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Welcome to Acousticsamples

Thank you for using the VWinds Flutes 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 VWinds Flutes 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 VWinds Flutes library, prc
Acousticsamples

All Rights not expressly granted a
Copyright © 2026 by Acousticsampf




Requirements and Installation




Interface and Parameters

SAMPLING MEETS MODELING, AGAIN & AGAIN

Our final orchestral section in the VWinds series is here at last - we're very proud to introduce VWinds Flutes!

Consisting of 9 individually-recorded, finely craftedNew dials have been added to the interface; an ‘extra air'
instruments, VWinds Flutes is our biggest VSeries librarydial for a breathier sound, an option to add more air to
to date. And just like its predecessors, it deliversthe attacks, and also a dial to control release times.
unparalleled playability and realism whilst barely makingWe've also incorporated an 'Overblow' feature, accessed
a dent on computer resources. At a total download sizevia the main tab in the interface, which gives the user the
of just ~1.6Gb, VWinds Flutes provides the opportunity tooption to overblow on attacks alone or on the full
use realistic-sounding, ultra-responsive,  flexibleinstrument (or not at all), giving access to played
instruments on virtually any modern set-up, workingharmonics when dynamics are pushed to their limits,
equally well on laptops for musicians on-the-go as it doeswithout any extra effort. On top of all of this, we've added
for those working on more powerful computers in thea new 'Smart' style of legato transition, and even an all-
studio. new parameter for controlling the sound of the vibrato.

Along with all the new customisable features, we've
VWinds Flutes is the most advanced library we've everadded a brand new space to our virtual soundstage -
created, and represents a huge leap forward in ourtaken from recordings at the magnificent Stoller Hall
methodology and technology. We've redesigned a(Manchester UK). This new concert hall regularly hosts
number of old features and added a treasure chest ofsome of the world's finest musicians, and has been
new ones - the sound itself has been reworked anddescribed as 'perhaps the most acoustically perfect
enhanced, all the way back to the original recordedconcert hall in the country' (Georgia Mann, BBC Radio
samples, offering a greater sense of space and depth3) and 'deliver[ing] the music as if every hearer is in
with no extra strain on the workstation. the conductor's shoes' (Robert Beale, The Arts Desk).

We sampled/modeled 2 Piccolos, 2 'C' Flutes, 2 AltoThe combination of real recorded samples with modeling
'G' Flutes, 2 Bass Flutes and 1 Contrabass Flute,techniques means that VWinds Flutes weighs in at only
each performed by different world-class musicians. The~120Mb per instrument (retina graphics and presets
two versions of the Piccolos, Flutes, Alto and Bass Flutesincluded), while truly sounding like a real live instrument
are separately recorded individual instruments, recordedbeing recorded with all of its imperfections, alongside fully
by different players, to offer variety of tone and colour.  continuous response with unparalleled playability.

Like the other VSeries libraries, VWinds Flutes employ
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H.A.T. (our proprietary Harmonic Alignment Technology).We are confident in saying that to our ears, and hopefully

This leading technology allows for a hyper-accurateyours too, VWinds Flutes are the most realistic and easy-

reproduction of the timbre of each instrument, coveringto-use instruments of their kind available today.

the full dynamic range across every articulation,

combined with highly customizable, beautifully expressiveWe were extremely fortunate to have Henri Tournier

performance techniques. recording for us, one of the world’s leading contrabass
“octobass” flute players. The contrabass/octobass flute
was invented in France, and is now used around the
world by flautists and flute makers alike.”

Here are a few performances from real musicians compared to MIDI performances created using VWinds Flutes
(and used for our demos).
We left them very dry intentionally so that you can hear every detail.

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

AUNANGSANOMNNIRNY — O-Instrument Bundle

C Flute Alto Flute Bass Flute Piccolo

VWinds Flute - VWinds Alto Flute
VWinds Bass Flute - VWinds Piccolo
VWinds Contrabass Flute
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The H.A.T. - Airflow
Control
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Air flow is controlled by the middle dial on the front interface.

When set to 0, there will be no sound coming out, just as there w ound if

you didn't blow any air into an instrument.

