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VHaorns Saxophones User Guide



Welcome to Acousticsamples

Thank you for using the VHorns Saxophones library. We hope you enjoy playing the instrument and
wish it supports your musical ideas or even better: inspire new ones.
In this User Guide we will provide you with an overview of how to use the VHorns Saxophones library.

If you have any questions, feel free to email us at:
samples@acousticsamples.com

or use the contact form on our website
www.acousticsamples.net

The VHorns Saxophones libre
Acousticsamples
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Requirements and Installation




Interface and Parameters

SAMPLING MEETS MODELING, AGAIN

10 years in the making, our saxophones and brass instruments have enjoyed huge success since their release last
year, and they continue to dazzle users and listeners around the world today. Thanks to our work on a
revolutionary hybrid technology (which we call H.A.T.), we were able to blend the authentic recorded sound of
world-class instrumentalists with state-of-the-art modeling techniques, giving users unparalleled playability and
impeccable sounds which are indistinguishable from the real thing.

This is VSeries - the next generation of sampling.

We're confident in saying that these VHorns are not only the most realistic and playable instruments of their kind,
but they’re among the most realistic virtual instruments ever made. Have a listen below to VHorns instruments
pitted up against their real-life counterparts - can you hear a difference between our instruments and the live
player?

$("audio").on("play", function() { var id = $(this).attr('id"); $("audio").not(this).each(function(index, audio) {
audio.pause(); }); P;

8-Instrument Bundle
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8 individual saxophones: 2 Sopranos, 2
Altos, 2 Tenors and 2 Baritones.

We recorded two of each (with two
different players) to cover two distinct
styles of playing; one more jazz-oriented,
with more breath, and the other more
classical-focused, with a much cleaner
tone.

You can also purchase the pairs of
instruments individually:

Alto saxophones - Soprano saxophones -
Tenor saxophones - Baritone saxophone

The H.A.T.

Thanks to our proprietary H.A.T.
(Harmonic Alignment Technology),
VVHorns is not just another heavily multi-
sampled instrument - you can play
articulations exactly like a live player
would, with just a mod wheel to control air
flow (or even just by drawing in
automation).

There are no elaborate keyswitches
involved to play staccatos, marcatos,
legatos or double tongues - you simply
load up the instrument in your DAW and
play. Vibrato can even be automated.

Air flow Is controlled by the central dial on the main page of the interface.

When this is set to 0, there will be no sound produced, just as if you didn't blow any air

into a saxophone.
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You can of course control this value with different CCs. We set it to the modulation wheel
by default because it's available on almost every digital keyboard, but you can use
anything you like, for example CC2, which is the default for most breath controllers - all
you need to do is click on the small dot next to the CC number and move the controller
you want to assign.

Vibrato can also be controlled with the air flow - to enable/disable this, go into the PREFS
panel and change the "allow vibrato with air flow" value. Once this is enabled, moving the
air flow controller up and down will begin to add pitch variation to the sound.

In some rare cases, and sometimes when using MIDI files imported from softwares like
Sibelius, you only get velocities, so at the bottom of the CC list we added the possibility to
control the air flow with the incoming velocity - just select "VEL".

You also have the option to use the pitch bend as the input CC, you can do so by
choosing "P. BEND" from the list.

Authentic Vibrato

We carefully measured the different
parameters that change when a
saxophonist uses vibrato and combined
everything into a highly realistic and
customizable vibrato for VHorns
Saxophones.

There are multiple ways to control the
vibrato: automatic, automatic depending
on time, and manually.

Vibrato is controlled with the left dial on the front panel of the interface.

Immediately below the dial is a small menu with 3 options:
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1- Auto: this enables automatic vibrato and the dial will control how much vibrato is
added to the sound.

2- Auto time: This is similar to Auto mode, but a time envelope will control the amount of
vibrato. You can edit this envelope in the preferences by clicking on "edit auto vib". This
opens a small panel that displays a table to let you control the duration and intensity of
the vibrato.

3- Manual: This is for advanced use and conrol over vibrato. In reality, a saxophone

player changes the shape or position of their mouth on the mo o change the
pitch up and down. In this mode, the neutral position (with no pit e middle
value of the dial and a value of 0.5 (and CC at value 64). Values be
lower pitch and values above 0.5 will result in a higher pitch. This is
creating vibrato that doesn't have a fixed speed.

