cache of Zloaded plugins exceeds 30%
of the available RAM, then the sample will not load. Again, the best remedy is to purchase and install
additional RAM into Receptor.

Obviously, to see the effects of Zload, a plugin must be instantiated at least once. But, once instantiated, that
plugin remains in RAM and any future instantiations will occur very quickly. If you tend to use a lot of the same
plugins in all your patches, then Zload will dramatically speed up plugin instantiation and patch loading.

When you turn Receptor off, all Zloaded plugins are cleared from RAM. This means, when you turn Receptor
back on, first instantiations of plugins will again occur at normal speed, but subsequent instantiations will be
very fast.

Here are a couple more details you may wish to know about Zload:

*  Some plugins keep audio in a buffer that does not get flushed when it’s set-aside by Zload. When this
happens, that plugin may make sound when re-loaded (since it will then empty its audio buffer). This
is a fairly rare occurrence and is pretty harmless in studio operations. But, if you’re using Receptor
live or sequencing with Single or Multi patch changes, you may want to check for this and, if it proves
problematic, disable Zload.

e Zload is currently disabled for all “Unsupported Plugins” whether you choose to enable Zload or not.
Future versions of Receptor will allow direct plugin-by-plugin control of Zload, so you can choose exactly
which plugins you want Zloaded and which you don’t.

Zload is a great asset that will greatly improve instantiation and patch loading speeds. Give it a try.
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Hard Disk

This displays information about Receptor’s internal hard disk. Specifically, the second number shows the total
amount of user-accessible Hard Disk space. The first number shows how much of that hard disk space (in GB)
is currently free (unused).

NOTE: You may wonder why the total amount of disk space does not equal the size of Receptor s internal hard
drive. The reason is that this field displays the total amount of user accessible disk space. Some amount of
Receptor s disk contains the operating system and the Receptor application, itself -- these applications cannot
be removed by the user and, as such, are not reported as part of the total disk space. The total disk space
display is, therefore, the total amount of disk space available for all plugins, patches, and samples.
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10 Graphic Ul - Loading Patches

This chapter discusses Receptor’s Load Panel in depth. Use it to load any type of patch (VST, Single, Multi)
into Receptor. The Load Panel appears anytime you click a Bank Select or Patch Select button in Receptor.

Bank Select button and current Bank Name

ounce 2 TR Y [ L

e B ] Severre ] ]| B <Space Cowboys- |

Patch Select button and current Patch Name

Load Panel Architecture

Whenever you click a Bank Select or Patch Select button within Receptor’s graphical user interface, you’ll be
presented with a standard Load Panel.

Bank and Patch Tabs List Slot ID

| Bank | Load into: CH 01 : INST : Claw
001: Thump Bass 033: Squeel Lead 0G5: (2mpty) 097: (empty)
002: Squeel Bass 034: Squirel Lead 066: (empty) 098: (empty)
003: Nasal Bass 035: Squash Lead 067 (empty) 099: (empty)
004: Sub Bass 036: Squint Lead 068: (empty) 100: (empty)
005: Big Woimy Bass 037: Frankenstein 069: (empty) 101: (empty)
006: Crack Up 038: Dracula 070: (empty) 102: (empty)
007: Break Down 039: Wolfman 071: (empty) 103: (empty)
008: Go Under 040: (empty) 072: (empty) 104: (empty)
009: Tum Over 041: (empty) 073: (empty) 105: iempty)
010: Far Left 042: (empty) 074: (empty) 106: (empty)
011: Eggs Benny 043: (empty) 075: (empty) 107: (empty)
012: Lil Eggies 044: (empty) 076: (empty) 108: (empty)
013: Monkey Eggs 045: (empty) 077: (empty) 109: (empty)
014: Tweak FX K 046: (empty) 078: (empty) 110: (empty)
015: Twease FX 047 (empty) 079: (empty) 111: iempty)
016: Twirl FX 048: (empty) 080: (empty) 112: (empty)
017: (empty) 049: (empty) 081: (empty) 113: (empty)
018: (empty) 050: (empty) 082: (empty) 114: {empty)
019: (empty) 051: (empty) 083: (empty) 115: (empty)
020: (empty) 052: (empty) 084: (empty) 116: (empty)
021: (empty) 053: (empty) 085: (empty) 117: (empty)
022: (empty) 054: (empty) 086: (empty) 118: (empty)
023: (empty) 055: (empty) 087: (empty) 119: (empty)
024: (empty) 056: (empty) 088 (empty) 120: iempty)
025: (empty) 057: (empty) 089: (empty) 121: tempty)
026: (empty) 058: (empty) 090: (empty) 122: (empty)
027: (empty) 059: (empty) 091: (empty) 123: (empty)
028: (empty) 060: (2mpty) 092: (2mpty) 124: (empty)
029: (empty) 061: (empty) 093: (empty) 125: (empty)
030: (empty) 062: (empty) 094: (empty) 126: (empty)
031: (empty) 063: (empty) 095: (2mpty) 127: (empty)
032: (empty) 064: (empty) 096: (empty) 128: (empty)

HBE

Info Area  Previous Patch / Next Patch Close

Load Blank Patch
(not shown -- this button appears
only with Single and Multi patches

--- Typical Patch Load Panel ---
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The Load Panel contains the following elements:

List

This area displays either the Bank List or the Patch List, depending on which tab is depressed. For more
information, see “Bank and Patch Lists” on page 127.

Prev/Next Patch Select buttons

These buttons duplicate the prev/next buttons found in Mix View (and elsewhere). Use these buttons to step
through patches one-at-a-time. As a shortcut, you can use your keyboard’s arrow keys. Click the DOWN

arrow to select the next patch. Click the UP arrow to select the previous patch. Click the LEFT or RIGHT
arrows to move between columns.

Slot ID
The upper right corner shows you the name of the plugin and its Receptor slot.

If you’re selecting a patch for an INST or FX, the slot ID displays the Channel (CH x, where x = 1-16, B1,
B2, or M), followed by its location (SOURCE, FX A, FX B, FX C), followed by the name of the plugin
(VST or VSTi name).

If you’re selecting a SINGLE patch, the slot ID displays the word “SINGLE :” followed by the Channel
number (CH 1-16).

If you’re selecting a MULTI patch, the slot ID displays the word “MULTI”.
Bank and Patch tabs

Use these tabs to switch the display to show either banks or patches. Basically, any time you want to load a
patch from a different bank, you would click the Bank tab, select the desired bank, then click the Patch tab
to see the list of patches contained in that bank. For more information about the Bank and Patch lists, see
“Bank and Patch Lists” on page 127.

Close button

Click this button to close the Load Panel. Alternately, you could simply click outside the panel or type the
Enter key on your keyboard.

Load Blank Patch button (Single and Multi patches only)

If you’re viewing the Load Panel for Single or Multi patches, you’ll see a button called “Load Blank Patch”
at the bottom of the Patch tab panel.

Ll _..l iLuad Blank Patch |

For a Multi patch, pressing this button loads a special patch that resets your Multi — uninstantiating every
plugin on every instrument channel and returning Receptor to its default configuration. This is the ideal
way to “wipe the slate clean” and start setting up an entirely new Multi patch from scratch.

Similarly, for a Single patch, pressing this button loads a special “blank” patch that resets your Single by
uninstantiating every plugin on that instrument channel and returning it to its default configuration.

Shortcut 1: You can load a blank Single or Multi patch without opening the Load Panel by control-clicking
the patch name in Mix view.

Shortcut 2: You can load a blank Multi patch using a front panel button shortcut -- simply press the front
panel s SETUP button, then the METERS button, and Receptor will load a blank Multi patch.

Info Area

This area displays the selected current bank’s name and MSB/LSB assignment.
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Bank and Patch Lists

In accordance with the MIDI specification, Receptor groups up to 128 patches together into a bank. Receptor
can contain as many as 16,384 banks of patches and, since each bank can hold up to 128 patches, this means
Receptor could theoretically save as many as 2 million patches! Obviously, the ability to group patches into
banks and navigate through them is very important.

As you’ve seen, the Load Panel has two tabs at the top: Patch and Bank. Click them to switch between the two
lists. In general:

Patch List

The Patch List always displays 128 patches, since there are always 128 patch locations within any bank. If
a patch location is not used, it’s called an <empty> patch. The number and name of all 128 patches in the
current bank are displayed in 4 columns. Click a patch to select it, loading it into Receptor.

If you clicked a Patch Selector within Receptor’s graphical UI, then the Load Panel opens to the Patch List
automatically.

Bank List

The number of banks displayed by the Bank List is variable. For example, if you have an “analog synth”
plugin with only three banks of patches, then the Bank List displays only those three banks. If a particular
plugin has more than 128 banks associated with it, a pair of paging buttons will appear at the bottom of the
panel.

Bank Select MSB/LSB

_J

Previous page of 128 banks  Next page of 128 banks

If you’re looking at the first page of Banks, the Previous Banks button is disabled. If you’re looking at the
last page of Banks, the Next Banks button is disabled.

In addition, when you select a Bank, its MIDI Bank Select number (MSB and LSB) appear in the panel’s
Info section. This information is useful if you wish to program an external sequencer or controller to select
this bank via MIDI Bank select messages.

Note that MSB / LSB indicators appear ONLY for Multi Patches, Single Patches, and INST patches. FX
patches can not be selected via MIDI and do not, therefore, have bank select messages assigned to them.

If you clicked a Bank Selector within Receptor’s graphical UI, then the Load Panel opens to the Bank List
automatically.

Note that selecting a bank does not actually load a patch from that bank. After selecting a bank to view, you
must click the Patch tab to select which patch to actually load.

SHORTCUT: You can switch between the Bank and Patch tabs by pressing CTL-TAB.

ROM Banks and RAM Banks

Every plugin that ships with Receptor has at least one factory bank of patches, which Receptor automatically
extracted from that plugin’s internal bank. You can not modify these banks in any way -- meaning you can not
save new patches to the bank nor can you delete patches from the bank. If you actually delete a Factory bank,
Receptor will automatically rebuild it the next time you turn it on. These banks are known as ROM banks, and
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the patches within them are known as ROM patches (ROM means “Read Only Memory). Receptor indicates
ROM banks and ROM patches by enclosing their names in angle brackets, like <this>. If you see a patch name
or a bank name enclosed in angle brackets, it means you cannot overwrite it, nor can you delete it.

If a patch does not appear in angle brackets, then it is a RAM bank (Random Access Memory) and can be
modified in any way you choose -- you can modify patches, add patches, delete patches, or delete the entire
bank if you wish.

Empty Patches

Any RAM bank can hold up to 128 patches. If a bank currently contains fewer than 128 patches, then the
unused patch slots are called “(empty)” patches. (Empty) patch locations are excellent places to store new
patches that you create.

If a ROM bank contains fewer than 128 patches, you will not see any indication of (empty) patches since you
cannot write to a ROM bank.
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11 Graphic Ul - Saving and Managing Patches

This chapter discusses Receptor’s Save/File Panel in depth. The Save/File Panel is a powerful tool that allows
you to not only save patches, but:

*  create new banks
*  rename banks

e delete banks

*  copy patches

e rename patches

e delete patches

Let’s look at how this all works...

Accessing the Save/File Panel

Receptor stores three types of patches: VST patches (.fxp), Single patches, and Multi patches. Wherever
Receptor’s interface lets you load a patch, you will also find a Save/File button, which you may click to open
the Save/File panel. For example, the following illustration shows the Multi patch section of Receptor and the
location of its Save/File button.

MULTI [E_:,J My Multis

[saverie| <] | B RewRoose |

Save/File button opens the Save/File Panel

TIP: If you edit a patch but haven t yet saved the changes, the patch name will appear italicized, indicating that
“what you hear is not necessarily whats stored on disk.”

MULTI [E_:.__‘,i My Multis

sawrie|| <] v] B ReroRooser |

ltalicized patch name indicates there
are unsaved patch modifications
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Save/File Panel Architecture

Whenever you click the Save/File button within Receptor’s graphical user interface, you’ll be presented with a
standard Save/File panel for that patch type.

Bank & Patch Tabs List Slot ID

001: Poly Synth 033: LED Isolation-C 065: Retio Rooster 097: (empty)

002: Lost Souls 034: LED Prog Hog-C 066: Retio Rocker 098: (empty)

003: Arena Syn'81 035: KBD Dusty Trip-C 067: Retro Rocket 099: (empty)

004: Space Rock 036: S¥N Camevil-C 068: (empty) 100: (empty)

005: Ectoplasmatic 037:5YN Stiung Qut-C 069: (empty) 101: (empty)

006: Mullet W altz 038: S¥YN ClockwkOrgn-C 070: (empty) 102: (empty)

007: Woody Tension 039: S¥N Stab n Grab-C 071: (empty) 103: (empty)

008: (empty) 040: LED Jazcid-C 072: (empty) 104: (empty)

009: Soap Suds 041: KBD Waits'Party-C 073: (empty) 105: (empty)

010: Delicate 042: SYN Le Damned-C 074: (empty) 106: (empty)
011:justwaits 043: (empty) 075: (empty) 107: (empty)

012: esoigan 044: (empty) 076: (empty) 108: (empty)

013: zawinoool 045: (empty) 077 (empty) 109: (empty)

014: Gialle 046: (empty) 078: (empty) 110: (empty)

015: (empty) 047: (empty) 079: (empty) 111: iempty)

016: (empty) 048: (empty) 080: (empty) 112: tempty)

017: (empty) 049: (empty) 081: (empty) 113: (empty)

018: (empty) 050: (empty) 082: (empty) 114: iempty)

019: (empty) 051: (empty) 083: (empty) 115: (empty)

020: (empty) 052: (empty) 084: (empty) 116: (empty)

021: (empty) 053: (empty) 085: (empty) 117: (empty)

022: (empty) 054: (empty) 086: (empty) 118: (empty)

023: (empty) 055: (empty) 087: (empty) 119: (empty)

024: (empty) 056: (empty) 0B8: (empty) 120: (empty)

025: (empty) 057: (empty) 089: (empty) 121: tempty)

026: (empty) 058: (empty) 090: (empty) 122: (empty)

027: (empty) 059: (empty) 091: (empty) 123: (empty)

028: (empty) 060: (2mpty) 092: (2mpty) 124: (empty)

029: (empty) 061: (empty) 093: (empty) 125: (empty)

030: (empty) 062: (empty) 094: (empty) 126: LIVE template

N 031: (empty) 063: (empty) 095: (empty) 127:SPLIT emplate
SaVG/F”e 032: (empty) 064: (empty) 096: (2mpty) 128: STACKED template
options ==
Bank (000/019): My Multis | CEES |
Current Bank Info Close Button

--- Typical Save/File Panel ---

The Save/File Panel contains the following elements:

List

This area displays either the Bank List or the Patch List, depending on which tab is depressed. For more
information, see “Save/File Panel: Bank and Patch Lists” on page 131.

Slot ID

The upper right corner shows you the name of the plugin and its Receptor slot.

If you’re saving a patch for an INST or FX, the slot ID displays the Channel (CH x, where x = 1-16, S1,
S2, or M), followed by its location (INST, FX A, FX B, FX C), followed by the name of the plugin (VST or
VSTi name).

If you’re saving a SINGLE patch, the slot ID displays the word “SINGLE:” followed by the Channel
number (CH 1-16).

If you’re saving a MULTI patch, the slot ID displays the word “MULTI”.
Bank and Patch tabs

Use these tabs to switch the display to show either banks or patches. Basically, any time you want to save
a patch to a different bank, you would click the Bank tab, select the desired bank, then click the Patch tab
to see the list of patches contained in that bank and select which patch location to store the patch into. For
more information about the Bank and Patch lists, see “Save/File Panel: Bank and Patch Lists” on page 131.

Save/File options

This area is where you perform the various Bank and Patch save and file management operations.
Close button

Click this button to close the Save/File panel.
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Save/File Panel: Bank and Patch Lists

Receptor saves each type of individual patch (whether a Multi, Single, or Plugin patch) into a container of 128
patches, called a Bank. Receptor is capable of saving up to 16,384 banks of patches and, since each bank can
hold up to 128 patches, this means Receptor could theoretically save as many as 2 million patches! Obviously,
the ability to group patches into banks is very important.

You may find it useful, for example, to group like-sounding patches together into a bank (such as a bank of bass
sounds, a bank of brass sounds, and so on). Or, you may wish to group patches by project (such as a bank of
patches used in a particular film score, or another bank used in a live performance). The choice of how you want
to organize your banks and patches is totally up to you.

As you’ve seen, the Save/File Panel has two tabs at the top: Patch and Bank. Click them to switch between the
two lists. In general:

¢ Patch List

The Patch List always displays 128 patches, since there are always 128 patch locations within any bank.
If a patch location is not used, it’s called an (empty) patch. The number and name of all 128 patches in the
current bank are displayed in 4 columns.

