
 



 
1 

 

Congratulations for acquiring the Blue Orb Trilogy. A series of three inspiring Kontakt instruments, 
the so called ‘Blue Orb Series’. 

Introduction 

The Blue Orb Trilogy contains the three Kontakt 5 instruments from the 'Blue Orb Series’, the Blue 
Orb Trilogy Bass Synthesizer, the Triode Lead Synthesizer and the Neutron Pad Synthesizer. These 
synthesizers have a dual oscillator architecture with multiple envelopes, LFO's and effects. The 
sounds of these instruments are highly inspirational and are therefore very suitable to translate your 
musical ideas into complete tracks. 

Each synthesizer has 60 different waveforms to choose from, 30 per oscillator. Each OSC has 3 
envelope generators.(Amplifier, Filter and Pitch) and 3 different filters, (LP, HP and BP). There are 2 
LFO’s, a Pitch LFO and a Filter LFO with a choice  between 4 different waveforms (Sine, Saw, Square 
& Random), or the LFO can be switched off. Both LFO’s can be used at the same time.  

The sounds can be modulated via Velocity, Aftertouch, Key Follow and the Modulation wheel. And 
to top this all off, you have a choice between 8 different FX (Digital Reverb, Digital Delay, Chorus, 
Flanger, Phaser, Compressor, 2-Band EQ, Skreamer distortion) and an Arpeggiator. with an 
integrated arp pattern generator. 

These synthesizers already come with a big selection of sounds for you to play with. A total of 808 
patches of which 588 are instruments (nki) and 220 are multis (nkm). The big amount of controls 
encourages you to make your own. The possibillities are endless. Be ready to enter the world of the 
Blue Orb Trilogy. You won't regret it. 

Key features: 

 For Kontakt 5.3 and up (Full version) 

 24bit 44.100 Khz wav samples 

 808 patches: 588 instruments (nki) and 220 multis (nkm) 

 3.16 Gb in size unpacked 

 24 samples per instrument, 2 layers, 12 per layer, (2 per octave), for a total of +/- 6 octave 
range (76 notes) 

 Velocity and Aftertouch responsive 

 8 Effects: Digital Reverb, Digital Delay, Chorus, Flanger, Phaser, Compressor, 2-Band EQ and 
Skreamer distortion. 

 Time and Speed parameters sync to Host tempo (LFO, Delay, Chorus, Flanger and Phaser) 

 Controls page 

 Arpeggiator & Effects page 

 The Blue Orb fluctuates and changes in color when keys are pressed 
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Screenshots 
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Controls Page 

Oscillator Amp 

This section contains the Amplifier parameters of the 2 oscillators. At the top left corner of every 
oscillator section, there’s a switch that lets you switch the oscillator on or off (Mute). At the top right 

corner of the oscillator section, you will find 2 switches ‘A’ & ‘P’, A stands for ‘Amplifier’ and P for 
‘Pitch’ (more about this later). To be able to edit the parameters of the amplifier, be sure that the ‘A’ 
switch is turned on (lights up). 

Amp Envelope 

An Amplifier uses an Envelope to control the overall loudness (or amplitude) of the sound over 
time. Envelopes are activated by pressing the keys on a keyboard. 

 ATK (Attack): Sets the attack time of the volume envelope. Sets the time taken to reach peak 
amplitude after a note is played. 

 DEC (Decay): Sets  the decay time of the volume envelope. Sets the time taken for the 

amplitude to ramp down to the sustain level. 

 STN (Sustain): Sets  the  sustain  time of the  volume  envelope,  as  a percentage of peak 

amplitude. 

 RLS (Release): Sets  the release time of the volume envelope.  Sets the time taken for signal 

amplitude to ramp back down to zero. 
 

Amp Modulators 
 

 VEL (Velocity Sense): Sets the volume of the sound depending on how hard the key is struck. 

 AFT (Aftertouch to Volume): Sets the amount of volume when pressure is applied after the 

keyboard has been struck. It raises the volume when pressure is applied after the keyboard 

has been struck. 

 MDW (Modulation Wheel to Volume): Sets the volume amount when the modulation wheel 

is dragged up or down. When dragged up, It raises the volume. 

 KFL (Key Follow): Sets the amount of volume across the keyboard. When turned up,  the 

volume is getting  higher the higher you play the keys on the keyboard. 
 