As mentioned earlier, there is a fourth way to create vibrato, usin
control. The "allow vibrato with air flow" setting has to be se
and you then need to perform a fast up and down vari

use for the air flow.

In the preferenc stoc ize the vibrato even further to control
vibrato (these 1 modes above).

hat controls the overall amount of vibrato. This can be set to
some s that will sound very unnatural to some -
d wind controllers that have a narro

2-Y e the amount of volume mod

it's d volume changes; you can ¢ ou want he

se change the amount of pit

Some co WI use the pitch bend as the vibrato source, so we added the




P. Bend option to the bottom of the CC list in case you want to use it for the vibrato and
not bends.

Legato Transitions

Fast legato transitions are often the main
'tell' that an instrument is virtual rather
than real, so we spent a considerable
amount of time and effort carefully
extracting every tiny detail of several
recorded live transitions to make ours
indistinguishable from a real performance.

These transitions range from lightning-fast
note changes to extremely slow bends,
with and without extra attack. We covered
everything - and you have complete
control.

The legatos' behaviour can be adjusted
and even randomized for more life-like
performances.

When you play a legato on the keyboard (when you overlap two notes), our engine will
automatically stop the first note and play a legato instead of a normal sustain.

This is exactly what happens on a real saxophone when the air flow is continuous while
the|player changes the note. There are a number of ways to play these legatos and we
gave you access to everything so that they can be controlled in real time.

1- Velocity to attack / sustains : This controls the way new sustained notes are played,
for example if the air flow is at a CC value of 75 and you play a note at velocity 20, our
engine will ramp the air flow from 20 to 75 and thus create a quick volume raise. And vice
versa - If the velocity is above the air flow value, it will create a quick attack. The duration
of this ramp is controlled by the velocity to attack time value.
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2- Velocity to attack / legatos : This controls how legato notes are played, and the
procedure is identical to that for sustains, but for legatos it covers the joins between
different notes rather than sustained notes on their own. This feature is very useful on
woodwind instruments as many players play legato notes with a slight crescendo
between notes, so to replicate this, all you need to do is play every new legato note at a
low velocity.

Although more commonly associated with clarinets, glides can be very effective on
saxophones as well, so we wanted to include them as an option, triggered by a number of
different methods listed below.

1- Mode: Velocity. In this mode, any velocity below the threshold va
and its duration will depend on how low the velocity is. For example i
it will be a fast glide (comparable to a legato time), but a velocity of
glide at the duration of the max length value you set.

2- Mode: CC. In this mode, you can contro
go from the Max length value when the
the CC is set to value 120 and ab

3- Mode: Manual. Ir value is fixe d the glide speed ca 0
50ms to 500ms. V ze time o give it a natural feel, but bear i
mind that whe domize value, the engine can technically receive a
value below 2 it will play a slow legato.

4- In ad ou glide using the pitch bend, and the max pitch bend value
will de d range. The quality of that bend will e advanced
pitch k ep in mind that that using this opti
whe ally playing pitch bends.

e player plays any note, if th
the correct pitch and create
)se and a quick flutter attack t
trol how much of this you wan
any choose to control it with a MID

Another ve ect of legatos is what happens during the transition itself. On




single reed instruments, there is a variation in timbre when a player moves their jaw whilst
playing (changing the pressure on the reed). This effect can be noticed on three
occasions: while playing legatos, when playing vibratos, or when using the pitch bend.
You can control how much of that effect you want for each situation, except in the case of
the vibrato, where it is fixed.

Multi Microphone
Recording

Recording a saxophone can be done in
various ways and at different positions.
We used 4 different microphone positions
so that you can get the exact sound you
want, as if you had chosen the
microphone placement yourself.

This can produce even better results
when using the "virtual space”, detailed
below.

You can apply reverb and EQ to mix it
completely to your taste.