NOTE: Patches stored in ROM banks (such as all <factory> banks) can not be overwritten or deleted.
These patches are indicated by <brackets> around their name. Similarly, since you cannot write to a ROM
bank, no empty patch locations are indicated.

* Bank List
The number of banks displayed by the Bank List is variable. For example, if you have an “analog synth”
plugin with only three banks of patches, then the Bank List displays only those three banks. If a particular

patch type has more than 128 banks associated with it, a pair of paging buttons will appear at the bottom of
the panel.

Bank (002/090): My Bank - [ Cose )

Previous page of 128 banks Next page of 128 banks

If you’re looking at the first page of Banks, the Previous button is disabled. If you’re looking at the last page of
Banks, the Next button is disabled.
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Saving a Patch

Assume you’ve edited some patch (either a plugin’s patch, a Single, or a Multi) and you want to save it.

If you want to overwrite the existing patch with your edited patch:

1 Inthe Mixer, click the Save/File button next to the patch you want to save.

Receptor opens the Save/File panel. The Save button is lit by default.

-

001: Poly Synth 033: LED Isolation-C 065: Retro Rooster 097: (empty)
002: Lost Souls 034: LED Piog Hog-C 066: Reto Rocker 098: (empty)
003: Arna Syn '81 035: KBD Dusty Trip-C 067: Retio Rocket 099: (empty)
004: Space Rock 036: SYN CamEvil-C 068: (empty) 100: (empty)
005: Ectoplasmatic 037: S¥YN Stung Out-C 069 (empty) 101: (empty)
006: MulletWalhz 038: S¥YN ClockwkOrgn-C 070: (empty) 102: (empty)
007 Woody Tension 039: SYN Stab n Grab-C 071 (empty) 103: (empty)
008 (empty) 040: LED Jazcid-C 072: (empty) 104: (empty)
009: Soap Suds 041: KBD Waits'Pany-C 073: (empty) 105: (empty)
010: Delicate 042: 5YN Le Damned-C 074 (empty) 106: (empty)
011 justwait3 043: (empty) 075 (empty) 107 (empty)
012: esorgan 044: (empty) 076: (empty) 108: (empty)
013: zawinoool 045: (empty) 077: (empty) 109: (empty)
014: Giallo 046: (empty) 078: (empty) 110: (empty)
015: (empty) 047 (empty) 079: (empty) 111: (empty)
016: (empty) 048 (empty) 080: (empty) 112: (empty)
017 (empty) 049: (empty) 081: (empty) 113: (empty)
018: (empty) 050: (empty) 0B2: (empty) 114: (empty)
019: (empty) 051: (empty) 083: (empty) 115: (empty)
020 (empty) 052: (empty) 084: (empty) 116: (empty)
021: (empty) 053: (empty) 085: (empty) 117: (empty)
022: (empty) 054: (empty) 086: (empty) 118: (empty)
023: (empty) 055: (empty) 087: (empty) 119: (empty)
024: (empty) 056: (empty) QB8 (empty) 120: (empty)
025: (empty) 057 (empty) 089: (empty) 121: (empty)
026: (empty) 058: (empty) 090: (empty) 122: (empty)
027: (empty) 059: (empty) 091: (empty) 123 iempty)
028 (empty) 060: (empty) 092: (empty) 124: (empty)
020: (empty) 061: (empty) 093: (empty) 125: (empty)
030: (empty) 062: (empty) 094: (empty) 126: LIVE template
031: (empty) 063 (empty) 095: (empty) 127: SPLIT template
032 (empty) 064: (empty) 096" (empty) 128: STACKED template

" TCEEI EEI T o055 25 Fero

Bank (000/019): My Multis

2  Click the OK button.

Receptor overwrites the old version of the patch with the new version.

NOTE 1: If you wanted, you could type a new name for the patch before you click the OK button. This is handy if you

edited a patch so much that it’s name is no longer appropriate.

NOTE 2: If you decide that, for some reason you don 't want to save the patch, simply click the Cancel button.

3  Click the Close button to close the Save/File panel.
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Saving a Patch to a New Location (Save As)

If you want to save the edited patch to a different location (preserving your original patch):

1 Inthe Mixer, click the Save/File button next to the patch you want to save.

Receptor opens the Save/File panel. The Save button is lit by default.

2  Click the patch number to want to overwrite.

You can save the patch to a location in another bank if you 1) click the Bank tab, 2) click the desired bank, 3) click the
Patch tab, then 4) click the patch number to which you want to save your patch.

3 Type the name you want to give your patch.

r

001: Poly Synth
002: Lost Souls
003: Arna Syn '81
004: Space Rock
005: Ectoplasmatic
006: Mullet Waltz
007: Woody Tension
008: (empty)
009: Soap Suds
010: Delicate
011:justwait3
012: esorgan
013: zawinoool
014: Giallo

015: (empty)
016: (empty)
017: (empty)
018: (empty)
019: {empty)
020: (empty)
021: (empty)
022: (empty)
023: (empty)
024 (empty)
025: (empty)
026: (empty)
027: (empty)
028: (empty)
029: (empty)
030: (empty)
031: (empty)
032: (empty)

033: LED Isolation-C
034: LED Piog Hog-C
035: KBD Dusty Trip-C
036: SYN CamEvil-C
037: SYN 5tung Out-C
038: 5YN ClockwkQrgn-C
039: S¥YN Stab n Grab-C
040: LED Jazcid-C

041: KBD Waits'Pany-C
042: S¥YN Le Damned-C
043: (empty)

044 (empty)

045: (empty)

046: (empty)

047 (empty)

048: (empty)

049: (empty)

050: (empty)

051: (empty)

052: (empty)

053: (empty)

054: (empty)

055: (empty)

056: (empty)

057: (empty)

058 (empty)

059: (empty)

060: (empty)

061: (empty)

062: (empty)

063: (empty)

064: (empty)

065: Retro Rooster
066: Reto Rocker
067: Retio Rocket
068: (empty)
069: (empty)
070: (empty)
071: (empty)
072: (empty)
073 (empty)
074: (empty)
075 (empty)
076: (empty)
077: (empty)
078 (empty)
079: (empty)
080: (empty)
081 (empty)
082: (empty)
083: (empty)
084: (empty)
085: (empty)
086: (empty)
QB7: (empty)
088 (empty)
089: (empty)
090: (empty)
091: (empty)
092: {empty)
093: (empty)
094: (empty)
095: {empty)
096: (empty)

O S S 7050 2s: Gumy

Bank (000/019): My Multis

097: (empty)
098: (empty)
099: (empty)
100: (empty)
101: (empty)
102: (empty)
103: (empty)
104: (empty)
105: (empty)
106: (empty)
107: (empty)
108: (empty)
109: (empty)
110: (empty)
111: (empty)
112: (empty)
113: (empty)
114: (empty)
115: (empty)
116: (empty)
117: (empty)
118: (empty)
119: {empty)
120: (empty)
121: (empty)
122: (empty)
123: (empty)
124: (empty)
125: (empty)
126: LIVE template
127: SPLIT template
128 STACKED template

4  Click OK.

Receptor saves your patch to the bank and patch number you just selected.

5 Click the Close button to close the Save/File panel.
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Saving Patches from ROM Banks

You cannot save patches to a ROM bank. ROM banks are read-only and are indicated by <brackets> around
their name. Patches stored within ROM banks also indicated their read-only status by enclosing the patch name
in <brackets>. In general, most of Receptor’s factory banks are shipped as ROM banks.

If you edit a patch in a ROM bank and want to save it to disk, simply create a new bank and save the patch to

that new bank. The following steps will guide you through the process:
1 Inthe Mixer, click the Save/File button next to the edited ROM patch you want to save.

Receptor opens the Save/File panel. The Save, Delete, and Rename buttons are disabled because this is a ROM Bank.

r

001: <BA-0 Fat Synth HM> 033: <LD-Flange Flute PR> 065: <LD- Trancefloor PR 097: «<PA- Plastimex HM=
002: <BA-303 Acid> 034: <LD-FM like lead= 066: <LD-Vintage 80's> 098: <PA- Rasputin HM>
003: <BA- 303 Reverb> 035: <LD-FM Piano PR> 067: <LD-Volks Lead HM> 099: <PA-Ringmods>

004: <BA- Acid> 036: <LD- Freestyler= 068: <LD-Wurli PR> 100: <PA- Schwinlurch HM >
005: <BA-Blob> 037: <LD- Funky Lead= 069: <ORG- Church 1 HM> 101: <PA- Solina HM=>

006: <BA-Bold Sub CH> 038: <LD- Grunchy Hit> 070: <ORG- Church 2 HM=> 102: <PA-5pace Pad CH>
007 <BA- Fifths> 039: <LD- Guitarish HM> 071: <ORG- Funk = 103: <PA-Space Pads>
008: <BA- Houses> 040: <LD- Jimi PR> 072: <ORG-Organa> 104: <PA- Synced >

009: <BA- Lofi Bass CH> 041: <LD- Khamma HM> 073: <ORG- Organix> 105: <PA-Voices>

010: <BA-Muug Bass PR> 042: <L D- Loveparade> 074: <ORG- Space Jazz> 106: <PA-Voices 2>

011: <BA-Power> 043: <LD- Minimoog RK> 075 <REV- Ataliin Space= 107: <PA-Wam >

012: <BA-Rubberband HM> 044: <LD- Minister HM> 076: <REV- Final Front CH> 108: <PA-Wasp Stiing HM>
013: <BA-Saws> 045: <L D- Modularis HM> 077: <REV-Pizzicato> 109: <PA-Whillpool HM >
014: <BA-5Smackbass HM> 046 <LD-Muug PR> 078: <REV-5pace Squames> 110: <FX- 2 Bit=

015: <BA-Smatch> 047 <LD- Mysteion Cats> 079: <GT- Grap Gate> 111: <FX- Alien Bells>

016: <BA- Sub=> 048 <LD- Noise Chords> 080: «GT- Machinery HM= 112: <FX- Au Weia HM>
017 <LD- 8Os Vogue HM> 049: <LD- Paflendor= 081 <GT-Mosquitos> 113: <FX-Big Bell>

018 <LD-Blueshamp PR> 050: <LD- Palybrass PR> 082 <GT-Movement CH> 114: <FX- Cheesy Vox>

019: <LD-Brass PR> 051: «<LD- Polytack HM= 083: «GT- Tecline xtReme PR> 115: <FX- Deep Athmo>
020: <LD- Brathahn 1 HM> 052: <LD- Psycho PR> 084: <GT-Tiance Lead CH> 116: <FX- Devils Cave CH>
021: <LD- Brathahn 2 HM> 053: <LD-Reanimation CH> 085 <GT-Tiancegate> 117: <FX- Hells Bells HM>
022: <LD- Chimes 80's> 054: <L D- Saw Lead> 086 «GT- Tranceline PR 118: <FX- Jabbewocky CH>
023: <LD- Chimes Ham=> 055: <LD- Small Hom Ens HM=> 087: <PA-Ambience> 119: <FX-Keksdos HM=>
024: <LD- ChinaBelle HM> 056 <LD-Smallville HM> 088: <PA-Ambient PR> 120: <FX- Male Vox >

025 <LD- Choms Flute PR> 057 <LD- Sneech= 0BO: <PA- Cats> 121: <FX- Metal Bell>

026 <LD- Chunky= 058 <LD- Spacefiets HM> 090: <PA-Event Pad HM=> 122: <FX- MH daM enoG epaT>
027 <LD-DaStoim CH> 059: <LD- Spinetto HM=> 091: <PA- Jupiter HM> 123: <FX-Mouse on Mars>
028 <LD- Eat me! HM= 060: <LD- Steeldiums HM> 092: <PA-Kleps Pad> 124: <FX- Telephone HiFi=
029: <LD-Echo Chords=> 061: <LD- Supersweep HM= 093: <PA- Movie Tension HM=> 125: <FX-Talking Siens>
030: <LD-E-Piano 2 PD> 062: <LD-Tabelau HM=> 094: <PA- Mystivibes> 120: <FX- Something>

031: <LD-Fast Chords> 063: <LD-Tack Flute HM= 085: <PA-Peeks> 127 <FX-Weau>

032: <LD-Fat Chowds> 064: <LD-Tecsmac HM= 096: <PA-Planktons> 128: <FX-Female Viox=>

Bank (002/092): <factory>

CHO1: INST : PlastiCZ

i Close i

2  Click the Bank tab.

Receptor opens the Bank list and shows all the current banks associated with this patch type.

3 To create a new bank into which you’ll save the patch, click New.

The entire process of creating a new bank is discussed further in “Creating a New Bank” on page 138.
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4 Type in a new bank name, if you wish.

CHO1:INST : PlastiCZ

<factory=

(o020 [ICEEERN S

lew _W_ Name: My PlastiCZ Bank

Bank (002/092): <factory>

5 Click OK.

Receptor creates the new bank.
NOTE: If your bank tab already contained a bank into which you want to save your patch, you could simply have

selected it, rather than creating a new bank.
Click the bank name you just created to select it as the destination for your edited patch.

.
m m CHO1: INST : PlastiCZ
MyPlasicZBank
<factory>
[ New | Rename |

Bank (002/091): My PlastiCZ Bank

7 Click the Patch tab.
Receptor shows the names of all the patches in the selected bank. Since this is a new bank, all the patches are (empty).

8 Click the patch number to which you want to save your edited patch.
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9  Type the desired name for the patch.

| Bank | “ CHO1 : INST : PlastiCZ

001: (empty) 033: (empty) 065: (empty) 097: (empty)
002: (empty) 034: (empty) 066 (empty) 098: (empty)
003: (empty) 035: (empty) 067: (empty) 099: (empty)
004: (empty) 036: (empty) 068: (empty) 100: (empty)
005: (empty) 037: (empty) 069: (empty) 101: (empty)
006 (empty) 038: (empty) 070: (empty) 102: (empty)
007: (empty) 039: (empty) 071 (empty) 103: (empty)
008: (empty) 040: (empty) 072: (empty) 104: (empty)
009 (empty) 041: (empty) 073: (empty) 105: (empty)
010: (empty) 042: (empty) 074: (empty) 106: (empty)
011: (empty) 043: (empty) 075: (empty) 107 (empty)
012: (empty) 044: (empty) 076: (empty) 108: (empty)
013: (empty) 045: (empty) Q77 (empty) 109: (empty)
014: (empty) 046: (empty) 078: (empty) 110: (empty)
015 (empty) 047: (empty) 079: (empty) 111: (empty)
016: (empty) 048 (empty) 080: (empty) 112: (empty)
017 (empty) 049: (empty) 081: (empty) 113: (empty)
018 (empty) 050: (empty) 082: (empty) 114: (empty)
019: (empty) 051: (empty) 083: (empty) 115: (empty)
020: (empty) 052: (empty) 084 (empty) 116: (empty)
021: (empty) 053: {empty) 0OB5: (empty) 117: (empty)
022: (empty) 054: (empty) 08&: (empty) 118 (empty)
023 (empty) 055: (empty) Q87: (empty) 119: (empty)
024: (empty) 056: (empty) OB8: (empty) 120: (empty)
025: (empty) 057 (empty) 089: (empty) 121: (empty)
020: (empty) 058 (empty) 090: (empty) 122 (empty)
027 (empty) 050: {empty) 091: {empty) 123: (empty)
028 (empty) 060: (empty) 092: (empty) 124: (empty)
029: (empty) 061: (empty) 093 (empty) 125: (empty)
030: (empty) 062: (empty) 094: {empty) 126: (empty)
031: (empty) 063: (empty) 095: (empty) 127 (empty)
032: (empty) 064: (empty) 096: (empty) 128: (empty)
E ] [EEEN [ Too001as um Funk

Bank (002/091): My PlastiCZ Bank

10 Click OK.

Receptor saves the edited to patch to the selected location.

11 Click the Clese button to close the Save/File panel.

Renaming a Bank or Patch

You can rename any bank or patch in Receptor (as long as it’s not a ROM bank, as indicated by <brackets>
around its name).

Renaming a Bank

You can rename any bank as follows:
1 In the Bank List, click the bank name you wish to change.

2  Click Rename.
The Rename button lights, a Name field appears, and the Cancel and OK buttons become available.

Bank (002/091): Bank 2

Change the name by typing a new value into the Name field.

Click the OK button to rename the bank, or click Ganeel to cancel the renaming operation.
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Renaming a Patch

You can rename any patch as follows:

1
2

In the Patch List, click the patch name you wish to change.

Click Rename.
The Rename button lights, a Name field appears, and the Cancel and OK buttons become available.

Bank (002/091): Bank 2

Change the name by typing a new value into the Name field.

Click the OK button to rename the patch, or click Ganeel to cancel the renaming operation.