Amp Main 

 LVL (Level): Sets the volume level of the oscillator. 

 PAN: Sets the placement of the oscillator in the stereo field. 
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Oscillator Pitch 

This contains the Pitch parameters of the oscillators. To be able to edit the pitch parameters of the 

oscillators, be sure that the ‘P’ switch at the top right corner is turned on (lights up). 

 

Pitch Envelope 

A pitch envelope will affect the tuning of the sound. With a moderate amount setting and fast 

segment times, a pitch envelope can enhance the attack and/or add an organic quality to a sound. 

More extreme settings can be used to create those electro sound effects that run the gamut from 

squeaky to wild pitch sweeps. 

 ATK (Attack): Sets the attack time of the pitch envelope. Sets the time taken to reach peak 

amplitude after a note is played. 

 DEC (Decay): Sets the decay time of the pitch envelope. Sets the time taken for the amplitude 
to ramp down to the sustain level. 

 STN (Sustain): Sets  the sustain time of the pitch  envelope,  as a percentage of peak amplitude. 

 RLS (Release): Sets the release time of the pitch envelope. Sets the time taken for signal 
amplitude to ramp back down to zero. 

 

Pitch Modulators 

 BND (Bender): Sets the amount of note interval when the pitchbend wheel is dragged up or 

down. 

 AFT (Aftertouch to LFO): Sets the amount of vibrato when pressure  is applied after the 

keyboard has been struck. 

 MDW (Modulation Wheel to LFO): Sets  the  amount  of  vibrato  when  the  modulation  wheel  

is  dragged  up. 

 ATP (Aftertouch to Pitch): Sets the amount of pitch rise when pressure  is applied after the 

keyboard has been struck. 
 

Pitch Main 

 TRP (Transpose): This transposes the oscillator to a maximum of one octave up or down in 

semitone intervals. 

 TUN (Tune): Sub-semitone tuning control to a maximum of -50 or +50 cent resolution. 
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Waveform Display 

This display shows the oscillator waveform that was selected from 

the waveform menu. There are 30 different waveforms per 

oscillator to choose from (See below). 

TIP: Click in the middle of the waveform display to open the 

waveform menu. 

The available oscillator waveforms for the synthesizers are: 
 