Mix Tab

We recorded each of our instruments with 4 different microphones at 4 different positions
to capture their unique sounds - you can mix these however you like. At the top you can
also change the routing, as explained below; we created the Virtual Space, which places
thelinstrument in a virtual environment, which is technically a virtual room mic pair that
you can move around. Here, you can choose if you want the source for the virtual space
to be just the close mic or a mix of the 3.

We also added a 3 band EQ, which you can also decide to apply to the source sound for
the virtual space.
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You can mix the result of the 4 microphones and the virtual mics, and we added a pan
and delay for each to deal with phase problems that always occur when multiple
microphones are involved.

You can also add impulse response reverb to the whole mix, control its decay and how
much is sent from the close microphones and from the virtual space. The amount on the
mix panel is the same as on the front interface.

Virtual Space

The Virtual Space perfectly replicates a
real recording of an ensemble, using
convolution.

When you record a big band, you usually
place a pair of microphones in front of the
musicians and they naturally take position
in the stereo field depending on where
they are in the room. The Virtual Space
does exactly the same thing; you can
place the musician wherever you like.

When using this with multiple tracks, you
immediately have the feeling of being in
front of a real horns section.

Virtual Space tab

Simply using panning to place elements in the stereo field does not sound as realistic as
possible, as much information is left out, so we recreated a whole room placement
simulation based on impulse responses, where you can set the position of the instrument
in the room itself.

Since there are so many ways to set up an ensemble recording, in terms of both musician
placement and microphone pair selection, we decided to include as many customizable
possibilities as we could.
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With VHorns Virtual Space, you have access to 21 positions divided into 3 rows and you
can select which microphone configuration you want to use (ORTF, AB, XY, Binaural and
MS), as well as control the stereo width for a narrow or wide section.

CH M

e " R == Advanced Editing

VARIATION

There is an endless number of ways to
play a brass instrument, and we took the
time to talk to world-class players about
the different variations they incorporate
into their playing on a regular basis.

Based on these discussions, we decided
to incorporate an ‘Advanced Editing’ tab
into all our VSeries libraries - giving you
near-infinite control over these
instruments.

Many features listed here are already explained in detail above, but here are the
remaining few. Please note that all of the features in the preference tab that have a small
die next to them which turns on randomization for an even more unpredictable and life-
like performance. Randomize means that the value for that setting will be randomized for
each new note, between the minimum value and the value you set.

At the top, you will see a tuning button which opens a panel allowing you to tune each
note to your liking. This is very useful for performing music not written for standard tuning
systems, or for music that doesn’t use traditional Western classical scales.

Pitch section:

1- The max glide interval controls the maximum interval that you are able to create a
continuous glide between. It's better to keep this value low, as in reality most players will
glide a maximum of 3 or 4 semitones and "cheat" the rest - however, our engine can
"cheat" as well, and will automatically skip some notes while still ending up on the target
note.
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2- The note pitch imprecision is exactly what it says - it will make the notes sound very
slightly out of tune, completely at random, between 0 and the value you set. A value of
100% will randomize +/-1 semitone.

3- The attack pitch variation is a bit different, it is technically a fast bend ramp that is
almost always present in live performances. It is more or less super-human to play every
single note perfectly in tune from the first attack, so in order to create a more realistic
sound, this is set slightly above 0 by default. Increasing the value will control how much
bend you want (in other words; how far away the sound will be from the note you're
playing) and the attack pitch variation time will decide how quic amp is.

4- There are two pitch bend modes, a simple one that will bend up ar
the current played note, and a more advanced and more realistic 0
to another note in real time. You can select one or the other using t
bend menu. Bear in mind that the advanced mode will use more
one.

5- The max pitch bend value co
semitones.

6- VHorns Saxoph oled, so an turn the feature on and off here
and enjoy playin abled hardware. When enabled, the advanced pitch
bend and ma disab

e controls how much g
ssigned to control this

2- ation air and pitch values con
unde ion that even the best brass pla
the a ever be always perfectly consta
time & ntrol much of each you want. B
is repre ery good player with the least variation you can go
above t playing more natural.




3- The keys noises lets you control how much noise you hear from the individual keys
being pressed on the instrument.

4- The tongue noises lets you control the volume of the small noise produced by the
tongue as it blocks the air flow when a note is stopped.