You can of course control this value with different CCs. We set it to t
by default because it's available on almost every digital keyboard, b
anything else you like, for example CC2, which is the default for mos

All you need to do is click on the small dot next to the CC numbe
dial/wheel/fader/etc on your controller.

As mentioned above, vibrato can be controlled
the air controller up and down, it will star
enable/disable this, go into the PRE
value.

ported from notation software such as

In some rare cases, and

Sibelius or Dorico, yo 0 at the botto CC list, ded the
possibility to contra ncoming velocity - simply select ™" VEL""

this..

Lastly, if yo pitch bend as the input CC, you can do so by choosing "P.

BEND" fron




Authentic Vibrato

We carefully measured the different
parameters that change when a player
uses vibrato, and we combined everything
into a hyper-realistic and extremely
adjustable vibrato, specifically tailored for
each instrument.

There are multiple ways to control the
vibrato: automatic, automatic depending
on time, and completely manually. Vibrato
can also be replicated to an extent by
using just the air flow, in order to replicate
the diaphragm movement of a live
musician.

Vibrato is controlled with the left dial on the main panel.

Directly below the dial, there is a small menu with 3 options:

1- Auto: this enables automatic vibrato and the dial will control how much vibrato is

added to the sound.
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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 and lets you control its duration and intensity.

3- Manual: This is for advanced use and offers continuous control over vibrato. In this
mode, the neutral position (with no pitch change) is the middle value of the knob and a
value of 0.5 (and CC at value 64). Values below 0.5 will result in a lower pitch and values
above 0.5 will result in a higher pitch. This is very useful for creating vibrato that doesn't
have a fixed speed.

As mentioned above, there is a fourth way to create vibrato only with the air flow control.
The "allow vibrato with air flow" setting has to be switched on in the preferences, and
you can control vibrato by performing a fast up and down variation in whatever you're
using to control the air flow.

In the preferences, you have access to a number of ways to control
4 modes mentioned above).

1- There is a small dial that controls the overall amount of vibrato
some very high values that will sound very unnatural to some, b
for those using dedicated wind controllers that might have a n

2- You can change the amount of volume mc
pitch, it's also timbre and volume chang
want.

3- You can of course chan dulation as well.

Some controller pitch bend as the vibrato source, so we added the P.
Bend option 2 CC i case you want to use it for vibrato and not
bends.




Thresh: 20

Max length: 300 ms

Legato Transitions

We spent considerable time and effort
carefully extracting every minor detail of
recorded transitions in order to give a
variety of customizable legato transitions,
and to help make the Flutes as
indistinguishable from a live performance
as possible.

A new feature for Flutes is the option to
choose 'Smart' transitions - these are a
mixture of perfectly smooth transitions
and transitions with a slight re-attack,
depending on the difficulty of the interval
being played.

The controllable transitions range from
lightning-fast changes to slow bends, with
and without extra attack. We made sure to
cover all of this, and you'll see that this
can all be edited in the interface. The
legato behavior can even be randomized
to help give a more human-like
performance.
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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 woodwind instrument 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 it can be controlled in real time.

Real Transitions: Transitions using and drawing from real recorded transitions

Modeled Transitions: Transitions which have been modeled, to allow for smoother
changes, at the slight expense of realism

Smart Transitions: A mixture of perfectly smooth and slightly detached (but still legato)
transitions depending on the interval, to compensate for the variation in difficulty in joining
certain intervals at speed.

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.

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.

3- Velocity to attack time : This controls the response time at which the previous
parameters apply.

4- Velocity to attack sharpness :

Although glides are very rarely heard on the flute, we wanted to include the option
anyway, particularly for users that give less priority to replicating life-like performances:

1- Mode: velocity. In this mode, any velocity below the threshold value will trigger a
glide and its duration will depend on how low the velocity is. For example if the velocity is
at 20, it will be a fast glide (comparable to a legato time), but a velocity of 1 will trigger a
slow glide at the duration of the max length value you set.

2- Mode: CC. In this mode, you can control the glide duration with a MIDI CC, again it will
go from the Max length value when the CC is at value 1 to standard short legatos when
the CC is set to value 120 and above.