NEUTRON Oscillator 1 

01. AIRIAL 

02. ALPHA CENTAURI 

03. ANALOGICA 

04. ANGELIC VOX 

05. BELL CHIMES 

06. BIG PAD 

07. BREATHING VOICES 

08. CHIMERIAL 

09. CHORAL STRINGS 

10. CUPID DREAMING 

11. DEMON VOICES 

12. ELECTRIC PAD 

13. FAT POLY 

14. GANDALF 

15. GUITAR DREAMS 

16. HARPY PIANO 

17. HORIZON 

18. MEDITATION 

19. MORPHING MONKS 

20. OCTASTRINGS 

21. PASSING UFO 

22. QUARTET CHOIR 

23. SIRENE 

24. SPHERICAL 

25. STAB STRINGS 

26. THE VOID 

27. TRAVELLER 

28. TROUBLESOME 

29. VATICAN 

30. WHISTLING PAD
 

NEUTRON Oscillator 2 

01. ALIENS 

02. ANALOG STAB 

03. ANGELIC CHOIR 

04. ASTEROIDS 

05. BELLISH VOICE 

06. BREATHING PAD 

07. CHOIR & BIRDS 

08. CRYSTALLIC EP 

09. DOMINION 

10. FAIRYTALE FLUTE 

11. FLOWING PAD 

12. FLUTOLOGY 

13. FOREST CREEK 

14. GREAT BARRIER 

15. HEAVENLY CHOIR 

16. HYPNOHARP 

17. HYPNOTIC 

18. MOLECULAR PAD 

19. NOISY BELLS 

20. ORCHESTRA PAD 

21. POLYRESO 

22. RINGING PAD 

23. SPACE FLUTE 

24. SPIRITUAL PAD 

25. TRANSFORMERS 

26. TRIANGULAR BELLS 

27. TUVO VOICE 

28. VOX PAD 

29. WORKSHOP 

30. WORSHIP

TRIODE Oscillator 1 

01. 02 LEAD 1 

02. 7TH LEAD 

03. ANALOG LEAD 1 

04. ANALOG LEAD 2 

05. ANALOG LEAD 3 

06. ANALOG LEAD 4 

07. BRASSY LEAD 

08. DETUNED LEAD 1 

09. DRILLING LEAD 

10. FAT LEAD 

11. FIFTH LEAD 

12. FLUTED LEAD 

13. GIANT LEAD 

14. MESSIAH LEAD 

15. PEARCING LEAD 

16. PERC LEAD 

17. RECORDER LEAD 

18. SAW LEAD 1 

19. SAW LEAD 2 

20. SAW LEAD 3 

21. SCREAMING LEAD 

22. SHOUTING PPG 

23. SINGING LEAD 

24. SQUARE LEAD 1 

25. STABBING LEAD 

26. SYNC LEAD 1 

27. TANGERINE LEAD 

28. TRANCE LEAD 1 

29. VOICE LEAD 1 

30. WHISTLING LEAD 
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TRIODE Oscillator 2

01. 02 LEAD 2 
02. ANALOG LEAD 5 
03. ANALOG LEAD 6 
04. ANALOG LEAD 7 
05. 3ANALOG LEAD 8 
06. AXEL LEAD 
07. BREATHING LEAD 
08. DETUNED LEAD 2 
09. DX STAB 
10. FM MALLET 

11. FMISH LEAD 
12. GUITAR LEAD 
13. MS LEAD 
14. ORGANIC LEAD 
15. POLY6 LEAD 
16. RUDESS LEAD 
17. SAW LEAD 4 
18. SAW LEAD 5 
19. SAW LEAD 6 
20. SAW LEAD 7 

21. 5SHARP LEAD 
22. SINE LEAD 
23. SQUARE LEAD 2 
24. STRINGY LEAD 
25. SYNC LEAD 2 
26. SYNC LEAD 3 
27. TRANCE LEAD 2 
28. VOICE LEAD 2 
29. VOICE LEAD 3 
30. WINDY LEAD

 

SAFFRON Oscillator 1 
 

01. BAD ASS BASS 
02. BASS CLARINET 1 
03. BELL BASS 
04. CARVING KNIFE 1 
05. CLICK BASS 
06. DIGITAL SLAPPER 
07. FAST BASS 
08. FAT BASS 1 
09. FAT BASTARD 
10. FLOOR BASS 

11. FM BASS 1 
12. FM BASS 2 
13. FUZZ BASS 
14. GRITTY BASS 1 
15. JUICED BASS 
16. KISSING BASS 
17. LOW TRIANGLE 1 
18. METAL BASS 
19. MOOG BASS 1 
20. MOOG BASS 2 

21. NOISY BASS 
22. OCTAVE SAW 1 
23. OCTO WAVE 
24. ORGANIC 
25. PICKING BASS 
26. SCREAMING JUNO 
27. SQ BASS 
28. STABBING BASS 
29. SUB BASS 
30. SYNC BASS 1

 

SAFFRON Oscillator 2 
 

01. BASS CLARINET 2 
02. BASS MATTERS 
03. CARVING KNIFE 2 
04. CLASSY SAW 
05. DEEP SINE BASS 
06. DOUBLE WAVE 
07. DUBSTEP BASS 
08. E-PIANO 
09. FAT BASS 2 
10. FAT SAW 

11. FM BASS 3 
12. FM BASS 4 
13. GRITTY BASS 2 
14. HOT BASS 
15. JUNO SQUARE 
16. LOW TRIANGLE 2 
17. MINI MOOGY 
18. MOOG BASS 3 
19. NOISY ONE 
20. OCTAVE SAW 2 

21. OCTAVE TRIANGLE 
22. PPG ANALOG 
23. PPG SYNC BASS 
24. Q-BASS 
25. SHARP BASS 
26. SINE OCTAVE 
27. SQUARE BASS 
28. STEPDUBBER 
29. SUBBED BASS 
30. SYNC BASS

 

Oscillator Filter 

The filter, as its name implies, removes unwanted frequencies and also allows you to boost certain 

frequencies. Which frequencies are removed and which are left depends on the type of filter used. 

Most analogue synths only have one filter per voice (except modular designs, of course) and a good 

many of those are limited to the low-pass type.  