5- The round robin menu lets you control if you want no round robin, a 3x round robin
alternating on adjacent notes all the time or a smart round robin which only alternates in
fast passages.

MIDI section

1- Pitch: You can pitch the whole instrume
affects the tone of the instruments and
a different range.

2- TRANSPOSE: Th posing too or example, a value o
semitones will pla you e pitch and transpose at the same
time, but opposi ear the correct note and will only change the timbre

and range.

3-The E > detailed in the ensemble section below.

4- Tk oller you use can induce a few
aks to play legatos as it does n
e of controller you use from t

5- troller selection, there is a s
e keyboards, for example, the
at lead to unnatural-sounding

you use a breath or wind cont
to0 | be hard to get very sharp atta
take c e change for you.

6- You ca ition on the keyboard of the few keyswitches we use. Here is




what the keyswitches do:

C1 will play a key noise. There is already an automatic key sound, but sometimes players
press the keys before any notes are played. The key noise volume responds to velocity.

C#1 will trigger a fall from any note you are playing.

D#1 will trigger a rise from any note you are playing.

E1 will repeat the note you are currently playing, this is known as "static tonguing"
F1 will produce a bend half a semitone downwards.

F#1 will produce a bend half a semitone upwards.

Al will play a breathing sound. A breath before starting a phrase (or in between phrases)
can often be audible, depending on the player and the microphone set-up, so we decided
to include this sound for added realism. The volume of the breath sound responds to
velocity.

7- You can control the response of the instrument to your MIDI controller using the air
curve. If for example you don't want the instrument to reach the highest volumes, you can
just cut the top end of the curve. Since the curve is not big or precise, you can make
sharp changes and hit the smooth button a few times until the curve is perfectly smooth.
Changing the MIN value will reset the curve and set what the volume for the minimum of
air flow is.

Keyboard, Breath
Controller or Wind

t‘\

o
o Controller
3
M‘u Ju | A VHorns can be played using a keyboard
N L] by selecting the notes on the keyboard

and controlling the air flow with a MIDI
controller like the modulation wheel or a
breath controller.

You can also use a wind controller like an
EWI, an Aerophone a Sylphyo or any
other brand, in which case you need to
use the appropriate controller menu in the
MIDI section.
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MPE support and
microtuning

Ensemble
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1- The Transpose values can be changed to get the desired interval change.

2- You can then select a scale and root on which the instrument will be forced to play, no
matter what you play on your keyboard. If you select C Major, then whatever you play on
your keyboard will stay in C Major even when using the transpose value.

3- The timing value will create a randomized time delay each time a new note is played,
this way when you play a note on the keyboard, not all instruments will start at the same
exact time just like a section of musicians would do in real life, no matter how good they
are.

There are a few things to add if you really want to make the prformai
are a few tips:

e Make the natural variation value quite high (air and pitch

e Use the round robin feature if you are using the same i

¢ To add some variation to the velocities, sele
attack for sustain, legatos and time

e Set a value for the flutter transiti

e The most important part wi
imprecision, as well as
them.

Once all this is set, i
more convincing i
randomized no
would even be
variation.




Features

UVI Workstation v3.1.6 is required for the library to function properly, the VHorns will not work on windows XP, or
0OSX 10.6, it will not work on a receptor either.

800Mb compressed in lossless flac format (203Mb for both alto saxophones, 215Mb for both soprano saxophones,
203Mb for both tenor saxophones and 178Mb for both baritone saxophones).

18/19



Terms & Conditions. EULA

(End User License Agreement)

Acousticsamples Copyright, Terms and conditions.

Please read the terms of the following License Agreement before using any of these audio
these audio samples, you agree to become bound by the terms of the License Agreement. If y¢
terms of the License Agreement, do not use any of these audio samples

You may use these Samples provided on this website, on a royalty-free basis, to create
compositions or audio projects. You may broadcast and/or distribute your own music compc
were created using the Audio Content, however, individual audio loops may not be comn

on a standalone basis, nor may they be repackaged in whole or in part as audio

No orders will be refundable given the numerical nature of o
Supf

If you have any querie

ALL RIGHTS NC ANTED RESERVED.



http://www.tcpdf.org