3- Mode: Manual. In this mode, the glide value is fixed and the glide speed can go from
50ms to 500ms. We added a randomize time value to give it a natural feel, but bear in
mind that when increasing the randomize value, the engine can technically receive a
value below 50ms in which case it will play a slow legato.

4- In addition to these, you can glide using the pitch bend, and the max pitch bend value
will determine the bend range. The quality of that bend will depend on the "use advanced
pitch bend value". Keep in mind that that using this option will take up more CPU, even
when you're not actually playing pitch bends.
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Multi-Microphone
Recording
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VIRTUAL

Virtual Space

The Virtual Space is a collection of
impulse responses recorded at specific
positions in a room/hall, as shown by the
chairs in the image.

When recording an orchestra, a pair of
microphones is usually placed 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 on a big stage.

When using this with multiple tracks, you
can create the feeling of being in front of a
real woodwind section.
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Virtual Space tab

This Virtual space in the VWinds is different from the one in VHorns Brass section and
Saxophones, and is based on a traditional orchestral seating plan, with around 80
different spots in two naturally reverberant rooms.

Using only panning to place elements in the stereo field does not as there
is so much information left out, so we recreated a whole room pla
based on impulse responses, where you can set the position of the

actual room.

As setting up an ensemble recording can be done in many different
musician placement and microphone pair selection, we included a
possible.

You have access to 80 positions divided into 7 rows, and
microphone configuration you would like to
as controlling the stereo width for a narro
less reverberation time.

Advanced E




There are an endless number of ways to
play a woodwind instrument, and we had
to make a careful choice on the default
settings based on our interaction with
world-class players, but many of the
options can be customized to your taste.

Furthermore, most settings can be
randomized for more unpredictable

VIRTUAL SPACE . results, which can be used to create even
more realistic performances under the
right circumstances.

We already detailed many features 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 exciting and unpredictable 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.

Firstly, at the top, you will see a tuning button that will open 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. On a trombone for example, the maximum possible glide is
from position 7 to position 1, so 6 semitones. We allow for more than 6, but to play
something natural, it's better to lower that value as in reality most players will glide a
maximum of 3 or 4 semitones and “cheat" the rest. Above that value, our engine will
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"cheat" as well and skip some notes while still ending up on the target note.

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 variaton time will decide how quick that ramp is.

4- There are two pitch bend modes, a simple one that will bend up and down by pitching
the note currently being played, and an advanced, more realistic one, that will transition to
another note in real time. You can select one or the other using the use advanced pitch
bend menu. Just remember that the advanced mode will use more CPU than the regular
one.

5- The Max pitch bend value controls the amplitude of the pitch bend. It ranges from 1 to
3 semitones.

6- The VWinds are MPE enabled, so you can simply turn the feature on and off here and
enjoy playing it on any MPE-enabled hardware. When enabled, the advanced pitch bend
and max pitch bend will be disabled.

7- Pitch with air variation controls how much the pitch corresponds to the airflow (CC1)

9- You can click on the edit tuning button to get access to a microtuning panel which
allows you to control the pitch of each note independently.

General section:

1- The flutter value controls how much flutter effect is added to the sound. A MIDI
controller can be assigned to control this in real time.

2- The natural variation air and pitch values control that very quick and almost
undetectable variation that even the best woodwind players can't avoid when they play.
Since the air flow should never be always perfectly constant, the timbre and pitch vary all
the time and you can control how much of each you want. By default, it is set to 100%
which is representative of a very good player with the least variation possible and you can
go above that to make the playing more natural.

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

4- The xtra air noise lets you control the amount of additional air/breath added to the
sound.

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.

6- You can click on the volume control panel which allows you to control the volume of
each note independently.
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7- You can click on the Formant control button to display the formant control panel. We'll
explain more about this below, but this gives you the ability to control the overall timbre of
the instrument by changing the amount of each harmonic in the sound.

MIDI section

1- Pitch: You can pitch the whole instrument up or down up to +-12semitones. This
affects the tone of the instruments and can be useful to cover other instruments that have
a different range.