Deleting a Bank or Patch

You can delete any bank or patch in Receptor (as long as it’s not a ROM bank, as indicated by <brackets>
around its name).

Deleting a Bank

You can delete any bank as follows:

1
2

3

In the Bank List, click the bank name you wish to delete.

Click Delete.

The Delete button lights, the name of the selected Bank name appears, and the Cancel and OK buttons become
available.

Name: Bank 2

Bank (002/001): Bank 2

Click the OK button to delete the bank, or click Ganecel if you decide not to delete the bank.

IMPORTANT: Deleting a bank also deletes every patch contained within it. Make doubly sure that you want to
delete a bank before doing so!

Deleting a Patch

You can delete any patch as follows:

1
2

In the Patch List, click the patch name you wish to delete.
Click Delete.
The Delete button lights, the selected Patch name appears, and the Cancel and OK buttons become available.

T | elete NS Rename M Copy | Name: Patch 1

Bank (002/091): Bank 2

Click the OK button to delete the patch, or click Gancel if you decide not to delete the patch.
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Copying a Patch

You may sometimes wish to copy a patch to another location or bank. For example, you may have some patches
in one bank that should really be in a different bank, in which case the Copy feature is ideal.

To copy a patch:
1 Inthe Patch List, click the patch name you wish to copy.

2  Click Copy.
The Copy button lights and the Cancel button becomes available.

Additionally, a “from” field appears that shows the name of the patch you just selected, and a “to” field appears, which
will show the name of the patch you wish to copy to.

TEEE | Rename [l Copy Fiom: Patch 1 To001: (Select Patch..) [l Cancel IR OK
Bank (002/091): Bank 2

3 Using the Bank and Patch Lists, select the patch location you wish to copy to.

The OK button now becomes available.

M [EEE “opy W From: Patch 1 To 040: Patch 1-C i [ ] J

Bank (002/091): Bank 2

4  Click the OK button to copy the patch to this location, or click Gancel to cancel the copy operation.

NOTE: Receptor always appends a “-C” suffix to the end of a copied patch. If you wish, you can rename the
patch using the Rename option discussed earlier.

Creating a New Bank

There will be times when you want to save a patch and there just aren’t any appropriate banks for saving it. For

example, you may be starting a new film project and want to create a new bank of patches named after the film.

Or, if you’re the untidy type, you may have just run out of empty patch locations within your existing banks and
need to create a new bank in which to store a patch.

To create a new bank:
1 Click the Bank tab.

2  Click New.

The New button lights, a Bank name field appears, and the Cancel and OK buttons become available. To the right of
the Name field, Receptor displays the MSB/LSB number that will be assigned to the new bank.

RN B Dol-= SlERRename o Name: [Bank 2 (ooz09l) [N T

Bank (002/092): <factory=

3 Type a new name into the Name field.

[Tt

Receptor's default name for a new bank is “Bank n”, where “n” represents the order number of the bank.

4  Click the OK button to create the bank, or click Gancel to cancel the creation of this bank.
In the Bank List, a new bank is inserted and highlighted.

NOTE: Banks are arranged by their MIDI Bank Select numbers (MSB & LSB). In general, when you create a
new bank, Receptor assigns the lowest available MSB/LSB pair to the bank. Consequently, new banks may not
always be created at the end of the current list of bank, but sometimes in the middle. Don't worry: The bank
you're creating will always be highlighted and the existing banks will always use their previously assigned
MSB/LSB Bank Select numbers (even though the display order appears to change).
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Viewing a Bank’s MIDI Bank Select Values

You can view the Bank Select MSB (cc 00) and LSB (cc 32) values of any bank by selecting it and looking at
the MSB/LSB readout in the bottom left corner of the Save/File panel. This information is very useful if you
want to program an external device to send bank/patch select messages to Receptor.

NOTE: MSB / LSB indicators appear only for Multi Patches, Single Patches, and INST patches. FX banks can
not be selected via MIDI and do not, therefore, have bank select messages assigned to them.
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Networking Receptor
and your Computer

This section discusses how to connect Receptor to a computer. Connecting a computer
allows you to remotely edit Receptor, and install and manage plugins, patches and samples.
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12 Connecting Receptor to a Computer

Although Receptor is designed to be used as a stand-alone device, you’ll be missing out on one of its most
powerful features -- expansion -- if you don’t ever connect it to your computer. Basically, connecting Receptor
to your computer allows you to:

*  Update Receptor’s host application, its operating system and its plugins
*  Purchase and authorize commercial plugins contained on Receptor

*  Purchase, download and install new plugins from the web

» Install patches and samples into Receptor

*  Remove plugins, patches, and samples from Receptor

*  Get patch name lists and MIDI controller values from Receptor

*  Remotely control Receptor from a computer

Networking Buzzwords

If you’re new to computer networking, you may find some unfamiliar terminology in this section. If this
describes you, then you may find the following definitions useful as you read through the next few chapters.
Unlike a standard glossary, these terms are not presented in alphabetical order -- rather, they’re presented in
need-to-know order: That is, each term needs to be understood before the term below it makes sense. So, if you
read this glossary like a book (from top-to-bottom), then you’ll learn all the networking terms you’ll need to
know for Receptor.

*  Ethernet - Ethernet is the most widely used means of transferring data over a network. It allows computers
to communicate with each other, or to share other Ethernet-enabled devices, such as networked office
printers and DSL (or Cable) modems. It’s also the how you’ll connect Receptor to your computer or
network. Nearly all modern computers, whether Mac or PC, have Ethernet built-in and, if they don’t,
Ethernet cards are readily available for purchase and installation.

*  Ethernet Port - Ethernet devices plug into the network using Ethernet cables that are connected to each
device’s Ethernet port. There are actually several types of Ethernet ports, but nearly all home-based or
small-office devices now use a “twisted pair” connector that looks like an oversized telephone line jack.
There is an Ethernet port of this type on the back of Receptor.

*  10BASE-T - This is an expression of Ethernet speed and connector type. The ‘10’ in 10BASE-T means that
data is transferred at 10 megabits per second. The ‘T’ means that it uses a “Twisted pair” connector, which
is a type of connector that looks like an oversized telephone jack (see Ethernet Port). I0BASE-T has been
around for a very long time and is rather slow by today’s standards. Receptor is capable of operating at
10BASE-T, though Muse Research recommends that you use at least a 100BASE-T network, if possible.

*  100BASE-T - If you read the description of 10BASE-T, then you can probably surmise that I00BASE-T
tells us that the Ethernet device is capable of transferring data at 100 megabits per second and that it, too, is
a “Twisted pair” connector. I00BASE-T is often called “Fast Ethernet” and is ten times faster than standard
10BASE-T. Receptor is capable of operating at 100BASE-T and Muse Research recommends that you
use this speed (or higher) when setting up your computer network. Most modern computers, networked
devices, and Ethernet routers/switchers (see definition, later) now support use of both l0BASE-T and
100BASE-T networks.

*  Gigabit Ethernet - Gigabit Ethernet is even faster than 100BASE-T -- 10 times faster, since it transfers
data at a rate of 1000 Megabits per second. Receptor can be used on a Gigabit Ethernet network but is not,
itself, gigabit-capable. That means that Receptor will still communicate with other networked devices at a
rate of 100 megabits per second, even if installed on a Gigabit Ethernet network.
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Ethernet Switcher - This is a device that contains multiple Ethernet ports and, thus, expands the number of
Ethernet devices you can connect to your network. Ethernet switchers, unlike older “hubs”, guarantee full
bandwidth to each Ethernet device that connects to it. In general, most modern multi-port Ethernet devices
are switchers.

Ethernet Router - An Ethernet router contains a built-in DHCP server. This is the “central nervous
system” of your network. Routers have at least one Ethernet port, though many contain multiple Ethernet
ports and, thus, act as switchers as well as routers. If you already own some type of router (such as an
802.11 wireless base station) and need only to add additional ports, than you can purchase an Ethernet
switcher to add more Ethernet ports to your existing network. If you’re building a network from scratch
and don’t already have an Ethernet router with a built-in DHCP server, then you will need to purchase a
router/switcher combination unit. Some older multi-port Ethernet devices are not actual switchers (meaning
they share bandwidth amongst all Ethernet devices). If you’re purchasing a new multi-port Ethernet router,
make sure that it’s a “switcher” and not just a “hub.”

Crossover Connection - If you only have one Ethernet device to plug into your computer, then you don’t
need to use an Ethernet router/switcher -- you can simply plug the Ethernet device directly into your
computer’s Ethernet port. This is known as a Crossover Connection because it requires a special type

of Ethernet Cable known as an Ethernet Crossover Cable. An Ethernet crossover cable is different than

the standard type of Ethernet cable used to connect Ethernet devices to a router/switcher. If you plan to
plug Receptor directly into your computer (without using any type of Ethernet hub), then you must use a
Crossover Ethernet Cable rather than a Standard Ethernet Cable. These are available at most any computer
supply store.

TCP/IP - Technically, this stands for “Transmission Control Protocol/Internet Protocol” but you don’t
have to know that. What you do have to know is that this is the protocol that networked devices use to
communicate with the internet and, often, with each other. Receptor’s Setup page has a few different TCP/
IP settings that you can “tweak” depending on how you configure your network.

IP Address - This stands for “Internet Protocol Address.” An IP Address is the computer-equivalent of your
house or apartment’s street address -- people would have a hard time finding your house if it didn’t have
some type of address, and the same is true for computers. IP addresses are used on computer networks so
that data can be directed and delivered to the right computer. IP Addresses consist of 4 blocks of numbers,
separated by dots, such as 192.168.005.001.

DHCP - DHCP stands for “Dynamic Host Configuration Protocol.” Like most such acronyms, you don’t
really need to know that -- what matters is that you know what it does. DHCP is simply one method by
which a device can be assigned an IP Address. When you tell a device to use DHCP, you’re telling it to use
an IP Address that’s provided for it by another device on the network. Most Ethernet Routers are capable
of dynamically assigning IP Addresses to any device that asks for one. Using DHCP will, in general, make
most networking tasks simpler since the network, itself, keeps track of IP addresses, meaning you don’t
have to. Receptor defaults to using DHCP addressing but, if you want, you can assign an IP address to it
manually, meaning it won’t ask the network to give it an IP address.

Netmask - The netmask is used to divide networks into smaller “sub” networks. In general, you can accept
the default options that Receptor provides. If your Receptor(s) are getting installed into a large office or
classroom network, you may need to set Receptor’s Netmask to match your office networks. Ask your IT
guy.

Appletalk - This is a common networking protocol that Apple Computer uses to connect its various
computers and printers. You will have to use Appletalk if you use OS 9. OS X users can choose to use
either Appletalk or Windows networking, as both are supported by this OS.

Windows Networking - Windows networking uses something called “Samba” as its networking protocol.
Although Samba is used by Windows, Linux, and OS X, the term “Windows Networking” is fairly
common, too.

Workgroup - Windows Networking uses the concept of “workgroups” to divide your network into,
well, “workgroups”. This could be something as mundane as a collection of computers connected to

the “accounting” workgroup, or some printers and computers connected to the “marketing” workgroup.
Receptor’s default workgroup is named “Muse.” There shouldn’t be any reason you to change this unless
your accounting department wants to hijack your Receptor and claim it for their own workgroup.
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Receptor <-> Computer Connection

Receptor connects to a computer via its 10/100Base-T Ethernet port. This single Ethernet connection will
handle all file transfers between Receptor and your desktop computer. In addition, you may use this same
Ethernet connection to remotely control Receptor from a computer.

There are two ways to connect Receptor to your computer:

*  Crossover connection - This is the connection method you use when connecting Receptor’s Ethernet port
directly to your computer’s Ethernet port, without going through a network router/switcher. See “Crossover
Connection” on this page.

*  Network connection - This is the connection method you use when connecting Receptor’s Ethernet port to
a network router/switcher, rather that directly to Receptor. This is the type of connection you’ll use if you
have multiple Ethernet devices, such as cable (or DSL) modems, printers, additional computers, or multiple
Receptors. See “Network Connection” on page 147.

Crossover Connection

If you’re connecting Receptor directly to a computer (perhaps a laptop that you’re using on stage), you must
use a special type of cable, known as a crossover Ethernet cable, to connect their Ethernet ports. This cable is
available from most computer supply stores and differs from a standard Ethernet cable. Always be sure, when
connecting Receptor directly to a computer (without going through a router/switcher) that you use a crossover
Ethernet cable.

Receptor

Computer
Crossover

Ethernet Cable

To set up a crossover connection and configure Receptor:

1 Connect a Crossover Ethernet Cable between your computer and Receptor.
2 If Receptor is not already in “Crossover” mode, you’ll need to put your Receptor into that mode.
Specifically:

To do this from the front panel: 1) press the SETUP button, then 2) turn the top display knob to select the “TCP/IP
Setup” parameter, then 3) turn the bottom display knob to select “Crossover” and 4) press the bottom display knob to
apply your selection.

To do this from the graphical interface: 1) click the Setup tab in the View bar at the top of the screen and, 2) in the
Network section of the Setup screen, click the “Crossover” option under “TCP/IP Settings,” then 3) click Apply.
Turn off your computer and double-click Receptor’s power button to turn it off.

Turn Receptor and your computer back on.

Once Receptor has finished initializing its system and starting up, it will provide an IP address to your PC.

WARNING: Never use Crossover Mode if Receptor is connected to a standard network. Most networks have
DHCP servers of their own. When Receptor is in Crossover Mode, it is acting as a DHCP server, and the
presence of two such servers could confuse the network.

NOTE TO MACINTOSH USERS: If you re using a Macintosh computer, crossover connections will work
without setting Receptor to Crossover Mode. If you frequently move your Receptor between a Macintosh
location that requires a network connection and one that requires a crossover connection, it s alright to leave
Receptor in “Auto (DHCP)” mode (as discussed in “Network Connection” on page 147). If, however, you
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plan to always use your Receptor with a crossover connection to a Macintosh, you should set Receptor to
“Crossover” mode to speed up the startup process. Windows users must ALWAYS use Crossover Mode when
using a crossover connection.

Using a Crossover Connection with Dial-Up Internet

You will get most of your plugins and software updates from www.plugorama.com. Although you can transfer
any files you download from plugorama.com to any Receptor, you may find it most convenient if the computer
that’s connected to Receptor is also connected to the internet.

If you currently have a dial-up internet connection and a single Receptor, connect your system as shown
below. As mentioned previously, make sure to use a crossover Ethernet cable and not a standard Ethernet cable
whenever you plug Receptor directly into your computer’s Ethernet port (without going through an Ethernet
router/switcher):

Web

Dial-Up
Receptor Modem
Computer .
Crossover Phone Line

Ethernet Cable

--- Typical network involving a single Receptor and a dial-up internet connection ---
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Network Connection
If you have other Ethernet devices that you want connected to your computer at the same time as Receptor, you
must use an Ethernet router/switcher -- connecting Receptor to it, rather than directly to your computer.

This will likely be the connection you use if you have multiple computers, a network printer, or a broadband
internet modem (such as Cable or DSL).

Web
Receptor DSL/Cable
P Modem
Ethernet
Router/
Standard Switcher Standard
Ethernet Cable Ethernet Cable
Standard
Ethernet Cable
Computer

--- Typical network involving a single Receptor and a Cable or DSL internet connection ---
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Also, if you have multiple Receptors, you may simply add them to the network as shown below:

Web
Receptor 1 Ethernet
DSL/Cable
Receptor 2 Ethernet Modem
|
| Ethernet
Ethernet
Router/
Switcher
Ethernet
Computer

Ethernet routers and switchers are available at most computer supply stores.

When you use Receptor on a network, you can choose either dynamic IP addressing (called “Auto (DHCP)”) or
manual [P addressing.

Auto (DHCP) IP Connections

To set up a network connection and configure Receptor to use Auto (DHCP):

1

Make sure that your Ethernet router/switcher is turned on and that your computer and Receptor are turned
off.

Connect a standard Ethernet cable between Receptor’s Ethernet port and an open port on your router/
switcher.

Turn on your computer, then turn on Receptor and set its TCP/IP Settings to Auto (DHGP).

To do this from the front panel: 1) press the SETUP button, then 2) turn the top display knob to select the “TCP/IP
Setup” parameter, then 3) turn the bottom display knob to select “Auto (DHCP)” and 4) press the bottom display knob
to apply your selection.

To do this from the graphical interface: 1) click the Setup tab in the View bar at the top of the screen and, 2) in the
Network section of the Setup screen, click the “Auto (DHCP)” option under “TCP/IP Settings,” then 3) click Apply.
Double-click Receptor’s power button to turn off Receptor then, once it shuts down, press the Power
button to turn Receptor back on.

Receptor will, upon starting up, get an IP address dynamically and will always do so unless you change TCP/IP
Settings.