The synthesizers have a switchable filter type, but even then it will be the low-pass filter which gets 

most use. The filter section of most synthesizers can be modulated by envelopes, LFOs, the 

keyboard, or other controls such as the modulation wheel. The Blue Orb Trilogy synthesizers have 

this possibility. 
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Filter Envelope 

 ATK (Attack):  Sets  the  attack  time  of  the  filter  envelope.  Sets  the  time taken to reach 

peak amplitude after a note is played. 

 DEC (Decay): Sets the  decay time of the filter envelope.  Sets the time taken for the amplitude 

to ramp down to the sustain level. 

 STN (Sustain): Sets the sustain time of the filter envelope, as a percentage of peak amplitude. 

 REL (Release): Sets the release time of the filter envelope.  Sets the time taken for signal 

amplitude to ramp back down to zero. 

Filter Modulators 

 VEL (Velocity to Filter): Sets the cutoff frequency of the sound depending on how hard the key 

is struck.  The effect of this parameter is only noticeable when the TVF Cutoff fader is set at a 

very low value. 

 AFT (Aftertouch to Filter): Sets  the  amount  of  cutoff  frequency  when  pressure  is  applied  

after  the keyboard has been struck. 

 MDW (Modulation Wheel to Filter): Sets  the  amount  of  cutoff  frequency  when  the  

modulation  wheel  is dragged up or down. 

Filter Main 

 CTF (Cutoff): Sets  the  cutoff  frequency  of  the  dynamic  low  pass  filter.  This  filter  is 

modulated by the filter envelope. 

 RES (Resonance): Sets the resonance amount  of  the  dynamic  low  pass  filter.  This  filter  is 

modulated by the filter envelope. 

 SNS (Filter Envelope Sensitivity): Sets the filter envelope amount. 

 

Filter Display 
 
This display shows the type of 

filter that was selected in the 

Filter Type Menu.  

TIP: Click in the middle of the 

waveform display to open the 

Filter Type menu. 
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The available filters are: 

 LOW PASS FILTER:  This is a filter that passes low frequency signals and attenuates signals with 

frequencies higher than the cutoff frequency. 

 HI PASS FILTER: Is a Filter that passes high-frequency signals but attenuates signals with 

frequencies lower than the cutoff frequency. 

 BAND PASS FILTER:  This is a filter that passes frequencies within a certain range and rejects 

frequencies outside that range. 

Mono 

Mono  is  a  function  that  when  switched  on,  only  one  note  can  be  played  at  one  time  

(monophonic).  When  switched  off,  the instrument can play multiple notes at one time 

(polyphonic). 

MODE 

TIP: Point the mouse pointer to the MODE/NOTE display and drag up or down to change the setting. 

1. OFF: Turns the Mono Mode off. 

2. ON: Turns the Mono Mode on. This will always trigger a new sample. 

3. LEG (Legato): Does not trigger new samples. 

4. OFFST (Offset): Will trigger a new sample with a sample start offset,            

determined by the length  of the previous held note . Offset only works 

in sampler mode! 

NOTE 

Note Priority: Defines which note is played when releasing a key, while a different note is held. The 

availabe settings are: LAST, NEXT, LOW and HIGH. 

Portamento 

Portamento  is  a  musical  term that describes pitch sliding from one   note  to another. It is also 

named as  glissando  as well as the glide function on synthesizers. 

TIP: Point the mouse pointer to the MODE display and drag up or down to change the setting. 

MODE 

1. OFF: Turns Portamento off 

2. ON: Turns Portamento on 

3. AUTO: Only legato played notes will be played Portamento. 

 

REL 

Relative switch: When switched on, the glide time will  increase  with  the  interval. The REL switch 

is only accessible when the MODE setting is set to ON or AUTO and will be reset to OFF when the 

MODE setting is set to OFF. 
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Time 

Sets the glide time between notes when  portamento is on. When REL is switched on, the glide time 

will increase with the note interval, otherwise the glide time will stay constant regardless of the 

interval.  The TIME  knob is only accessible when the MODE  setting is set to ON or AUTO. The TIME 

knob will be reset to 0 when the MODE setting is set to OFF. 

UNISONO 

The term unisono is used to describe two or more oscillators/voices that are slightly detuned in 

correspondence to each other, which makes the sound fatter. 