2- TRANSPOSE: This is just a MIDI transposing tool, so for example, a value of 2
semitones will play a D instead of a C. If you use the pitch and transpose at the same
time, but opposite values, you will hear the correct note and will only change the timbre
and range.

3- The Ensemble will be detailed in the ensemble section below.

4- The type of controller you use can induce a few internal changes. The EWI for
example requires some tweaks to play legatos as it does not overlap MIDI notes by
default. You can select the type of controller you use from the list here.

5- Next to the controller selection, there is a small dial that controls the reactivity of the
controller. On some keyboards, for example, the mod wheel can be non-continuous and
have small gaps that lead to unnatural-sounding variations. To fix this, just increase the
value on the dial. If you use a breath or wind controller though, make sure this value is set
to 0 - otherwise it will be hard to get very sharp attacks. Selecting the right controller will
take care of this value change for you.

6- You can change the position 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 with legatos and new
notes, but sometimes players press some keys in between or before phrases. 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, either as part of a continuous sound
(this is known as "static tonguing"), or as separate notes, which can be very effective in
playing multi-tongued notes.

- F1 will produce a bend half a semitone downwards.

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

- A1 will play a ‘breath’ sound. Real players usually take a deep breath before a long

phrase, or when there is enough of a gap between phrases. The volume of the breath
sound responds to velocity and modulation.

The Legato transitions section is covered above.
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Formant control /
Microtuning / Volume
adjustment
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The Formant control panel can be opened from the preference al section.

Once you enable it, the formant control allows you to adjust the vol
16 harmonics to completely reshape the sound. As an example, you
odd harmonics and lower even harmonics on the flute to get closer ta
recorder.

Activating this panel uses a bit more CPU, not a lot, but if you are
sure to keep this panel disabled.

You can also now control the pitch of every note
simply click on edit tuning in the preferen

Depending on the instrument/m
quieter than others, so we
the volume control b

All of these ad aved with presets.




Keyboard, Breath
Controller, Wind
Controller and MPE
support

VWinds can be played using a keyboard
by selecting the notes on the keyboard
and controlling the air flow with a MIDI
controller, such as a 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 order to do this the
appropriate controller must be connected
and selected from the controller menu in
the MIDI section.

Ensemble

If multiple instruments are loaded at the
same time, their notes will be performed
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e Put the natural variation value somewhere between 105-115% (air and pitch) and
randomize them.

e Consider using the round robin feature if you are using the same instrument twice

e To add some variation to the velocities, select the dice next to the velocity to
attack for sustain, legatos and time.

e Set a value for the flutter transition and randomize it as well.

e The most important part will be the pitch aspects, so increase the note pitch
imprecision, as well as the pitch variation and pitch variation time, and randomize
them.

Once all this is set, it should have plenty of variation, but a good solution to make it even
more convincing is to go a step further and just have two different MIDI files with
humanized note positions as well as slightly different air flow controls. The best solution
would even be to just play the performance twice as it wil introc of the necessary
variation.




Features

UVI Workstation v3.1.14 is required for the library to function properly, and VWinds Flutes will not work on Windows
XP, or OSX 10.6, it will not work on a receptor either.

1.6Gb compressed in lossless flac format (360 for both Piccolos, 400Mb for both Flutes, 350Mb for both Alto
Flutes, 335Mb for both Bass Flutes, 180Mb for the Contrabass Flute).

24129



Terms & Conditions. EULA

(End User License Agreement)

In short

This is a plain-language summary. The full terms below are what applies.
You can

e Use our instruments and sounds in your own music, film, games, podcasts, apps and
commercial or not, with no royalties to pay.

¢ Install a product on up to three computers that you own and use yourself.

e Sell or give a license you paid full price for to someone else: contact us and
and upgrade licenses cannot be transferred.

e Share presets, MIDI files and settings that reference o

You cannot
¢ Redistribute the samples, or the sound duce, as sam
effects, or as part of another instrum .
e Use our products or their output chine-le g or generative-audio systems.
e Run our products on a server, ¢ ine DAW or any service where other people play or render with
them. If you want to do this, v ontact us for a separate agreement.
e Share your serial numbers opy protection.