Manual IP Connections

To set up a network connection and configure Receptor to use a Manual IP:

1

Make sure that your Ethernet router/switcher is turned on and that your computer and Receptor are turned
off.

Connect a standard Ethernet cable between Receptor’s Ethernet port and an open port on your router/
switcher.
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3 Turn on your computer, then turn on Receptor and set its TCP/IP Settings to Manual, and enter the desired
IP Address and Netmask.

To do this from the front panel: 1) press the SETUP button, then 2) turn the top display knob to select the “TCP/IP
Setup” parameter, then 3) turn the bottom display knob to select “Manual,” then 4) press the bottom display knob

to apply your selection. The LCD will now show the IP address. To set it: 1) rotate the bottom display knob to set the
first number block and press the bottom display knob to advance to the second number block. 2) Rotate the bottom
display knob to set the second number block and press the bottom display knob to advance to the third number block.
3) continue setting the third and fourth number blocks, then press the bottom display knob, and you will next see the
TCP/IP Netmask parameter. In most cases, the default Netmask setting will work, but if you need to set it, use the same
procedure as you used for setting the IP address. You will them be asked to confirm your change. Select Yes and press
the bottom display knob. For more detailed information, see “SETUP: TCP/IP Setup” on page 64.

To do this from the graphical interface: 1) click the Setup tab in the View bar at the top of the screen and, 2) in the
Network section of the Setup screen, click the “Manual” option under “TCP/IP Settings,” then 3) type in the desired IP
Address and Netmask, then 4) click the Apply button.

4  Double-click Receptor’s power button to turn off Receptor then, once it shuts down, press the Power
button to turn Receptor back on.

Receptor will, upon starting up, use the manual IP address that you just entered, and will always do so unless you
change TCP/IP Settings.

Mounting Receptor on your Computer’s Desktop

Receptor supports Windows Networking, Appletalk, and Rendezvous technologies, making it fairly simply to
mount it on a computer’s desktop for file transfer and maintenance purposes.

Macintosh Mounting Instructions

The following sections discuss how to mount Receptor using various versions of the Mac OS. Should you
require additional information, see your computer’s documentation to learn more about how its networking
works.

Mac 0S X Panther (10.3), using AppleTalk

1 Make sure AppleTalk is turned on in the Mac’s System Preferences > Network panel then, in the Finder,
click on the Network icon and then double click your Receptor’s name.

o lelle +" Receptor-201998 -
DI|1 [ ﬁ'l Q- local disks

_ [« » 22

I @ iDisk + EgorBook e
DR | VST -

= Mac HD ‘8 Servers 4
=1 Mac

= Aavl | P
|| 2 Avz | "‘ -
|| Bl x371 I
| - v d

I Elx372

|| @ Desktop | / Connect... )

! egor To see the available shares for server
A Applicati... "Receptor-201998", press Connect.

4 Documents
|| g5 Movies
_ & Music £ I |

0 items, Zero KB available

NOTE: Appletalk does not refresh itself very often and, if you 've recently turned on your Receptor, it may not
immediately appear in the Local folder. If you’re in a hurry, you can always type in your Receptor s IP address. To do
so, choose Connect to Server from the Go menu and enter the IP address of your Receptor into the “Server Address”
field, then click Connect.

To learn how to get Receptor s IP address, see “Getting Receptor s IP Address” on page 162.
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2 In the next dialog click Gonnect.

- Connect to the file server "Receptor-201998"
@' - as:

*) Guest
: Registered User

Options... ( Cancel )( Connect )

3  Another dialog box appear asking you to select which Receptor volume you wish to mount. Select “¢” then
click OK.

— Receptor-201998

Q“ 7’ Select the volumes you wish to mount

Receptor-201998

Character Set : | Western {Mac) =% ]

4  Adialog appears welcoming you to Receptor. Click 0K.

AQ

Welcome to Receptor!

o)

5  Your Receptor hard disk now appears mounted on the Desktop.
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Mac 0S X Panther (10.3), using Samba

1 On the Mac, open System Preferences > Sharing and enable Windows Sharing.

f6en

Sharing

=

« mae @

Show All Displays Sound Network Startup Disk

Computer Name: Computer

Other computers on your local subnet can reach your
computer at Gregory-Simpsons-Computer.local

E Services | Firewall

Internet |

Select a service to change its settings.

On | Service

[ Personal File Sharing
] Personal Web Sharing
] Remote Login

] FTP Access

[ Apple Remote Desktop
] Remote Apple Events
] Printer Sharing

|
d Click the lock to prevent further changes.

Windows Sharing On

Click Stop to prevent Windows users from
accessing shared folders on this computer.
This will also prevent Windows users from
printing to shared printers.

2 In the Finder, click on the Network icon, open the MUSE folder, and then double click your Receptor’s name.

0606

e

) -]

@ iDisk m | L Local ke
[0 Muse

| B & Servers »

] é Mac HD [7 woRrkcroOUP s
= av1

EL

N B x37 1

o £ x37 2

» >

| [@§ Desktop

| % egor

|| /A Applicati...
. | Documents
|| [ Movies

| & Music

= o

4| r(F

5. RECEFTOR-201998 Ls

+ RECEPTOR-201998

[Q~ local disks

L Connect... J
To see the available shares
for server "RECEFTOR
-201598", press Connect.

s Spw

SN

B

0 items,

Zero KB available

7

NOTE: Windows Networking can be very slow to refresh so, if you 've recently turned on your Receptor, it (and

its Workgroup) may not immediately appear in the Local folder. If you 're in a hurry, you can always type in your
Receptor's IP address. To do so, choose Connect to Server from the Go menu and type smb:// followed by the IP
address of your Receptor in the “Server Address” field, then click Connect.
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To learn how to get Receptor s IP address, see “Getting Receptor s IP Address” on page 162.
e8n Connect To Server

Server Address:

smb://192.168.1.115 +] [@.

Favorite Servers:

(" Remove ) [ Browse ) ( Connect )

Fa

2 Inthe next dialog, you will be asked to select the name of the Receptor volume you wish to mount. Select
“Hard Drive” and click OK.

— SMB Mount
‘ﬁ% Select a share
; - | Hard Drive | % ]

( Cancel ) ( Authenticate ) ( 0K )

3 The next dialog asks for a username and password, though none are needed. Simply click OK to dismiss
the dialog.

SMEB/CIFS Filesystem Authentication

‘F% Enter username and password for RECEPTOR

-201998:
Workgroup/Domain
MUSE

Username
MYNAME

Password

] Add to Keychain

( Cancel :J (— oK -)

4  The Receptor Volume named “HARD DRIVE” now appears mounted on your desktop.
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Mac 0S X Jaguar (10.2) or earlier, using AppleTalk

1 Inthe Finder, choose Gonnect to Server from the Go menu. Browse zones in the left pane until you see your
Receptor’s name in the middle pane, select it, and then click Gonnect.

-

Connect to Server

Choose a server from the list or enter a server address

At: | @ Receptor-NAMM-2 F E}

[ P & April

& Local 3 & Big Mac

& MusE P € Dan Timis's Computer
&3 WORKGROUP P & EXCHANGE

£ iChthysaurus
€ Insono Composer
£ INSONOSERVER

£ MPSERVER

g nepne Mame: Receptor-NAMM-2
& Receptor-NAMM-1 Sarvice: afp

g Receptor-MNAMM-2 Location: *

URL: afp:/at/R...tor-NAMM-2:*

11 items

Address: afp:/at/Receptor-NAMM-2:*

s - Y -
| Add to Favorites | { cancel GConm!ct‘)
]

2 If you do not see your Receptor’s name, enter the IP address of your Receptor in the “Address” field, and
then click Connect.
To learn how to get Receptor s IP address, see “Getting Receptor s IP Address” on page 162.

-

Connect to Server

Choose a server from the list or enter a server address

At: | Network I:‘] B

@ - o
& Local P
& Muse P

& WORKGROUP

6 items

Address: |192.168.1.137

Erad o baunritac—
Add to Favorites | { Cancel ) EConrrecra

P4

12: Connecting Receptor to a Computer 153 Receptor Manual



3 Next you will connect as guest. Simply click Gonnect.

-

Connect to the file server "Receptor-NAMM-
2" as:

@ Guest
C Registered User

Name:

Password:

{ Options... Y € cancel ) f—&nﬂecr—,

Another dialog box appears asking you to select which Receptor volume you wish to mount. Select “Hard
Drive” then click OK.

-

4

Receptor-NAMM-2

Select the volumes you wish to mount

Hard Drive

Character Set : | Western (Mac) o l

. Cancel ) @

The Receptor Volume named “Hard Drive” now appears mounted in the Finder.

Mac 0S X Jaguar (10.2) or earlier, using Samba
1 Inthe Finder, choose Gonnect to Server from the Go menu. In the left pane click on “MUSE,” select your
Receptor’s name in the middle pane, and then click Gonnect.

.
Connect to Server

Choose a server from the list or enter a server address

At | @ RECEPTOR-NAMM-2 3] (&)

@ - 3 @ RECEPTOR

& Local P £ RECEPTOR-NAMM-1

& MUSE P K% RECEPTOR-NAMM-2
.

& WORKGROUP

Name: RECEPTOR-MAMM-2
Service: smb

Location: MUSE

URL: smb://192.168.1.137

3 items

Address: smb://192.168.1.137

s - Y
| Add to Favorites | { Cancel ) ‘-Eurmecl-’
]

2  If you do not see your Receptor’s name, choose Gonnect to Server from the Go menu.

A dialog box will appear in which you can enter the IP address of the device you wish to connect to.
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3 Type smb:// followed by the IP address of your Receptor in the “Server Address” field, then click Connect.

4  To learn how to get Receptor’s IP address, see “Getting Receptor’s IP Address” on page 162.

]

-

Connect to Server

Choose a server from the list or enter a server address

At: | Network I:! B

@ - -
& Local P
& Muse P

I

& WORKGROUP

6 items

Address: smb://192.168.1.137

VT R——
. Add to Favorites { Cancel ) (‘ﬁonﬂtct"

P4

5 Inthe next dialog, you will be asked to select the name of the Receptor volume you wish to mount. Select
“Hard Drive” and click OK.

SMB Mount

Select a share

" Hard Drive |

{ cancel ) (" Re-authenticate ) i'—ﬁl("—';

6 The next dialog asks for a username and password, though none are needed. Simply click OK to dismiss
the dialog.

SMB/CIFS Filesystem Authentication
0 Enter username and password for RECEPTOR-NAMM-

&

Workgroup/Domain

MUSE

Username

Password

] Add to Keychain

(" cCancel ) HK—"

7  The Receptor Volume named “HARD DRIVE” now appears mounted on the Desktop.
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Mac 0S 9

1

Open the Chooser, make sure AppleTalk is Active, and click AppleShare In the right-hand list, click your

Receptor’s name, then click OK.

[0 =———~————(houser

=]

Select afile server:

April

AppleShare Laser''riter 8 Bi g Mac
EXCHANGE

iChthysaurus
Insono Composer
INSONOSERYER
MPSERYER
neptune
Receptor-1
Receptor-2
Receptor-Mick

server IP Address... | ﬂ

@ Active
() Inactive

]

AppleTalk

762

If you do not see your Receptor’s name, click Server IP Address then, in the resulting dialog enter the IP

address of your Receptor, and click OK.

To learn how to get Receptor s IP address, see “Getting Receptor s IP Address” on page 162.

Enter the Server Address:
[ 192.168.1.137 |

ﬁ Aliases made of this Server will fail if TCP/IP is

not available.
)

In the next dialog click Gennect.

-

Connectto the file server “Receptor-2”
as:

@ Guest
) Registered User

| change Password... | [ cancel | |[ connect ||

393

Another dialog box appear asking you to select which Receptor volume you wish to mount. Select your

Receptor, then click OK.

Receptor=-2
Select the items you want to use:
Receptor-2 O

D]

Checked items will be opened at system
startup time

e

393
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5 Adialog appears welcoming you to Receptor. Click 0K.

% “Receptor-2 (192.168.1.137) via TCP/IP"

Welcome to Receptor!

=

6  Your Receptor Volume now appears on your Desktop.

Windows Mounting Instructions

The following sections discuss how to mount Receptor using various versions of the Windows OS. Should you
require additional information, see your computer’s documentation to learn more about how its networking
works.

Windows XP - Method 1

Using the following method, you’ll create a new network place, make a shortcut to it, then use that shortcut to
access your Receptor at any time in the future. This is the most convenient method if you plan to frequently
connect Receptor to your computer:

1 From the Start menu, choose My Network Places.

2 Under Network Tasks, choose Add a network place.
A Windows Wizard starts up.

3 Click Next.

The next screen appears, asking you where you want to create this network place.

4  Select Choose another network location.

Add Network Place Wizard

‘Where do you want to create this network place?

Select a service provider. If you do not have a membership with the provider you select, the wizard will help
pou create an account. Tojust create a shorteut, click "Choose another network location. "

Service providers:

4 MSM Commurities
1 Share wour files with others, or store them for pour personal use.

 Chaonse anather network lacation
- Specify the address of a*wWeb site, nebwark location, or FTP site.

[ < Back ” et > ][ Cancel

5 Click Next.

The next screen appears, asking you for the address of your new network place
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6 Type two backslashes, followed by the name of your Receptor, followed by a single backslash and the
words “Hard Drive.”

For example, if your Receptor is named “Receptor-123456", you would type:
\|Receptor-123456\Hard Drive

as shown below.

Add Network Place Wizard

What iz the address of this network place?

Tupe the address of the ‘Web site, FTP site, or netwark location that this shortcut will apen.

Internet or network, address:

“\Receptor-201938\Hard Drivel v

“igw some examples.

[ < Back “ et > l[ Cancel

NOTE: To find the name of your Receptor, either:

*  From the front panel, 1) click the SETUP button, then 2) rotate the top display knob to select the Name parameter,
then 3) read the name from the bottom line of the LCD

*  From the graphical interface, 1) click the Setup tab in the View Bar, then 2) look at the field called “Receptor
Name” in the Network parameters box.

7  Click Next.
The next screen appears, asking you to name your Receptor.

8 Type any name you want.

Add Network Place Wizard

‘what do you want to name this place?

Create a name for this shortcut that will help you easily identify this network place:

“WReceptor-201338\Hard Drive.

Type a name for thig network place:
My Receptor

< Back “ et > l[ Cancel
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9

10

1

Click Next, then click Finish.

Add Metwork Place Wizard

Wizard

Open this network place when | click Finish,

To close this wizard, click Finish,

You have successfully created thiz network, place:

Completing the Add Network Place

A shartcut for thiz place will appear in My Netwark Placas.

l

Finizh

][ Cancel ]

Windows creates a new network place and places it in “My Network Places” by default.

If you wish, create a shortcut to this new Receptor location on your Windows desktop.

Now, anytime you want to connect to Receptor, you just need to double-click the Receptor shortcut on your desktop.

Windows XP - Method 2

You can also connect with Receptor using this method, which is a bit less elegant, but will work just fine if, for
some reason, you don’t want to create a new Network Place:

From the Start menu, right click on “My Network Places” and, from the contextual menu, select the Explore

option.

In the Explore window, click “My Network Places” to expand it. Then click “Entire Network,” then

“Microsoft Windows Network.”

2| Recycle Ein

1) Microsoft Windows Metwork el
File Edit ‘Wiew Favorites Tools  Help ;',"
-;J Back -~ 5 - Search |77 Folders m'
fddress | €9 Microsoft Windows Metwark b a Go  Links >
Folders | J

@' Desktop f J Homenek
# [gad My Documents = D
+ _é My Computer J
= ‘3 My Mebwork Places T ‘J IMuse

i 3 D

You should now see a workgroup named “Muse.”

If you do see the Muse workgroup, proceed to step 4.

If you do not see the Muse workgroup, skip step 4 and proceed to step 6.
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Click “Muse.”

You’ll see a list of every Receptor on your network.

1) Muse =eE

File Edit ‘Wiew Favorites Tools  Help :,'
0 Back = () T O search |ﬁ_“ Folders | [
Address |-f'1 Muse [v] Go  Links >

Folders X e
@ Desktop | Receptor-201998
Eﬁ My Documents

i My Computer
=2 ‘-3 My Metwork Places
= f@ Entire Netwark
= P, Microsaoft Windows Metwork
® 3 Homenet
=
"¢ Receptor-201995
2l Recyle Ein

Click the name of the Receptor you want mounted.

That Receptor s hard drive now appears on your computer.