The Saffron synthesizer can use up to 8 unisono voices. 

TIP: Point the mouse pointer to the VOICES display and drag up 

or down to change the setting. 

 

VOICES 

Sets the number of voices played when pressing a key.  A maximum of 8 voices can be set. 

DET  

Detune: Sets the detuning between voices. When used in combination with the VOICES parameter 

and with a saw type waveform, this parameter can be used to make those fat supersaw sounds used 

in dance music.  

SPRD 

Spread: Sets the panorama spreading between voices. With a high setting, this makes the patch 

sound very wide. 

LFO 

A Low Frequency Oscillator (LFO) is a very common modulator available on most synthesizers. 

Basically, an LFO is an oscillator which works at a set slow rate (perhaps between 0.1Hz to 10 Hz).  

Saffron uses 2 different LFO types, a Pitch LFO and a Filter LFO. The Pitch LFO is used to make vibrato 

effects. The Filter LFO is very well suited to make those typical wobble sounds and effects that are 

used in Dubstep music. The Filter LFO Rate is hardwired to the Modulation wheel so the speed of the 

Filter LFO can be modulated by the Modulation Wheel.  

At the top right corner of the LFO section, you will find 

2 switches ‘P’ and ‘F’, ‘P’ stands for ‘Pitch’ and ‘F’ for 

‘Filter’ To be able to edit the parameters of the Pitch 

LFO, be sure that the ‘P’ switch is turned on (lights up). 

To be able to edit the parameters of the Filter LFO, be 

sure that the ‘F’ switch is turned on (lights up). 

INT 

Intensity: This  knob  controls  how  large  the  parameter  changes  caused  by  the modulation signal 

changes will be. 
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RATE 

Sets the speed (rate) of the LFO's output signal in Hz. The rate is synced by MIDI clock. 

DELAY 

If greater than 0, the LFO will not start the waveform right away when a note is received, but rather 

smoothly ramp it up over time. 

WAVE 

LFO Wave Display: You have a choice to switch off the LFO or set it to one of these four waveforms: 

SINE, SAW, RECTANGLE or RANDOM 

 

Arp & fx Page 

Digital reverb 

You can use Reverb effects  to simulate the sound of acoustic environments such as rooms, concert 

halls, caverns, or an open space. Sound waves repeatedly bounce off the surfaces, walls, ceilings, 

windows, and so on, of any space, or off objects with in a space, gradually dying out until they are 

inaudible. These bouncing sound waves result in a reflection pattern, more commonly known as a 

reverberation (or reverb).  The starting portion of a reverberation signal consists of a number of 

discrete reflections that you can clearly discern  before the diffuse reverb tail builds up. These early 

reflections are essential in human perception of spatial characteristics, such as the size and shape of 

a room. 

P-dly 

Pre-Delay: Determines the room  

size by setting the length of the 

effect. Higher values simulate 

larger rooms, lower values 

smaller rooms. 

Size 

Changes the length of the impulse sample up to 150% and down to 50% of its original length. 

H-PASS 

High-Pass:Attenuates frequencies below the chosen cutoff frequency. 

L-PASS 

Low-Pass:Attenuates frequencies above the chosen cutoff frequency. 

 
 
 



 
11 

 

TYPE 

Reverb Type Display: When powered on, you can 

set the desired reverb effect here. There are 10 

different reverb types to choose from. 

TIP: Point the mouse pointer to the middle of the 

Reverb TYPE display and drag up or down to change 

the setting. 

 

The available Reverb types are: 

01. ROOM 1 

02. ROOM 2 

03. HALL 1 

04. HALL 2 

05. HALL 3 

06. HALL 4 

07. SPACE 

08. SPLASH 

09. WARM HALL 

10. CHAMBER 

 

LEVEL 

Sets the effect mix going to the main output. Turning the knob completely counterclockwise, turns 

the effect off. 

 

DIGITAL DELAY 

Delay effects store the input signal, and hold it for a short time, before sending it to the effect input 

or output. The held, and delayed, signal is repeated after a given time period, creating a repeating 

echo effect. Each subsequent repeat is a little q uieter than the previous one.  

The delay time can often be 

synchronized to the project 

tempo by matching the grid 

resolution of the project, usually 

in notevalues or milliseconds. 