Refunds: our products are dow u have started the download you no f withdrawal,

which you confirm at checkout. es not work as described, contac

Part A - End User Lice en

1. Who this is between

This agreement is between y

("Acousticsamples”, "we", "u
and on your invoice.

see") and Acousticsamples S
the Products. The company

By downloading, installing or us ou accept this agreement. If you

Product.

2. Definitions




e Product: any virtual instrument, sample library, expansion, sound set, plug-in, application or update that we
publish, whether paid or free, including products that run inside third-party players such as UVI Workstation or
Falcon.

e Content: everything a Product contains: audio samples, impulse responses, modelled and synthesised sounds,
scripts, presets, mappings, data files, graphics, documentation and the software engine.

e Qutput: any audio produced by playing, rendering or exporting a Product.

e Composition: a piece of music or audio work you create in which Output is combined with your own creative
input and is not the sole or dominant element.

3. What we grant you
Subject to this agreement, we grant you a non-exclusive, perpetual license to:

1. install and use the Product on up to three (3) computers that you own or exclusively control, for use by you
personally (one natural person per license; a company may buy a license for one named user);

2. use the Product to create Compositions;

3. reproduce, distribute, broadcast, stream, synchronise, perform and sell your Compositions, in any medium,
worldwide, with no further payment to us.

This is a license, not a sale. We keep ownership of the Products and the Content. All rights not expressly granted are
reserved.

4. Restrictions
Unless you have a separate written agreement with us, you may not:

a. Redistribute the sounds. Distribute, sell, lend, rent, upload or otherwise make available any Content or Output as
standalone sounds, in whole or in part, in any form. This includes sample packs, loop packs, sound-effect libraries, "one-
shots", "stems" sold as sounds, and uploads to sample marketplaces or sound-sharing platforms.

b. Build another instrument from it. Use Content or Qutput, whether raw, processed, re-sampled or re-synthesised, to
create or contribute to a sample library, soundfont, SFZ, ROM, hardware sound set, preset pack that embeds audio, or
any other virtual, physically-modelled or neural instrument, whether for sale or for free. This applies to the samples and
equally to the sounds the Product's engine and scripts produce.

c. Train machine-learning systems on it. Use Content or Output to train, fine-tune, evaluate, benchmark or prompt
any machine-learning, artificial-intelligence or generative-audio model or system, or to build datasets for those
purposes. A finished Composition that you release is not affected by this clause; rendering the Product, or parts of it,
into audio for the purpose of feeding a model is.

d. Embed the sounds as playable elements. Include Content or Output in a product where it can be triggered or
accessed as individual sounds, for example note-by-note in a game audio engine, in a music app or keyboard app, in a
ringtone or notification-sound pack, or in a musical toy or hardware instrument. Music you compose with the Product for
a game, app or film is a Composition and is allowed.

e. Operate it for others. Install or run the Product on a server, virtual machine, cloud instance, remote desktop, render
farm, browser-based or online DAW, or any hosted service, or otherwise make the Product's functionality available over
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a network to anyone other than yourself. This includes score-to-audio and MIDI-to-audio services, "instrument on
demand" or streaming-instrument services, APIs, collaborative online sessions where other users play the instrument,
and educational or studio setups where several people use one license.

We are not against these uses. They simply need a different license, priced for that use. If you run or are building such a
service, or need multi-seat, classroom or institutional licensing, contact us and we will set up a separate agreement.

f. Sublicense. Grant anyone, including any platform, marketplace or service you upload to, rights in the Content or
Output beyond those this agreement grants you.

g. Tamper with it. Copy, decrypt, extract, decompile, disassemble or reverse-engineer any Product, its content
packages or its copy protection; share, publish or resell serial numbers or activation data; or use a Product that has
been modified or unlocked by anyone other than us.

h. Misrepresent it. Use the Acousticsamples name, product names or logos to endorse or promote your work without
our written permission. Crediting us is welcome but not required.

Sharing presets, settings files, MIDI files or scripts that only reference a Product and contain no Content is allowed.