If you don’t see the Muse workgroup, you can force Windows to find your Receptor: In the currently open

Explorer window is a field called “Address”. In that field, type:
\\<receptor name>

where <receptor name> is the name you’ve given your Receptor, then click the GO button.

|7 Microsoft Windows Network ===
File Edit View Favorites Tools  Help 4’

QBack ~ ) ¥ | O search |ﬁ_“ Folders| [
—

Address( ViReceptor-201998 3 [V] Go  Links

Folders
:g Haomenet

@ Deskkop
\g Muse

X

E} My Documents
:J My Computer
= %3 My Metwark Places
= “ Entire Metwork
= €Y Microsoft Windows Netwark
= #,‘ Hormernet
# Muse
L hard drive on Receptor-201998
;g My Documents on Muse PC {Frankenchine)
[+ 4 My Pictures on Muse PC (Frankenchine)
L sharedDocs on Hp7S0n
[+ ,j SharedDocs on Muse PC (Frankenching)
2| Recyle Ein

Fo B

Type “\<receptor name>" here

If you don 't know the name of your Receptor, here'’s how to find it: 1) press the SETUP button on Receptor s front panel,
then 2) rotate the top display knob to select the Name parameter. Your Receptor s name is shown on the bottom line.

In general, Windows networking is very slow to refresh its network list, which is why you may not initially see the Muse

workgroup in your Microsoft Windows Network.
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Windows 2000

Using the following method, you’ll create a new network place, make a shortcut to it, then use that shortcut to

access your Receptor at any time in the future:
1 Go to My Network Places.

File Edt Miew Favoites Toolk Help ﬁ

4= Back ~ = - | @Search L, Folders @ | By E % & | EH-
AgdressMy Metwork Places j @GD

Add Metwark, Entire Metwork.  Computers Receptor-2

My Nétwork Places Place Near Me

Use this folder to open files and Folders
on other computers and o install
nekwork, printers., b

To set up networking on wour

computer, click Network and Dial-up
Connections,

Select an item to view its description,

See also:

Iy Documents )

My Computer 4 | _,I_I
[12 cbject(s] 4

Double-click Add Network Place.

In the next dialog, type two backslashes followed by the name of your Receptor.
For example, if your Receptor is named “Receptor-201998”, you would type:
\|Receptor-201998

as shown below in the following illustration.

Add Network Place Wizard x|

Welcomge to the Add Network
\#1 Place Wizard
|

This wizard helps you add a link ko a Mekwork Place where
wou can store your documents, A Metwork Place can be a
shared Folder, a web folder on the Internet, or an FTP
site,

Twpe the location of the Mebwork Place:

WReceptor-201338 Browse. ., |

Here are some: examgles.

To conkinue, click Mext,

< Back I Mext = I Cancel |

NOTE: To find the name of your Receptor, either:

»  From the front panel, 1) click the SETUP button, then 2) rotate the top display knob to select the Name parameter,

then 3) read the name from the bottom line of the LCD

»  From the graphical interface, 1) click the Setup tab in the View Bar, then 2) look at the field called “Receptor

Name” in the Network parameters box.

4  Click Next.
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5 In the following screen, make sure “Hard Drive” is selected, and then click Next.

Add Network Place Wizard ) x|

These ate the shared folders on Y\Receptor-2. Select the
one you want, and then click Mext.

Folder Comment |

[85tHard Drive

< Back. I Mexk = I Cancel |

6 Inthe next dialog you have the option of entering a new name for your Receptor disk. Type whatever name
you want, then click Finish.

Add Network Place Wizard ) ll

Completing the Add Network
Place Wizard

‘fou are ready to connect ko \\Receptor-2iHard Drive.

Enter a name For this Mebwork Place:

Ta connect to this Metwork Place, click Finish,

< Back. I Finish I Cancel |

A new window will open for this Network Place, displaying the contents of Receptor’s hard drive. Note, also, that My
Network Places now contains a new item with the name you typed above.

7 To make it easy to access your Receptor in the future, you may want to create a shortcut to this file and
place it in a convenient place (like your PC’s desktop).

Double-click the shortcut any time you want to mount Receptor s hard drive on your PC. As long as Receptor s name
stays the same, Windows will always find your Receptor — even if its IP address changes or you switch connection
methods (such as switching between a network connection and a crossover connection).

Getting Receptor’s IP Address

Some networking methods may require you to enter Receptor’s IP address. There are two ways to get

Receptor’s IP Address.

»  Using the Front Panel — On Receptor’s front panel, press SETUP, then rotate the top display knob until
you see the TCP/IP Address parameter on the top line. The bottom line shows Receptor’s IP address, in the
format nnn.nnn.nnn.nnn

SU TCP/ I P Address < >
mMmM 192 .168.001.115
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*  Using the Graphical User Interface — Using Receptor’s graphical user interface, click the SETUP tab in
the View Bar and read the Address field displayed in the TCP/IP Settings of the Network block.
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13 Installing, Updating, & Managing
Receptor Files

Once you’ve mounted Receptor on your computer’s desktop (as discussed in the previous chapter), you’ll see
that it contains a number of different files and directories.

Banks and Patches .
Documentation .
|.© Drop Installers Here |
|.© Local Settings P
lost+found I
My Documents I
= offline_registration_form.htm
L4 Program Files I
= Register Receptor.html

Remote Control .
| Reports |
| Samples P

usbdrive .

windows .

Overview of Receptor’s Hard Drive

The following sections discuss the various files and directories available on Receptor’s hard drive.

Banks and Patches

This directory contains all your Receptor patches. The directory organizes patches by type and developer. That
means there is a directory for Multi patches, one for Single patches, and one for each developer (with sub-
directories for each plugin from that developer).

This directory is read-only. That means you cannot use the network connection to add patches or banks to
this directory nor can you delete them. The reason is that, in Receptor, banks and patches have a very specific
organizational and numbering methodology to allow MIDI control and to support (see Chapter 14, “Patch
Management” for more information). Receptor, itself, manages all bank and patch assignments.

If you want to install banks or patches into Receptor, drop them into the Drop Installers Here directory as
discussed later. If you want to delete banks or patches, use Receptor’s internal Bank and Patch delete features,
discussed in earlier chapters.

So, if the directory is read-only, why should it appear on your desktop when you mount Receptor? It’s so you
can backup banks and patches. You can drag any bank or patch from this directory onto your computer’s hard
drive to make a copy. This is a quick and easy way to back up the patch content in your Receptor, or to share
banks or patches with others.
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Documentation

This directory contains some basic Receptor documentation, including various plugin documentation. Note that
the plugin documentation is supplied by the developer and, as such, may exist in all sorts of different formats,
such as Acrobat (pdf), Microsoft Word (doc), text, or html files.

You may keep this documentation on Receptor or you may delete it. The choice is yours. Specifically:

If you take your Receptor on location, you may find it useful to keep the documentation on Receptor so that
it’s always available to you (as long as there’s a computer to network with).

If you want to reclaim valuable Receptor hard drive space, you can simply drag the documentation
directory to a networked computer for archiving. You can then delete the documentation contained within
Receptor’s documentation folder since it will now be backed up onto your computer.

Drop Installers Here

This is your gateway to Receptor. Basically, if there’s something you want to install into Receptor (other than
samples), you drag it into this directory. Specifically:

System Updates - Download Receptor system updates from www.plugorama.com and drag them into the
Drop Installers Here directory. Once the update is copied into this directory, you can trigger an installation
from Receptor’s GUI or front panel. For detailed instructions, see “Updating Receptor Software” on page
169.

New Plugins or Plugin Updates - Download Receptor plugins or updates to existing plugins from www.
plugorama.com and drag them into the Drop Installers Here directory. Once the plugin is copied into

this directory, you can trigger an installation from Receptor’s GUI or front panel. Note that you can drag
multiple plugins into the Drop Installers Here directory and install all of them with a single button press.
For detailed information, see “Getting and Installing Plugins” on page 170 and “Updating Existing Plugins”
on page 171.

New Banks and Patches - Drag any banks and patches from your computer into the Drop Installers Here
directory and trigger an installation from Receptor’s GUI or front panel. Receptor automatically converts
the patches into a “Receptorized” format that allows them to become MIDI-selectable via standard MIDI
bank select and program change messages (as discussed in Chapter 14, “Patch Management”).

Note that the Drop Installers Here directory contains three additional directories:

Failed - Any files or packages that Receptor fails to install are spit out into the Failed directory. If an
installation fails for any reason, you can try to install it again by dragging the package out of the Failed
directory and back onto Drop Installers Here to repeat the installation procedure. Note that after 10 days,
Receptor will automatically remove any packages from this folder, thus reclaiming valuable disk space.

In Progress - Any file that Receptor is currently in the process of installing appears in the In Progress
directory. Basically, you’ll never actually see any files in this directory, but it does have an important
function -- if, for example, you experience a power failure during a file installation, Receptor will look in
this directory when it reboots and, if it sees any files there, it will install them. This protects you against
partial installations.

Installed - Any package or file that was successfully installed into Receptor appears in this directory.

To reclaim hard disk space, you may wish to delete any successfully installed files. If you don’t delete
them manually, Receptor will keep a successfully installed package in this directory for 10 days, then
automatically delete it.

Local Settings

This is a directory of support files needed by Receptor. There are no user-serviceable parts inside.
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My Documents

You can put any files you want into the My Documents directory. It’s yours to do with as you please. If, for
example, you want to carry your set lists, to-do lists, contacts, or lyrics with your Receptor, this is the directory
to put them into. You can set up any hierarchical file structure you wish within the My Documents directory.

Program Files

This directory contains all the various libraries and support files for every plugin on Receptor. With the
exception of the VST Plugins/Unsupported Plugins folder contained within this directory, this entire folder is
read-only. You cannot write to it. Plugin management occurs through Receptor’s own installer and de-installer
interface.

The “Unsupported Plugins” folder is a special folder that you can use to try and install Windows plugins that do
not yet have “Receptorized” versions. To learn more about this, see “Installing and De-installing “Unsupported”
Plugins” on page 171.

Register Receptor
Launch this file using the Web browser of your choice to automatically be taken through the process of online
Receptor registration.

Receptor registration is essential if you wish to receive technical support, software updates, or more plugins for
your Receptor.

You can also register manually at www.plugorama.com.

Offline Registration Form

If, for some reason, you would prefer to register via good old-fashioned hand-delivered mail, you may load this
file into your web browser, fill it out online, print it out and mail it to Muse Research.

Remote Control

This folder contains various computer-specific installers for the Receptor Remote Control application. Drag the
appropriate installer to your hard drive, double-click it, and follow the dialog-driven instructions to install it.

Once installed, Receptor Remote can be used to control Receptor’s graphical user interface directly from your
computer without plugging a dedicated keyboard, monitor, and mouse into Receptor!

This is especially handy when you take your Receptor to a live performance situation, where you may already
be taking a laptop computer to play sequencers, or other music or media software. In a live performance
situation it isn’t always practical to bring a separate monitor, keyboard and mouse just for the Receptor. Remote
Control allows you to manage your Receptor using your laptop’s trackpad/mouse, keyboard and screen, rather
than using the Receptor front panel interface. Even in a non performance environment, that is to say, at home or
work, the Receptor Remote Control application allows you to save on both desktop space as well as equipment
cost by using your existing computer’s monitor, keyboard, and mouse to control your Receptor.

Reports

The Reports directory contains the following files:

»  Patch and Bank Assignments.txt - this file contains the MSB/LSB/PGM number for every patch currently
stored in Receptor. You can open this file and see what MIDI bank/patch change numbers to send to
Receptor to recall any patch in the box.

*  Patch and Bank Assignments.xml - this file is the same as the .txt version, but is presented in XML format.
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*  System Log -- should you ever have any unexpected trouble with Receptor, the Muse Research tech support
department will likely ask you to copy text from this file and email it to them. The System Log spits out a
steady stream of system information that Muse Research technical folks can actually understand and use to
troubleshoot your Receptor.

*  System Log.txt - this contains the same information as the System Log file, but in .txt form (should your
computer be unable to read the System Log directly).

«  Package List.txt - you can upload this file to plugorama.com, and you will see a list of updates available for
the plugins currently installed on your Receptor. See www.plugorama.com for more information.

Samples

Muse Research recommends that you use this directory to store any samples you wish to use in Receptor.
Technically, you can put samples anywhere in Receptor (including My Documents) as long as you tell a plugin
where to find them. However, having a dedicated Samples directory will help keep you more organized and
make your samples easier to find.

Receptor ships with a number of samples already installed in this directory. These samples are used by some of
the programs that ship with Receptor.

You have complete read/write access to the Samples directory and, as such, you can organize it however you
wish — giving it any hierarchical structure you desire.

IMPORTANT: If you delete any samples that came with Receptor then any plugin patches that reference these
samples will no longer work properly. Muse Research recommends that you do not delete any factory samples
unless you also delete any plugin patches that refer specifically to those samples.

Windows

This is a directory of support files needed by Receptor. There are no user-serviceable parts inside.

Registering Receptor

There are two ways to register Receptor: Automatically (using the Register Receptor.html file) or manually.

Automatic Registration

To register Receptor automatically:

1 Open the Register Receptor.html file in your browser.

The Register Receptor.html file is located on Receptor s hard drive, which is mounted on your computer s desktop.

2  Follow the online instructions.

Manual Registration

You can register Receptor from any computer, whether it’s connected to Receptor or not. To do so:
1 Launch your computer browser and go to http://www.plugorama.com

2 You must have a Plugorama account before you can register your Receptor. If you have never used
Plugorama, simply create a user account in the “Cart & Profile” section (right-hand column). It’s free, easy,
and necessary should you ever want to update your Receptor (and why wouldn’t you?)

3 Once you have a Plugorama.com account, simply click the Registration link in the Receptor management
area on Plugorama.com.

4 Enter the serial number of your Receptor, plus any other bits of info that Plugorama requests.

NOTE: If you prefer good old-fashioned snail mail, you can open the offline_registration_form.html in your
browser, fill it out, print it and mail it to Muse Research.
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Updating Receptor Software

One thing you’ll want to do regularly is check for updates to Receptor’s operating system and, if one exists,
download it and install it into Receptor.

Checking for Receptor System Updates

To check the web for updates to Receptor’s system software:

1 First, check your Receptor to see what system version it’s currently using.

To do this from Receptor s front panel, press the SETUP button, then rotate the top display knob until the System
Version parameter is displayed on the top line. Your Receptor s current system version is shown in the bottom line. To
do this from the graphical user interface, click the SETUP tab and look at the System Version shown in the Info block
of the Setup screen.

Launch your computer’s web browser and go to www.plugorama.com

In Plugorama, click the Updates link in the Receptor section. You will then see a page showing you which
Receptor system updates are available.

4 If a newer version is available, download it to your computer as discussed in the next section.

Downloading Receptor Software Updates

To download a Receptor software update:
1  Locate the system update you want to download as discussed in the previous section.

2  Follow instructions on Plugorama to download the update to your computer.

Receptor downloads the system update to your browser s default download location.

Installing a Software Update on Receptor

To install the downloaded update onto Receptor:

1 Make sure that Receptor is mounted on your computer as discussed in “Mounting Receptor on your
Computer’s Desktop” on page 149.

2 On your computer, locate the software update you downloaded and drag it to the Drop Installers Here
folder on Receptor’s hard drive.

3 Once the update has been copied to Receptor, you can install it from within Receptor. You may do this
using either Receptor’s front panel or its graphical user interface, as described below:
Front Panel Method:

On Receptor's front panel, press the SETUP button, then rotate the top display knob until Install/Upgrade is displayed
on the top line. The bottom line shows how many files there are to install. Press the bottom display knob to install the
files. You'll be asked to confirm the installation. Rotate the bottom display knob to select Yes, then press the bottom
display knob again to install.

NOTE: In order for the update to take effect, most system update installs will cause Receptor to restart automatically.

Upon successful installation, Receptor moves the update packages into the Installed folder, located within the Drop
Installers Here directory. Once installed, you may delete these files -- they are no longer needed by Receptor. If you
wish, you can copy these files to your computer desktop for backup.

Graphical User Interface Method:

On the graphical interface, click the SETUP tab in the View bar and press the Install n files button (where n = number
of files in the Drop Installers Here folder).

NOTE: In order for the update to take effect, most system update installs will cause Receptor to restart automatically.

Upon successful installation, Receptor moves the update packages into the Installed folder, located within the Drop
Installers Here directory. Once installed, you may delete these files — they are no longer needed by Receptor. If you
wish, you can copy these files to your computer desktop for backup.
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Getting and Installing Plugins

One of the most exciting aspects of Receptor is that, unlike most fixed-architecture synthesizers, you can
download new plugins that turn Receptor into a completely different type of synthesizer or effects module.
Developers are constantly creating new synthesizers, samplers, drum machines, and effects devices. As these
plugins are developed, they will be made available to Receptor owners on www.plugorama.com. Some plugins
are free. Others require that you purchase and authorize them prior to using them on Receptor.

Shopping for Plugins
To shop for plugins:
1 Launch your computer’s web browser and go to www.plugorama.com

2 Use plugorama.com to surf for all the various plugins available for Receptor.

Downloading Plugins

In general, you can choose to download most free plugins one-at-a-time, or you can add them to a download
basket and then get them all delivered to you in a single file. See plugorama.com for more information.