 

TIME 

Determines the interval in milliseconds between hearing the straight signal and the first delay of the 

delayed signal. 

DAMP 

Reduces  the  high  frequencies  in  the  delayed  signal.  With feedback  applied,  each  successive  

echo  has  progressively  lower  high frequency response. 

PAN 

Setting a value higher than zero results in a panning effect where each consecutive echo alternates 

between the left and right channel. The higher the value, the greater the stereo spread. 
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FEEDB 

Feedback: Sends a portion of the output back into the input of the delay line, which creates repeating 

echoes. A value of 0 produces one echo, higher values give multiple echoes. 

LEVEL 

Sets the effect mix going to the main output. Turning the knob completely counterclockwise, turns 

the effect off. 
 

MODULATION FX 

The modulation effects section contains 3 effects: Chorus, Flanger and Phaser. At the top right corner 

of the modulation fx section, you will find 3 switches ‘CH’,  ‘FL’ and ‘PH’, ‘CH’ stands for ‘CHORUS’ 

‘FL’ for ‘FLANGER’ and ‘PH’ for ‘PHASER’. Select the switch of the effect you want to edit. The 3 

modulation effects can be used at the same.  

CHORUS 

The Chorus effect delays the original signal. The  delay time is modulated with an LFO. The delayed, 

modulated signal is mixed with the  original,  dry  signal.  You  can  use  the  Chorus  effect  to  enrich  

the  incoming  signal  and  create  the  impression  that  multiple instruments or voices are being 

played in unison. 

The  slight  delay  time  variations  generated  by  the  LFO  simulate  the  subtle  pitch  and  timing  

differences  heard  when  several musicians or vocalists perform together. Using chorus also adds 

fullness or richness to the signal, 

and it can add movement to 

lowor sustained sounds. 

To be able to edit the Chorus 
parameters, be sure that the ‘CH’ 
switch is turned on (lights up). 

 

DEPTH 

Sets the amount of LFO modulation applied to a signal. Higher amounts result in a stranger chorusing 
effect. 

SPEED 

Sets the speed of the LFO modulating the signal. 

PHASE 

Sets the phase difference between the two LFO's that drive the left and right stereo channel. 

LEVEL 

Sets the effect mix going to the main output. Turning the knob completely counterclockwise, turns 
the effect off. 
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FLANGER 

The Flanger effect works in much the same way as the Chorus effect, but it uses a significantly shorter 

delay time. In additi on, the effect signal can be fed back into the input of the delay line. Flanging is 

typically used to create changes 

that are described as adding a 

spacey or underwater quality to 

input signals. 

To be able to edit the Flanger 
parameters, be sure that the ‘FL’ 
switch is turned on (lights up). 

DEPTH 

Determines the amount of LFO modulation. Higher values make the flanger effect stranger. 

SPEED 

Sets the speed of the LFO modulating the signal. 

PHASE 

Adjusts the phase difference between the two LFO's that drive the left and right stereo channels. 

COLOR 

Adjusts the range of the flanging effect. Lower values sweep the  effect  towards  the  higher  end  of  
the  flanging  range,  while  larger values sweep the effect toward the lower end. 

FEEDB 

Feedback: Routes the processed signal back to the module's input. Higher values create a sharper, 
more intense effect. 

LEVEL 

Sets the effect mix going to the main output. Turning the knob completely counterclockwise, turns 

the effect off. 

PHASER 

The Phaser effect combines the original signal with a copy that  is slightly  out  of  phase with the  

original. This means that the amplitudes of the two signals reach their highest and lowest points at 

slightly different times. The 

timing differences betwe en the 

two signals are modulated by 

two independent LFOs.  

To be able to edit the Phaser 

parameters, be sure that the ‘PH’ 

switch is turned on (lights up). 

In addition, the Phaser  includes a filter circuit and a built-in envelope follower that tracks volume 

changes in the input signal, generating a dynamic control signal. This control signal alters the sweep 
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range. Sonically, phasing is used to create whooshing, sweeping sounds that wander through the 

frequency spectrum. It is a commonly used guitar effect, but it is suitable for a range of signals. 

DEPTH 

Determines  the  amount  of  LFO  modulation.  Higher  values make the phaser effect stranger. 

SPEED 

Sets the speed of the LFO modulating the signal. 