5. Activation, seats and data

Products are activated against your Acousticsamples account or serial number. Each license may be active on three (3)
computers at the same time. You can deactivate a computer to free a seat. Excessive activation, deactivation or sharing
patterns may result in the license being suspended until you contact us.

To activate and periodically validate a license, the Product sends us a machine identifier derived from your hardware,
the product and version, the license or serial, and a small diagnostic report if the Product detects tampering. This data is
used only for licensing, anti-piracy and support, and is handled as described in our Privacy Policy. The Product does not

send your audio or project data.

Products that run inside UVI Workstation or Falcon are also subject to UVI's own terms and authorization system. iOS
products are also subject to Apple's terms. AAX versions are also subject to PACE/iLok terms.

6. Transfer and resale
You may transfer a license to another person, once per license, provided that:
e you contact us first with the new owner's details and we confirm the transfer;
e you delete all copies and stop using the Product;
e the new owner accepts this agreement.
We will then re-register the license to the new owner. A transfer fee may apply; we will tell you the amount when you
contact us. Licenses for free products, educational-priced products, and products obtained through upgrade, crossgrade

or bundle-completion offers cannot be transferred.

7. Updates and compatibility
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We may release updates at our discretion. We do not guarantee that a Product will work with future versions of any
operating system, host application or third-party player, or with hardware and software not listed as supported at the
time of purchase. Some updates may change or remove features.

8. Term and termination

This license lasts as long as you comply with it. It ends automatically if you breach it. On termination you must stop
using the Product and delete all copies. Your Compositions created before termination remain yours.

9. Warranty and liability

Products are provided "as is". To the extent permitted by law, we disclaim all implied warranties, including fitness for a
particular purpose. Our total liability for any claim relating to a Product is limited to the amount you paid for it. Nothing in
this agreement limits liability that cannot be limited by law, or your statutory rights as a consumer, including the right to a
conforming product under EU law where it applies.

Part B - Store Terms

10. Orders and delivery

Products are delivered as downloads and, where applicable, as serial numbers or account entitlements, normally
immediately after payment is confirmed. Bank-transfer orders are delivered once the funds arrive. Prices are shown in
the currency selected on the site; VAT or sales tax is applied according to your country. The seller for your order
(Acousticsamples SASU or Acousticsamples LLC) is shown at checkout and on your invoice.

11. Withdrawal and refunds

Because Products are digital content delivered immediately, you lose your right of withdrawal (cooling-off period) once
delivery has started. At checkout you expressly request immediate delivery and acknowledge that you thereby lose the
right of withdrawal; your order confirmation email repeats this acknowledgement.

We therefore do not refund orders for change of mind, for buying the wrong product, or for incompatibility with hardware
or software that was not listed as supported. If a Product is defective or does not match its description, contact us within
30 days and we will fix it, replace it or refund it, as the law requires. Please try.the demo or check the system
requirements before purchase; we are happy to answer questions beforehand.

12. Accounts

You are responsible for keeping your account credentials confidential and for everything done through your account.
One account per person; accounts and their licenses may not be shared.

13. User contributions
Demos, comments and other material you submit to the site may be published by us, edited for length, or removed. By

submitting, you confirm you own the rights to the material and grant us a non-exclusive right to display it on our site and
social channels.
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14. Promotions and pricing

Promotional, educational, bundle, upgrade and crossgrade prices are subject to the conditions stated with the offer and
may be withdrawn at any time. Prices may change without notice; the price at the time of order applies.

Part C - General

15. Changes to these terms

We may update these terms. The version in force is the one published on this page with its date. Changes apply to
purchases made after publication; for existing licenses, changes apply only where they-do not reduce the rights you
already have.

16. Governing law
These terms are governed by French law. If you are a consumer, you keep the protection of t
laws of the country where you live. If we cannot resolve a dispute together, the competent co
jurisdiction, without prejudice to a consumer's right to bring a claim in their local courts.

17. Miscellaneous

If any clause is found unenforceable, the rest remains in forc
entire agreement between you and us regarding the Prc

18. Contact

Questions about these terms, licensing fo
https://www.acousticsamples.net/contac

ONS Or M eat use, and license transfers:
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