Premium plugins can be downloaded and run in demo mode for 30 days. If you want to purchase a premium
plugin, you’ll need to purchase an authorization for your iLok. Instructions for doing this are on plugorama.
com.

Your web browser determines where, exactly, downloads appear on your computer’s hard drive. See your
browser instructions to learn where it puts downloaded files (and how to change this location, if you wish).

Installing a Plugin on Receptor

To install the downloaded plugin(s) onto Receptor:

1 Make sure that Receptor is mounted on your computer as discussed in “Mounting Receptor on your
Computer’s Desktop” on page 149.

2 On your computer, locate the plugin(s) you downloaded and drag them to the Drop Installers Here folder
on Receptor’s hard drive.

3 Once the plugins have been copied to Receptor, you can install them from within Receptor. You may do this
using either Receptor’s front panel or its graphical user interface, as described below:
Front Panel Method:
On Receptors front panel, press the SETUP button, then rotate the top display knob until Install/Upgrade is displayed
on the top line. The bottom line shows how many files there are to install. Press the bottom display knob to install the

files. You'll be asked to confirm the installation. Rotate the bottom display knob to select Yes, then press the bottom
display knob again to install.

Upon successful installation, Receptor moves the update packages into the Installed folder, located within the Drop
Installers Here directory. Once installed, you may delete these files -- they are no longer needed by Receptor. If you
wish, you can copy these files to your computer desktop for backup.

Your new plugins will now be installed on Receptor and ready to authorize.
Graphical User Interface Method:

On the graphical interface, click the SETUP tab in the View bar and press the Install n files button (where n = number
of files in the Drop Installers Here folder).

Upon successful installation, Receptor moves the update packages into the Installed folder, located within the Drop
Installers Here directory. Once installed, you may delete these files -- they are no longer needed by Receptor. If you
wish, you can copy these files to your computer desktop for backup.

Your new plugins will now be installed on Receptor.
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Updating Existing Plugins

Developers frequently update and improve their plugins. You may wish to periodically check for updated
versions of plugins that are currently installed on Receptor.

Updates to plugins are always posted on www.plugorama.com. Please check there for plugin updates. If you
find any updates, simply download them to your hard drive, drag them to Receptor’s Drop Installers Here
folder, then use Receptor itself to install the files (as discussed in “Installing a Plugin on Receptor” on page 170.

Installing Patches (.fxp/.fxb) on Receptor

To install patches on Receptor, first gather them in some orderly fashion on your desktop computer (see
“Managing Patch (.fxp) and Bank (.fxb) files” on page 175), then:

1 Mount Receptor on your desktop as described in “Mounting Receptor on your Computer’s Desktop” on
page 149.

On your computer, drag a folder of .fxp files or a .fxb file to Receptor’s Drop Installers Here folder.

On Receptor, go to Setup View and install trigger an installation.
On the graphical interface, click the Setup tab in the View bar and press the Install pending files button.

Or, on the front panel, press SETUP. Turn the top display knob until Install/Upgrade is displayed, then press the bottom
display knob to select the All files option. You'll be asked to confirm the installation. Rotate the bottom display knob to
select Yes, then press the bottom display knob again to install.

NOTE: To delete banks or patches from Receptor, use Receptor s built-in file management tools, discussed in
Chapter 11, “Graphic Ul - Saving and Managing Patches.”

Installing and De-installing “Unsupported” Plugins

Although Receptor runs standard Windows plugins, it requires a different installer than the plugins that run on
a PC. Receptor, unlike a PC, provides a completely standardized and consistent installation method for plugins
from all of Muse Research’s partners. It also has its own file management system and a standardized copy
protections methodology using Pace’s iLok.

Muse Research will release more “Receptorized” plugins on an ongoing basis, so the available number of
officially released plugins will increase steadily. The company understands, however, that there may be some
Windows plugins that are not yet “Receptorized,” and that you might be anxious to run them on your Receptor.
It’s for you adventurous users that Muse Research created the “Unsupported Plugins” folder.

IMPORTANT: Neither Muse Research nor the plugin developers will provide any support for plugins that have
not been “Receptorized.” There are many reasons why some Windows plugins might fail to work using this
method, including 1) the plugin may require an unsupported Windows-specific copy protection scheme, or 2) the
plugin may require a number of support files or libraries that are external to the .dll and therefor not properly
installed on Receptor.

Because these plugins are completely untested and unsupported by Muse Research, it’s possible that some
may even prevent Receptor from booting properly. Rest assured that Muse Research will provide instructions
on how to “rescue” your Receptor from a failed attempt to run an unsupported plugin but, in general, only
knowledgeable and computer-savvy individuals should brave the wild world of installing unsupported plugins.

NOTE: You can attempt to install unsupported plugins only with the graphical user interface — you cannot
attempt to install them from Receptor’s front panel. The reason for this is that many unsupported plugins may,
on first launch, produce one or more dialog boxes which require a response from you, the user. Since this
response requires the graphical interface, that's why the feature is supported only via Receptor s graphical user
interface.

If you’re still game to give it a try, then the following sections will guide you through the process of installing
and uninstalling unsupported plugins on Receptor.
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Installing “Unsupported” Plugins

1 Locate the desired .dll plugin file on your Windows PC.
If this is a plugin that you 've already installed on your Windows PC, you can usually find the .dll file (which is the
actual plugin) in your Vstplugins folder on that machine.

IMPORTANT: Receptor does not run Windows installers. If you want to try running a Windows plugin on Receptor and
that plugin comes as part of an installer, then you must first install the plugin on a Windows machine, then navigate to
its Vstplugins directory to find the .dll file for the desired plugin.

2 Mount Receptor on your computer.

See “Mounting Receptor on your Computer's Desktop” on page 149 for more information.
3 Drag the desired .dll file from your PC into Receptor’s hard drive.

Specifically, you must drag the .dll file into this exact location on your Receptor:

Program Files / VST Plugins / Unsupported Plugins

You can set up your own hierarchical file structure within this directory.

IMPORTANT: Muse Research strongly recommends that you never try to install more than one plugin at a time using
this method.

4  Click the SETUP tab in Receptor’s graphical user interface,

5 Inthe INSTALL section of the SETUP tab, check the option called Include Unsupported Plugins folder.

This tells the Install button to look inside the Unsupported Plugins directory and try to install those .dIl's into Receptor,
as well as any official Receptor plugins that may be in the Drop Installers Here directory.

6 Click the Install <n> files button.
Where “<n>" is the number of new files Receptor finds and will attempt to install.
Receptor will install the files and attempt to instantiate any plugins in the background.
The following are the possible outcomes:

*  Receptor indicates that all the files installed and no dialog boxes appear on screen. This means your plugin
installed and instantiated. You should now test the plugin by switching to the MIX view and instantiating
it. If it’s a VST, you do this from the Channel Source Selector. If it’s an effect, you do this from a Channel
FX Selector (after assigning a Source to a channel). If everything works, congratulations! If the plugin
doesn’t work properly or fails to instantiate, you should uninstall the .dll as discussed in “Uninstalling
“Unsupported” Plugins” on page 173.

* Adialog box appears on screen. Some commercial plugins may produce a dialog box requesting a serial
number. If this is the case, you may be able to type in your serial number and the plugin will then work
correctly. Other commercial plugins may use a more complicated challenge/response form of copy
protection. It may be possible to use another computer (one that’s connected to the internet) to transfer the
challenge code to the developer’s web site and, upon receiving a response code, type that into the dialog
box that appears on Receptor. After entering the requested information, you should then test the plugin by
switching to MIX view and instantiating it. If everything works, congratulations! If the plugin doesn’t work
properly or fails to instantiate, you should uninstall the .dll as discussed in “Uninstalling “Unsupported”
Plugins” on page 173.

*  Receptor indicates that the file failed to install. Plugins may fail to instantiate for any number of reasons,
such as missing support files or CD-based copy protection schemes. In this case you should uninstall the
.dll as discussed in “Uninstalling “Unsupported” Plugins” on page 173.

IMPORTANT: If Receptor crashes or fails to restart properly after you install an unsupported plugin, please
follow the instructions in the following section to uninstall the problem plugin.
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Uninstalling “Unsupported” Plugins

You cannot use Receptor’s Uninstall button to remove any unsupported plugins. Rather you must uninstall any
unsupported plugins using the following technique:

1 Mount Receptor on your computer’s hard drive.
See “Mounting Receptor on your Computer's Desktop” on page 149 for more information.
2 Navigate to the Unsupported Plugins folder on Receptor’s hard drive.
Specifically, this is located here:
Program Files / VST Plugins / Unsupported Plugins
Locate the .dll file you wish to delete and drag it into your computer’s trash.
Triple-click the POWER button on Receptor’s front panel.
The screen goes gray for a few seconds as the Receptor user interface restarts. Upon completion, the plugin is deleted.

IMPORTANT: If an unsupported plugin prevents Receptor from booting properly, you will still have network
access to your Receptor. Because of this, you will still be able to access your Receptor’s Hard Drive from a
networked computer even though Receptor s graphical user interface did not start up properly, and you will be
able to delete the problem plugin using the above method.

Delete/Copy Files from Receptor

You do not need a computer connection to uninstall plugins. You uninstall plugins using Receptor’s Setup view
(in the GUI) or the SETUP button (if you’re using Receptor’s front panel).

Similarly, you delete banks and patches using Receptor’s graphical user interface or its front panel — you do
not need a computer connection.

If you wish to delete samples, you may do so by mounting Receptor’s Hard Drive on your computer, then
dragging any undesired samples to the trash. Be careful — if you trash a sample used by a plugin, single, or
multi patch, that patch will no longer work properly.

NOTE: In general, samples are stored in the Samples folder on Receptor's hard drive. Muse Research
recommends that this is where all users store their samples so that it's easy to find them.

Get a Receptor’s Bank/Patch List

You can, at any time, get a list of every patch stored in Receptor and its exact Bank Select (MSB/LSB) and

Program Change numbers. This is very useful if, for example, you want to set up your desktop sequencer to

select Receptor patches by name. To do so:

1 Mount Receptor on your desktop as described in “Mounting Receptor on your Computer’s Desktop” on
page 149.

2 Open the Reports folder on Receptor’s hard drive and double-click the Patch and Bank Assignments file.

If you wish, you can copy this file to your computer desktop and either print it or transfer it into a format that your
desktop sequencing environment understands.
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Remote Control of Receptor

With Receptor mounted on your desktop computer, you’ll see a directory called “Remote Control.” Inside that
directory are various applications that can be used to remotely control Receptor’s graphical user interface from
a desktop computer. Although you may run these applications directly from Receptor, you may find it most
convenient to copy them to your computer’s hard drive.

Installing Receptor Remote to your Desktop Computer

To install the Receptor Remote Control application to your hard drive, either:

1 Mount Receptor on your computer’s Hard Drive, navigate to the Remote Control folder on Receptor and
drag the appropriate installer to your computer’s hard drive. Double click the installer and follow the step-
by-step instructions.

or...

2 Insert the Receptor CD, navigate to the Remote Control folder on the CD and drag the appropriate
installer to your computer’s hard drive. Double click the installer and follow the step-by-step instructions.

Launching Receptor Remote Control

To launch Receptor Remote Control:

1 Double click the application named “Receptor Remote Control.”

A window opens in which you select which Receptor you wish to control remotely. The appearance and function of this
window changes slightly depending on which operating system you use.

Session Options

Rendezvous: v Choose a Receptor
Receptor-201998

Receptor:
Password:
. i Cancel ) oK

--- Receptor Remote on Macintosh OS X ---

2 Select the name of the Receptor you wish to control, then click OK.

Receptor s graphical user interface appears on your desktop computer.

Using Receptor Remote Control

When you use Receptor Remote Control, Receptor’s graphical user interface is displayed on your computer
exactly as if you plugged a monitor and mouse directly into Receptor. All Receptor operations described in
“Graphic Editor” on page 85, are now available from within your desktop computing environment.

NOTE: For best results, you should use a 100Base-T or faster network. Remote operations over a 10Base-T
network or a slower 802.11b wireless network may feel a bit “clunky.”
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Patch Management

Managing Patch (.fxp) and Bank (.fxb) files

Receptor and your computer work together to help you manage your banks and patches.

Manual Patch Management

The most orderly way to deal with patch banks is to “massage” them into shape on a computer before sending
them to Receptor.

Basically, any patch created for Receptor must be named in the following format:

nnn-patchname.fxp, where nnn=patch number from 000-127
No patch bank can contain more than 128 patches.
For example, suppose you download a bunch of patches for Dash Signature’s daAlpha2k synthesizer from
various web sites. You can gather up to 128 of them in a single folder, which you name something like
“daAlpha2k Webl.” You then rename each patch with a prefix number and a dash, where the prefix number is
the actual MIDI patch number.
When you drag-and-drop this folder to Receptor’s “Drop Installers Here” folder and trigger an install (see
“Installing Patches (.fxp/.fxb) on Receptor” on page 171), Receptor creates a bank out of this folder and assigns

it the next available MSB/LSB. If that folder contains fewer than 128 patches, Receptor creates empty patches
to fill out the bank.

Semi-Automatic Patch Management

If you’d rather not bother with sorting your patches into folders and manually numbering them, you can have
Receptor “do it for you.”

For example, assume you downloaded 131 patches for the “ABCvst” plugin from various web sites, and
dragged them all into a single folder, which you named “ABCvst-p”.

When you drag-and-drop this folder to Receptor’s “Drop Installers Here” folder and trigger an install (see
“Installing Patches (.fxp/.fxb) on Receptor” on page 171), Receptor automatically alphabetizes them and
assigns prefix numbers to them. It automatically creates a bank for the first 128 patches, assigns it an MSB/
LSB and auto-names it “ABCvst-p 001”. It then creates another bank for the next 128 patches (or 3 patches,
in this example), provides a prefix for the patches, and auto-assigns the bank an MSB/LSB and auto-names it
“ABCvst-p 002.”
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COMPUTER = RECEPTOR
FOLDER -, BANK ™, BANK .,
“ABCvst" “ABCvst-p 001" “ABCvst-p 002"
(all patches are the (auto-numbered) (auto-numbered)
same plugin type) (auto-named) (auto-named)
= ABCvst_patch1.fxp = 0D0-ABCvst_patch1.fxp = 0D0-ABCvst_patch129.fxp
= ABCvst_patch2.fxp = 001-ABCvst_patch2 fxp = 001-ABCvst_patch130.fxp
- ABCvst_patch3.fxp - 002-ABCvst_patch3.fxp - 002-ABCvst_patch131.fxp
- 003-ABCvst_patehd fxp
- ABCvst_patch129.fxp - 004-ABCvst_patch5.fxp
= ABCvst_patch130.fxp ...
- ABCvst_patch131.fxp - 126-ABCvst_patch127 fxp
- 127-ABCvst_patch128.fxp

Remember, you can always request a patch name report from Receptor, so you’ll always be able to see which
Receptor patches correspond to which MIDI patch change messages.

Automatic Patch Management

If you don’t have any idea what patch files you have on your computer or what plugins they’re for, Receptor can
automatically create all the necessary patch banks.

For example, if you have 6 patches laying around and don’t know what they’re for, you can create a folder,
name it something like “Stuff” and drag all the patches into it.

When you drag-and-drop this folder to Receptor’s “Drop Installers Here” folder and trigger an install (see
“Installing Patches (.fxp/.fxb) on Receptor” on page 171), Receptor looks at each patch to determine which
plugin it belongs to, and creates a new bank for each patch type in the folder. In the following illustration, you’ll
see that three different types of VST patches (3 patches for a plugin called ABC, 2 patches for a plugin called
JKL, and 1 patch for a plugin called XYZ) were in the folder sent to Receptor. So, Receptor created three new
banks (one for each patch type) and auto-named the banks (Stuff 01, Stuff 02, and Stuff 03), automatically
assigning each bank a unique MSB/LSB, alphabetizing the patches within, and providing the requisite prefix to
each patch.

COMPUTER |- RECEPTOR
FOLDER ~ BANK ~ BANK ~ BANK ~
“Stuff “Stuff 01” “Stuff 02° “Stuff 03°
(patches from various (auto-numbered) (auto-numbered) (auto-numbered)
different plugins) (auto-named) (auto-named) (auto-named)
= ABCvst_patch1.fxp - 0D0-ABCwst_patch1.fxp = 000-JKLvst_patch1 fxp = 000-XYZvst_patch1.fxp
- ABCvst_patch2.fxp - 001-ABCvst_patch2 fxp = 001-JKLvst_patch2 fxp
- JKLvst_patch1.fxp - 002-ABCvst_patch3.fxp
= XYZvst_patch1.fxp
= ABCvst_patch3.fxp
= JKLvst_patch2 fxp
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Patch Cleanup

If you frequently use Receptor’s various automatic patch management methods, it may eventually contain
numerous banks, each with only a few patches. In this case, you’ll most likely want to “merge” these patches
into a single bank.