PHASE 

Adjusts  the  phase  difference  between  the  two  LFO's  that drive the left and right stereo channels. 

FEEDB 

Feedback: Routes  the processed signal back to the module's input. Higher values create a sharper, 

more intense effect. 

LEVEL 

Sets the effect mix going to the main output. Turning the knob completely counterclockwise, turns 

the effect off. 

COMPRESSOR 

Compression reduces the dynamic range of your recording by bringing down the level of the loudest 

parts, meaning the loud and quiet parts are now closer together in volume and the natural volume 

variations are less obvious.The 

compressor boosts the overall 

level of a compressed signal. So 

the end result is that the quieter 

parts sound like they've been 

boosted in volume to be closer to 

the louder parts. 

The dynamic volume changes of a recording are now under more control, and a knock-on effect is 

that the overall level of the compressed recording can be increased inside your mix. The recording 

will also sit inside your whole mix much more easily. 

THRSH 

Threshold: Sets a level above which the compressor starts reducing peaks. Only signals above the 

threshold are affected by the compression ratio, signals below are unaffected. 

RATIO 

Determines the mount of compression. 1:1 means no compression at all, while 2:1 means that a 2dB 

increase at the input will raise the output by only 1 dB. 

ATTCK 

Attack: Sets how low it takes for compression to kick in after an input signal exceeds the threshold 

level. 
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DCAY 

Decay: Determines how long it takes for the compression action to stop after the input signal falls 

below the threshold level. 

LEVEL 

Sets the module’s output level. Turning the knob completely counterclockwise, turns the effect off. 

2-BAND EQUALIZER 

Kontakt’s fully parametric peak equalizers allow for a wide range of tonal alterations and corrections. 

Using up to three EQ bands per  module,  you  can  boost  or  cut  any  frequency  range  throughout  

the  entire  spectrum  by  up  to  

18  dB,  with  an  adjustable 

Bandwidth parameter allowing 

you to choose between gentle 

corrections or very steep 

“surgical” edits. Saffron uses a 2-

Band Equalizer. 

FRQ1 and FRQ2 

Frequency: Sets the frequency at which boosting or cutting will appear. 

BW1 and BW2 

Bandwidth: Sets the width of the frequency band in octaves to be boosted or cut. 

LVL1 and LVL2 

LEVEL (Gain): Controls the amount of boost at positive values, or the amount of cut at negative 

values. Turning the ‘LVL2’ knob completely counterclockwise, turns the effect off. 

SKREAMER 

This effect offers an alternate overdrive algorithm that sounds warmer and smoother than the 

Distortion effect. 

TONE 

Controls  the  brightness  of  the  

sound.  Turning  this  knob  

clockwise  will  result  in  a  more 

pronounced top-end, which 

works great on bright, screaming 

leads and biting rhythms. Turning it counter-clockwise results in a mellower, darker sound. 

DRIVE 

Sets the amount of distortion. 
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BASS 

Sets the low frequency gain. 

BRGHT 

Bright: Sets the high frequency gain. 

CLN 

Clean (Wet): Sets the ratio between clean and distorted tone. At the maximum setting, only the wet 

signal will be heard 

LEVEL 

Sets the module’s output level. Turning the knob completely counterclockwise, turns the effect off. 
 

ARPEGGIATOR 

An arpeggiator is often a built in device in synthesizers, it will listen to the keys you play (chords). 

when you play a chord it will play (depending on the settings ‘up’ ,’down’ , ‘up/down’) each of the 

played note beginning with the lowest one, after that it will play the next. 

GLOBAL 

ARP 

Switching this switch on enables the arpeggiator. When 

switched off, this resets the FVEL, MTHR, and the HOLD 

switches to off. In the off position, none of the arpeggiator 

parameters are available. 

HOLD 

When switched on, played keys keep on playing until switched off. Only one HOLD switch can be 

selected at one time.Two hold modes are available.  

1. Hold Mode 1 (left switch): Latches all played keys. 

2. Hold Mode 2  (right switch): Latches all played keys. Subsequently played keys will be added 

or taken away from the note buffer. 

MTHR 

MIDI THRU Switch: When switched on, played notes will be merged with the arpeggiated notes. 
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PITCH 

OCTV 

Octave: Sets the octave displacement, i.e. the 

distribution of the  arpeggio pattern in various octaves. 