Using Receptor’s built-in File Management features (discussed in Chapter 11, “Graphic Ul - Saving and
Managing Patches” and “SAVE/FILE Button” on page 75), you can transfer patches between banks, delete
banks, etc. This means that, if your reliance on Receptor’s Automatic Patch Management feature has resulted
in a bunch of plugin banks, each containing only a couple patches, you can use Receptor’s built-in File
Management features to copy all the patches into one bank and delete the old banks.
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MIDI Control

This section provides detailed information about controlling Receptor from an external MIDI
sequencer or MIDI controller.
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MIDI Control of Receptor’s Mixer

You can think of Receptor as a mixer with 19 channels:
* 16 Instrument channels

« 2 effects bus channels

* 1 master output channel

You can control most of the basic functions of these 19 channels using MIDI CC messages. The first question
you’ll likely ask is, “how can I control 19 Receptor channels with only 16 MIDI channels?” Glad you asked...

Each of Receptor’s 16 instrument channels “listens” to its corresponding MIDI channel: Instrument 1 responds
to MIDI channel 1, Instrument 2 responds to MIDI channel 2, and so on. This is discussed fully in “MIDI
Control of Instrument Channels” on page 182.

In addition, Effects Bus 1 also responds to controller data on MIDI channel 1, while Effects Bus 2 responds to
controller data on MIDI channel 2. This is discussed in “MIDI Control of Effects Busses” on page 183.

Finally, the Master channel responds to controller data on MIDI channel 16 as detailed in “MIDI Control of the
Master Channel” on page 184.

MIDI Fine Control: Receptor supports both “coarse” and “‘fine” MIDI controls. MIDI CC values between

0 -31 are used for coarse control and MIDI CC values between 32-63 are used for fine control. Keep in mind,
when you look over the following diagrams, that any controller in the 0-31 range is the MSB (coarse) value
and, as such, has a corresponding controller in the 32-63 range for fine control. For example, You can control
128 coarse volume levels by using MIDI CC 7. If you want finer control, you can use MIDI CC 7 in conjunction
with MIDI CC 39, which is the LSB (fine) controller for volume. Note that fine control can occur only through
MIDI — the graphical user interface and Receptor s built-in knobs support only MIDI coarse control.
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MIDI Control of Instrument Channels

The following figure illustrates how to control each of Receptor’s 16 Instrument channels via MIDI controller
messages.

To select SOURCE programs, send:
MSB (CCO00) + LSB (CC32) + PGM#
on the INST CH

To toggle each respective Bypass button, send the To select a routing, send MIDI CC 106

indicated MIDI CC on the INST CH as follows:

(0-63 = not bypassed, 64-127 = bypassed) 0-31=A>B>C

* SOURCE Bypass: MIDI CC 102 32-63=A|B|C

¢ FX A Bypass: MIDI CC 103 64-95=A|B>C

FX B Bypass: MIDI CC 104 96-127=A>B|C

FX C Bypass: MIDI CC 105 To select SINGLE programs, send:
MSB (CCO00) = 1 + LSB (CC32) + PGM#
on the INST CH

7 I
Ffaverrie || | |

EIEE_F

W WE’_' <Init Pleset 02>
f_ﬁi
1| Save/File | Wl_ -

MIDI CC 13 (0 - 127) on the INST CH
controls the SEND 2 Level

controls the SEND 1 Level

MIDI CC 107 on the INST CH
toggles the Send 1 Pre/Post button
(0 - 63 = post, 64 - 127 = pre)

MIDI CC 10 or MIDI CC 8 on the ﬁ
INST CH controls the balance ===
(0 - 127, with 64 = center)

MIDI CC 108 on the INST CH
toggles the Send 2 Pre/Post button
(0 - 63 = post, 64 - 127 = pre)

MIDI CC 110 on the INST CH
toggles the Solo
(0-63 = not soloed, 64-127 = soloed)

MIDI CC 7 (0 - 127) on the INST CH
controls the volume

MIDI CC 116 on the INST CH

/ toggles the channel bypass
(0-63 = not bypassed, 64-127 = bypassed)

MIDI CC 109 on the INST CH
toggles the Mute
(0-63 = not muted, 64-127 = muted)

1
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MIDI Control of Effects Busses

The following figure illustrates how to control Receptor’s two effects busses via MIDI.

MIDI CC 111 on CH 1
toggles the FXA bypass
on Effects Bus 1

MIDI CC 111 on CH 2
toggles the FXA bypass
on Effects Bus 2

(0 - 83 = not bypassed)
(64 - 127 = bypassed)

MIDI CC 114 on CH 1
selects the routing

MIDI CC 112 on CH 1 MIDI CC 113 on CH 1 for Effects Bus 1

toggles the FXB bypass toggles the FXC bypass

on Effects Bus 1 on Effects Bus 1 MIDI CC 114 on CH 2
selects the routing

MIDI CC 112 on CH 2 MIDI CC 113 0on CH 2 for Effects Bus 2

toggles the FXB bypass toggles the FXC bypass

on Effects Bus 2 on Effects Bus 2 A>B>C=0-31

A|B|C=32-63

(0 - 83 = not bypassed) (0 - 63 = not bypassed) A|B>C=64-95
(64 - 127 = bypassed) (64 - 127 = bypassed) A>B|C=96-127

[l | <factory=
[F]§| <Electiic Guitar#l=

=factony=

<Cmss-Delay=

‘

MIDI CC 15 on CH 1 controls the balance for Bus 1
MIDI CC 15 on CH 2 controls the balance for Bus 2 \ |

(0-127, 64 = ‘center’)

MIDI CC 115 on CH 1 toggles the Mute for Bus 1
MIDI CC 115 on CH 2 toggles the Mute for Bus 2
(0 - 63 = not muted, 64 - 127 = muted)

MIDI CC 14 on CH 1 controls the volume for Bus 1 ==
MIDI CC 14 on CH 2 controls the volume for Bus 2
(0-127)

MIDI CC 117 on CH 1 toggles the channel bypass for Bus 1
MIDI CC 117 on CH 2 toggles the channel bypass for Bus 2
(0 -63 = not bypassed, 64 - 127 = bypassed)
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MIDI Control of the Master Channel

The following figure illustrates how to control Receptor’s Master Channel via MIDI.

MIDI CC 111 on CH 16 MIDI CC 112 on CH 16 MIDI CC 113 on CH 16 MIDI CC 114 on CH 16
toggles the FXA bypass  toggles the FXB bypass  toggles the FXC bypass selects the routing

(0 - 63 = not bypassed) (0 - 83 = not bypassed) (0 - 63 = not bypassed) A>B>C=0-31
(64 - 127 = bypassed) (64 - 127 = bypassed) (64 - 127 = bypassed) A|B|C=32-63

A|B>C=64-95
A>B|C=96-127

<factory=

11 <Electric Guitar#l=

g
E
i
o
=
=

<Cmoss-Delay=

MIDI CC 15 on CH 16 controls the balance .. — ——————
(0-127, 64 = ‘center’)

MIDI CC 14 on CH 16 controls the volume
(0-127)

MIDI CC 117 on CH 16 toggles channel bypass
(0 -63 = not bypassed, 64-127 = bypassed)
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MIDI Bank & Patch Selection

Receptor can contain a lot of MIDI addressable patch banks -- 16,384 banks to be precise. Since each bank can
contain as many as 128 patches, Receptor will theoretically store 2,097,152 patches that can be all be recalled
via MIDI bank/program change messages. Receptor’s effects plugins can also store patch banks that aren’t
MIDI addressable, but that’s not the subject of this chapter, is it?

Needless to say, with over 2 million patches available, some amount of structure needs to be given to Receptor’s
bank/patch numbering methodology. Receptor responds to standard MIDI bank/patch change commands. That
is, to change patches in Receptor, you need to send it two bank select messages followed by the desired program
change number for the MIDI channel whose patch you wish to change. Specifically, you need to send the
following messages:

MSB(CC00) + LSB(CC32) + PGM #

Banks are organized as follows:

MSB LSB
(cc 00) (cc32)

0 0-127 | There are 128 banks available for storing up to 16,384 Multi patches. All Multi
patch banks have an MSB=0 and an LSB between 0 and 127. Multi patches apply
to the entire Receptor configuration and therefore work across all MIDI channels.
If you want to limit the reception of Multi patch program changes to a single MIDI
channel, use the “Program Change Channel” parameter discussed in”SETUP:
Program Change Chan” on page 62.

1 0-127 | There are 128 banks available for storing up to 16,384 Single patches. All Single
patches have an MSB=1 and an LSB between 0 and 127. Single patches apply to
an entire Instrument Channel. The MIDI channel you use to send the patch change
determines which of the 16 instrument channel Single patches to change. This is
independent from any MIDI mapping that may be applied to a plugin.

2-126 0-127 16,000 MIDI addressable banks are reserved for storing and accessing VSTi
(Source) patches. Whenever you add or create a bank of patches for a particular
VSTi Source, Receptor automatically assigns it an MSB between 2 and 126,

and an LSB between 0 and 127. All patches within a Bank belong to the same
plugin. Any time you send a plugin-specific bank/patch message to Receptor,

the associated plugin is automatically instantiated, replacing any previously
instantiated plugin. In this way, you can remotely and automatically instantiate
any VSTi and load a patch via MIDI. The MIDI channel is used to specify which
of Receptor’s 16 Instrument channels to use. This is independent from any MIDI
mapping that may be applied to a plugin.

Function

127 0 Specifies the currently selected bank for an Instrument’s Source plugin. It could
be an “internal” bank like the default bank, or a bank that was loaded using the
plugin GUI. The MIDI channel used to send the patch change determines which
Instrument’s Source plugin patch to change.

127 1 Specifies the currently selected bank for the FXA plugin. It could be an “internal”
bank like the default bank, or a bank that was loaded using the plugin GUI. The
MIDI channel used to send the patch change determines which Instrument’s FXA
plugin patch to change.

127 2 Specifies the currently selected bank for the FXB plugin. It could be an “internal”
bank like the default bank, or a bank that was loaded using the plugin GUI. The
MIDI channel used to send the patch change determines which Instrument’s FXB
plugin patch to change.
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MSB LSB
(cc 00) (cc 32)

127 3 Specifies the currently selected bank for the FXC plugin. It could be an “internal”
bank like the default bank, or a bank that was loaded using the plugin GUI. The
MIDI channel used to send the patch change determines which Instrument’s FXC
plugin patch to change.

Function

127 4 Specifies the currently selected bank for the FXA plugins in the two Effects Busses
and the Master channel. Specifically, MIDI channel 1 specifies FXA on Effects
Bus 1; MIDI channel 2 specifies FXA on Effects Bus 2; and MIDI channel 16
specifies FXA on the Master channel.

127 5 Specifies the currently selected bank for the FXB plugins in the two Effects Busses
and the Master channel. Specifically, MIDI channel 1 specifies FXB on Effects
Bus 1; MIDI channel 2 specifies FXB on Effects Bus 2; and MIDI channel 16
specifies FXB on the Master channel.

127 6 Specifies the currently selected bank for the FXC plugins in the two Effects Busses
and the Master channel. Specifically, MIDI channel 1 specifies FXC on Effects
Bus 1; MIDI channel 2 specifies FXC on Effects Bus 2; and MIDI channel 16
specifies FXC on the Master channel.

127 >7 These banks are reserved for future Receptor applications.

The following sections discuss thoroughly the various types of banks and patches contained within Receptor
and how to access them.

Multi Patches

Receptor stores up to 128 Banks of Multi patches (16,384 patches total). A Multi patch stores an entire Receptor
configuration (16 Instrument channels, 2 Effects Busses, Master channel, and all mixer settings).

All Multi patches are assigned to MSB(CC00) = 0/ LSB(CC32) = 0-127
For example, assume your Receptor contains the following Multi banks:
* LSB=7=Stacks

* LSB=8=Scoring

*  LSB =9 = Performance

To select patch #27 in the ‘Performance’ bank, you would send the following messages:

MSB (CC 00)=0 + |LSB(CC32)=9 + |PGM =27

(MSB = 0 tells (LSB = 9 tells (PGM = 27 tells Receptor to use
Receptor to look in Receptor to look in | Patch #27 in the bank determined
the Multi Banks) the ‘Performance’ | by the MSB/LSB combo)

Bank)

Similarly, to select patch #124 in the ‘Stacks’ bank, you would send the following messages:

MSB (CC 00)=0 + |LSB (CC32)=7 + | PGM =124

(MSB = 0 tells (LSB = 7 tells (PGM = 124 tells Receptor to use
Receptor to look in Receptor to look in | Patch #124 in the bank determined
the Multi Banks) the ‘Stacks’ Bank) by the MSB/LSB combo)

NOTE 1: In general, since Multi patches apply to the entire Receptor configuration, the bank/patch select
messages work across all MIDI channels. The MIDI channel is not completely irrelevant, though. Assume, for
example you sent MSB=0/ LSB=10 on MIDI Channel 1, then sent MSB=0/ LSB=24 on MIDI Channel 2. A
program change sent on MIDI Channel 1 would select a patch from Bank 0/10 while a program change on
MIDI channel 2 would select a patch from Bank 0/24.

NOTE 2: If you want to limit the reception of Multi patch program changes to a single MIDI channel (perhaps
because Receptor is only part of a larger MIDI rig), use the “Program Change Channel” parameter discussed
in”SETUP: Program Change Chan” on page 62.
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Single Patches

Receptor stores up to 128 Banks of Single patches (16,384 patches total). A Single patch stores the contents of
a single Receptor Instrument channel, including all its VSTi and VST assignments and patches, routings, and
levels.

All Single patches are assigned to MSB(CC00) =1 /LSB = 0-127

For example, assume your Receptor contains the following Single banks:
*  Single Bank 0 = Pads

*  Single Bank 1 = Basses

*  Single Bank 2 = Guitar FX

To select patch #31 in the ‘Guitar FX’ bank on Receptor Instrument CH 3, you would send the following
messages on MIDI channel 3:

MSB (CC00)=1 +

LSB(CC32)=2 +

PGM =31

(MSB = 1 tells
Receptor to look in
the Single Banks)

MSB (CC00)=1 +

(LSB = 2 tells
Receptor to look in
Bank 2, which is the
‘Guitar FX’ Bank)

Similarly, to select patch #90 in the ‘Pads’ bank on
messages on MIDI channel

7.
LSB (CC32)=0 +

(PGM = 31 tells Receptor to use
Patch #31 in the bank determined
by the MSB/LSB combo)

Receptor Instrument CH 7, you would send the following

PGM =90

(MSB = 1 tells
Receptor to look in

(LSB = 0 tells
Receptor to look in

(PGM = 90 tells Receptor to use
Patch #90 in the bank determined

Bank 0, which is the
‘Pads’ Bank)

the Single Banks) by the MSB/LSB combo)

Source (VSTi) Patches

Receptor stores up to 16,000 Banks of Source (VSTi) patches (over 2 million patches total).

Each time you create a patch bank for a VSTi (or import one from your computer), Receptor automatically
assigns it the next available MSB/LSB bank message combination.

To recall a patch for any instantiated VSTi on any of Receptor’s 16 Instrument channels, you would send MSB,
LSB, and PGM messages to Receptor on the MIDI channel that corresponds with the Instrument channel you
wish to change.

For example, assume you instantiated a VSTi called “KitchenSync” on INST Ch 3 and that VSTi has three
different patch banks available:

*  SyncBankl (MSB=11, LSB=20)

*  SyncBank2 (MSB=12, LSB=12)

*  SyncBank3 (MSB=12, LSB=14)

To select patch #21 in “SyncBank3,” you would send the following messages:
MSB (CC00) =12 + | LSB (CC32)=14+ | PGM =21

(This MSB/LSB combination tells Receptor | (PGM = 21 tells Receptor to use
to look in ‘SyncBank3, which is associated | Patch #21 in the bank determined
with the ‘KitchenSync’ VSTi.) by the MSB/LSB combo)

Similarly, to select patch #55 in “SyncBank1,” you would send the following messages:

MSB (CC00) = 11 + | LSB (CC32) =20 + | PGM =55

(This MSB/LSB combination tells Receptor | (PGM = 55 tells Receptor to use
to look in ‘SyncBankl, which is associated | Patch #55 in the bank determined
with the ‘KitchenSync’ VSTi) by the MSB/LSB combo)
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Important: Any time you send a Source (VSTi) bank/patch message to Receptor, its associated plugin is
automatically instantiated, replacing any previously instantiated plugin. In this way, you can remotely and
automatically instantiate any plugin and patch via MIDI!

Effects (VST) Patches

Banks of Effect (VST) patches can not be selected remotely via MIDI in the same way that banks of Source
(VSTi) patches can. However, effects patches within the currently loaded bank can be selected via MIDI as
discussed in the next section.

Selecting Plugin Patches within Currently Loaded Banks

Although Receptor does not support changing effects (VST) banks via MIDI, you can use MIDI to change
patches within any currently loaded bank for any instantiated VST or VSTi. Specifically:

Sending an MSB=127 / LSB=0 message tells Receptor to change patches for the Source VSTi bank
currently assigned to the Instrument Channel whose number matches the MIDI channel of the bank/patch
message.

Sending an MSB=127 / LSB=1 message tells Receptor to change patches for the FXA VST bank currently
assigned to the Instrument Channel whose number matches the MIDI channel of the bank/patch message.
Sending an MSB=127 / LSB=2 message tells Receptor to change patches for the FXB VST bank currently
assigned to the Instrument Channel whose number matches the MIDI channel of the bank/patch message.
Sending an MSB=127 / LSB=3 message tells Receptor to change patches for the FXC VST bank currently
assigned to the Instrument Channel whose number matches the MIDI channel of the bank/patch message.
Sending an MSB=127 / LSB=4 message on MIDI Channel 1 tells Receptor to change patches for the FXA
VST bank currently assigned to Effects Bus 1.

Sending an MSB=127 / LSB=4 message on MIDI Channel 2 tells Receptor to change patches for the FXA
VST bank currently assigned to Effects Bus 2.

Sending an MSB=127 / LSB=4 message on MIDI Channel 16 tells Receptor to change patches for the FXA
VST bank currently assigned to the Master Channel.

Sending an MSB=127 / LSB=5 message on MIDI Channel 1 tells Receptor to change patches for the FXB
VST bank currently assigned to Effects Bus 1.

Sending an MSB=127 / LSB=5 message on MIDI Channel 2 tells Receptor to change patches for the FXB
VST bank currently assigned to Effects Bus 2.

Sending an MSB=127 / LSB=5 message on MIDI Channel 16 tells Receptor to change patches for the FXB
VST bank currently assigned to the Master Channel.

Sending an MSB=127 / LSB=6 message on MIDI Channel 1 tells Receptor to change patches for the FXC
VST bank currently assigned to Effects Bus 1.

Sending an MSB=127 / LSB=6 message on MIDI Channel 2 tells Receptor to change patches for the FXC
VST bank currently assigned to Effects Bus 2.

Sending an MSB=127 / LSB=6 message on MIDI Channel 16 tells Receptor to change patches for the FXC
VST bank currently assigned to the Master Channel.
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Viewing MSB/LSB Bank Assignments

Obviously, with so many types of banks available, it could be difficult to keep track of exactly what MSB and
LSB combinations are used for each and every bank in Receptor. For this reason, Receptor provides numerous
ways to see all your MSB/LSB assignments, making programming of your sequencer or MIDI controller quite
simple:

Use Receptor’s “Patch and Bank Assignments” report

This is the quickest way to get a text list of all banks and patches stored in Receptor and their
corresponding MSB/LSB/PGM assignments. To do this, mount Receptor on your desktop computer, and
open the “Patch and Bank Assignments” file inside the Reports folder.

Using the GUI

Open a Load Panel for a bank or patch. Click the Bank tab if it’s not already selected. Click the desired
bank name. That bank’s MSB/LSB assignment appears at bottom of panel.

Using the Front Panel

Press the SETUP button on Receptor’s front panel. Rotate the top display knob to select the Change Bank
Select parameter, then rotate the bottom display knob to select the plugin whose MIDI Bank Select
messages you wish to view. Select a plugin and press the bottom display knob to activate your selection.
Rotate the bottom display knob to select the bank whose MIDI Bank Select message you wish to view. For
more information, see “SETUP: View Bank MSB/LSB” on page 63.
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MIDI Control of Plugin Parameters

Most fixed-architecture synthesizers have a fairly straight-forward method of mapping MIDI controllers to
particular parameters. In a fixed-architecture synth, these mappings can usually be programmed into your
sequencer or MIDI control surface and forgotten.

But Receptor is not a fixed-architecture synth. It has the ability to load and play hundreds of different VSTi
instruments and VST effects, each of which may have its own idea of what MIDI cc’s should be used for
controlling it! A MIDI controller value that alters resonance for one VSTi might actually control the LFO rate
on another. Obviously, there is an ominous potential for chaos.

Fortunately, your friends at Muse Research have been busy devising a standardized set of controller value rules,
so that any VSTi or VST can be controlled via MIDI with the minimum of effort.

Editing Plugin Parameters with MIDI NRPN Messages

As mentioned previously, Receptor may contain hundreds of VSTi instrument and VST effect plugins, each of
which may contain hundreds of individual parameters. Obviously, there is no way to offer direct MIDI control
of these hundreds of thousands of possible parameters using only 128 MIDI CC numbers.

For this reason, Receptor uses Non Registered Parameter Numbers (NRPN) to control each and every plugin in
Receptor. Basically, any time you add a plugin to Receptor, it automatically assigns a NRPN value to the first
several thousand parameters contained in that plugin.

NOTE: To be specific, NRPN values are assigned to the first 4096 parameters of a VSTi instantiated in a Source
slot, and the first 2048 parameters of a VST instantiated in any FX slot.

You can control Receptor plugin parameters by programming your MIDI control surface or sequencer with the
desired NRPN values. You can view the NRPN for any parameter as follows:

1 Instantiate a plugin in Receptor.

2 Using the Graphic UlI, click the plugin’s EDIT button to open its graphical editor.
3 Click the Learn Mode button in the View Bar.
4

Change any parameter on the Plugin’s graphical Ul and the View Bar will display the MIDI NRPN value used
to control that parameter.

Alternately, you could click the Faceless Mode button in the View Bar, which allows you to view up to 45 parameters at
a time, complete with their MIDI NRPN values.

The advantage of using NRPN values to control Receptor’s plugin parameters is that you can control virtually
all parameters for all plugins. The disadvantage of using NRPN values is that they are harder to enter into a
sequencer or MIDI control surface. For this reason, Receptor also offers dynamic control of up to 16 parameters
per plugin using standard MIDI Controller messages. This technique is discussed in “Editing Plugin Parameters
with MIDI Controller Messages™ on page 193.

NRPN Details

In order to change a parameter value through NRPN, first you have to select which parameter you wish to

edit by sending two controller messages, CC 99 (Non-Registered Parameter Number MSB) and CC 98 (Non-
Registered Parameter Number LSB). After sending these two messages you can use CC 6 (Data Entry MSB) for
coarse control of the selected parameter, or CC 38 (Data Entry LSB) for fine control of the selected parameter.
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Alternately, you can change the value of the selected parameter by sending CC 96 (Data Entry +1) or CC 97
(Data Entry —1) to increment or decrement the desired value. Every time you send one of these controllers you
will increment or decrement the current value by 1/128th of the entire range of the parameter. In other words,
these parameters will increment or decrement by 1 the last value of CC 6 (Data Entry MSB).

However, most sequencers and many MIDI controller devices will make programming NRPN’s easy for you.
All you have to do is enter the MSB and LSB values that specify the parameter you wish to edit. After that,
every time you move the corresponding fader or draw in the MIDI controller graphical view of your sequencer,
the entire sequence of CC 99, CC 98, and CC 6 will be generated for you. So in most cases all you need to know
is what values to enter for CC 99 (NRPN MSB) and CC 98 (NRPN LSB).

In Receptor, you can control the first 4096 parameters of every VSTi (Source) plugin, and the first 2048
parameters of every VST (FX) plugin. That means that you can control virtually all parameters of all plugins,
since there aren’t many synth plugins with more than 4096 parameters, or effect plugins with more than 2048
parameters. The range of CC 99 (NRPN MSB) is divided into 7 sub-ranges, each corresponding to a particular
slot where the plugin has been instantiated.

Decimal Hexadecimal Plugin Slot
0-31 00-1F Source Plugins on Instrument Ch 1-16
32-47 20-2F FX A on Instrument Ch 1-16
48-63 30-3F FX B on Instrument Ch 1-16
64-79 40-4F FX C on Instrument Ch 1-16
80-95 50-5F FX A on Bus 1, 2, or Master
96-111 60-6F FX B on Bus 1, 2, or Master
112-127 70-7F FX C on Bus 1, 2, or Master

To select the plugin parameter you want to change, you will need to translate the parameter number into a pair
of MSB and LSB values, then add an offset to the MSB value. The formula for calculating the MSB and LSB
values are as follows:

MSB = Parameter Number / 128

LSB = Parameter Number - (MSB x 128)
EXAMPLE 1: To control parameter 537 of a plugin:

MSB =537/128 =4

LSB =537-(4x128) =25
The offset to add to the MSB value is the lower bound of the plugin slot sub-range from the table above. For a
synth plugin there is nothing to add, for an effect plugin instantiated in the FX A slot of a track, the offset would

be 32. For slot FX B and slot FX C of a track, the offset would be 48 and 64 respectively. For FX A, FX B, and
FX C on Bus 1, Bus 2, or the Master, the offset would be 80, 96, and 112, respectively.

EXAMPLE 2: To control parameter 537 of a plugin instantiated in slot FX B of a channel:
MSB =4 +48 =52
LSB =25

The MIDI channel of NRPN’s is used as follows: to select one of the 16 tracks use MIDI channel 1-16. For
Bus 1 use MIDI channel 1, for Bus 2, use MIDI channel 2, and for the Master use MIDI channel 16.

EXAMPLE 3: To control parameter 537 of a plugin instantiated in slot FX B of Bus 2:
MSB =4+ 96 =100
LSB =25
MIDI Channel = 2
The entire sequence of MIDI bytes for CC99 and CC98 will be (in hexadecimal):
B16364BI16219

Now that you know the math involved, you’ll be pleased to know that Receptor automatically calculates and
displays the NRPN values for plugin parameters in either Faceless Mode (as discussed in “Editing in Faceless
Mode” on page 111) or in Learn Mode, (as discussed in “Learn Mode” on page 113).
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Editing Plugin Parameters with MIDI Controller Messages

The advantage of using MIDI Controller Messages for parameter editing is that they’re easier to program into
a sequencer or MIDI control surface and they’re compatible with a greater variety of control surfaces. The
disadvantage is that the quantity of available MIDI Controller numbers is limited and, as such, their functions
change depending on which plugin is instantiated in which slot. For dedicated control of any parameter in any
plugin, regardless of which slot instantiates it, you should use MIDI NRPN values as discussed in “Editing
Plugin Parameters with MIDI NRPN Messages” on page 191. This section discusses how you can use MIDI
Controller Messages to edit plugin parameters.

Controlling the First 16 Parameters of Any Source Plugin

As discussed in Chapter 8, “Graphic Ul - Edit View”, you can map any plugin parameter to Receptor’s front
panel and define the order in which you want those parameters displayed. You may use MIDI CC messages to
access the first 16 parameters of any Source plugin on any of Receptor’s 16 Instrument Channels.

Specifically, MIDI controllers 16-31 are used to control the first 16 front panel parameters for an instantiated
Source plugin.

For example, if you wanted to edit the second parameter mapped to the front panel for the Source plugin
assigned to Instrument Channel 3, you would send a value between 0-127 for CC 17 on MIDI Channel 3 (since
each MIDI channel controls each like-numbered Receptor Instrument Channel).

MIDI CC (MSB) | MIDI CC (LSB) Receptor Function
(Decimal) (Decimal)
16 48 Front Panel Parameter #1 (MIDI Ch = Instrument Ch)
17 49 Front Panel Parameter #2 (MIDI Ch = Instrument Ch)
18 50 Front Panel Parameter #3 (MIDI Ch = Instrument Ch)
19 51 Front Panel Parameter #4 (MIDI Ch = Instrument Ch)
20 52 Front Panel Parameter #5 (MIDI Ch = Instrument Ch)
21 53 Front Panel Parameter #6 (MIDI Ch = Instrument Ch)
22 54 Front Panel Parameter #7 (MIDI Ch = Instrument Ch)
23 55 Front Panel Parameter #8 (MIDI Ch = Instrument Ch)
24 56 Front Panel Parameter #9 (MIDI Ch = Instrument Ch)
25 57 Front Panel Parameter #10 (MIDI Ch = Instrument Ch)
26 58 Front Panel Parameter #11 (MIDI Ch = Instrument Ch)
27 59 Front Panel Parameter #12 (MIDI Ch = Instrument Ch)
28 60 Front Panel Parameter #13 (MIDI Ch = Instrument Ch)
29 61 Front Panel Parameter #14 (MIDI Ch = Instrument Ch)
30 62 Front Panel Parameter #15 (MIDI Ch = Instrument Ch)
31 63 Front Panel Parameter #16 (MIDI Ch = Instrument Ch)

MIDI Fine Control: Receptor supports both “coarse” and “fine” MIDI controls. Keep in mind, when you look
over the previous table, that you can send both coarse and fine controls to these 16 parameters via MIDI. The
MSB values (16-31) are the coarse controls and will be the values you most often use to change parameters.
The LSB values (48-63) are used to fine-tune a value. In most instances, you will not hear much of a difference
when you vary a fine control, but it'’s supported for just those instances (such as controlling a filter s resonance),
where fine control can make an audible, but subtle difference.
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Controlling the First 4 Parameters of Any FX Plugin

As discussed in Chapter 8, “Graphic Ul - Edit View”, you can map any plugin parameter to Receptor’s front
panel and define the order in which you want those parameters displayed. You may use MIDI CC messages
to access the first 4 parameters of any FX plugin on any of Receptor’s 19 Channels (16 Instrument Channel,
2 Effects Bus Channels, and one Master Channel).

Instrument FX Plugins

MIDI controllers 72-83 are used to access the first 4 front panel parameters for each of an instrument channel s
3 FX plugins. For example, if you wanted to control the third parameter of FX B on Instrument Ch 4, you would
send a value between 0-127 for CC 78 on MIDI Ch 4 (since each MIDI channel controls each like-numbered
Receptor Instrument Channel).

MIDI CC Receptor Function

(Decimal)
72 FX A: Front Panel Parameter #1 (MIDI Ch = Instrument Ch)
73 FX A: Front Panel Parameter #2 (MIDI Ch = Instrument Ch)
74 FX A: Front Panel Parameter #3 (MIDI Ch = Instrument Ch)
75 FX A: Front Panel Parameter #4 (MIDI Ch = Instrument Ch)
76 FX B: Front Panel Parameter #1 (MIDI Ch = Instrument Ch)
77 FX B: Front Panel Parameter #2 (MIDI Ch = Instrument Ch)
78 FX B: Front Panel Parameter #3 (MIDI Ch = Instrument Ch)
79 FX B: Front Panel Parameter #4 (MIDI Ch = Instrument Ch)
80 FX C: Front Panel Parameter #1 (MIDI Ch = Instrument Ch)
81 FX C: Front Panel Parameter #2 (MIDI Ch = Instrument Ch)
82 FX C: Front Panel Parameter #3 (MIDI Ch = Instrument Ch)
83 FX C: Front Panel Parameter #4 (MIDI Ch = Instrument Ch)

NOTE: Receptor does not support MIDI fine control of these first four FX parameters.

Bus and Master FX Plugins

MIDI controllers 84-95 are used to access the first 4 front panel parameters for each of the three FX plugins for

the two Busses and one Master channel. You can access Bus 1 effects on MIDI Ch 1. Bus 2 effects are accessed
via MIDI Ch 2 and Master channel effects are accessed via MIDI Ch 16. For example, if you wanted to control

the fourth parameter of FX A on Effects Bus 2, you would send a value between 0-127 for CC 78 on MIDI Ch 4
(since each MIDI channel controls each like-numbered Receptor Instrument Channel).

MIDI CC Receptor Function

(Decimal)
84 FX A: Front Panel Parameter #1 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
85 FX A: Front Panel Parameter #2 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
86 FX A: Front Panel Parameter #3 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
87 FX A: Front Panel Parameter #4 (CH 1 = Bus 1, CH 2 = Bus 2, CH 16 = Master)
88 FX B: Front Panel Parameter #1 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
89 FX B: Front Panel Parameter #2 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
90 FX B: Front Panel Parameter #3 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
91 FX B: Front Panel Parameter #4 (CH 1 = Bus 1, CH 2 = Bus 2, CH 16 = Master)
92 FX C: Front Panel Parameter #1 (CH 1 = Bus 1, CH 2 = Bus 2, CH 16 = Master)
93 FX C: Front Panel Parameter #2 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
94 FX C: Front Panel Parameter #3 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)
95 FX C: Front Panel Parameter #4 (CH 1 =Bus 1, CH 2 = Bus 2, CH 16 = Master)

NOTE: Receptor does not support MIDI fine control of these first four FX parameters.
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