The arpeggio pattern cycles from the played octave to 

the octave set upwards. 

STRK 

Strike: Sets the number of strikes of each note of the note buffer. When STRK is set to any other 

value other than 1, each note of the note buffer will be repeated by the amount specified with STRK. 

NOTE ORDER 

Note Order Display: This display shows the Note Order 

setting that was selected in the NOTE ORDER 

Menu.The dropdown menu is only  accessible when 

the arpeggiator  is switched on.  This menu defines the 

pattern for the order in which notes are arpeggiated. 

TIP: Click in the middle of the waveform display to open 

the Note Order menu. 

 

The available Note Order patterns are: 

01. AS PLAYED 

02. UP 

03. DOWN 

04. UP & DOWN 

05. DOWN & UP 

06. ZIGZAG UP 

07. ZIGZAG DWN 

08. ZIGZAG U/D 

09. ZIGZAG D/U 

10. MOVE IN 

11. MOVE OUT 

12. MOVE IN/OUT 

13. MOVE OUT/IN 

14. RANDOM 

15. RANDOM URN 

16. ALL (CHORD)

 

TIMING 

LNGTH 

Length: Sets the duration of the  arpeggiated MIDI notes in 

percent. This will only change the length of the MIDI notes, not 

the volume envelope. 

 

SWNG 

Swing: Offsets every other step by the specified amount in percent in order to create a swing feel. 

Positive values delay every other step, negative values push every other step forward. 
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RATE 

RATE Display: This display shows the RATE setting that was selected in the RATE Menu. This 

dropdown menu is only accessible when the arpeggiator  is switched on. The RATE menu sets the 

rate of the arpeggiator.  

The available RATE settings are: 

01. 1/2 NOTE 

02. 1/4 NOTE 

03. 1/8 NOTE 

04. 1/16 NOTE 

05. 1/32 NOTE 

06. 1/64 NOTE 

07. 1/128 NOTE 

08. 3/4 NOTE 

09. 4/4 NOTE 

10. 3/8 NOTE 

11. 3/16 NOTE 

12. 3/32 NOTE 

13. 3/64 NOTE 

14. 1/2 NOTE TRIPLET 

15. 1/4 NOTE TRIPLET 

16. 1/8 NOTE TRIPLET 

17. 1/16 NOTE TRIPLET

 

RHYTHM 

FVEL 

Fixed Velocity: When switched on, played velocities are ignored and taken 

from the columns in the RHYTHM GRID. When switched off, played velocities 

will  be scaled by the columns of the RHYTHM GRID. 
 

STPS 

Steps: This sets the number of steps of the rhythmic pattern. Default value is 16. The maximum 

amount of steps is 32. 

RHYTHM GRID 

This sets the rhythmic pattern of the arpeggiated notes. The columns set the velocity of each note. 

If a column is set to 0, the step will not be played. The actual velocity depends on the FVEL switch, 

the length of the pattern can be set with STPS. 

To change the Rhythm Grid Bars, therefore editing the Arpeggio, hover the mouse pointer over the 

Rhythm Grid onto the desired step, hold down the left mouse button and drag the bar up or down 

to change the height (Level) of the step. Or drag the mouse pointer to the left or right to edit multiple 

steps at once. 

On the right hand side of the rhythm grid, you will find two switches. The right switch is used to 

generate a random arpeggiator pattern. Every time you click on that switch, a new arpeggiator 

pattern will be generated. The left switch is used to reset all the arpeggiator columns to their 

maximum values. 
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End-User License Agreement for the CL-Projects - Blue Orb Trilogy Kontakt 5 library 

This End-User License Agreement is a legal agreement between you and CL-Projects. 

1. GRANT OF LICENSE: This EULA grants you the following rights: Installation and Use. 

2. REPRODUCTION AND DISTRIBUTION: You may not reproduce, distribute, share, 

sublicense, lend and lease the  Blue Orb Trilogy library. This is a non-transferable licence 

so when you have acquired an illegal copy  of the library, you are not allowed to install 

and use it. 

3. PERSONAL/COMMERCIAL USE OF THIS SOFTWARE: The legal purchasers of the Blue Orb 

Trilogy may use this product royalty free for personal or commercial use. 

4. NO LIABILITY FOR DAMAGES: In no event shall CL-Projects be liable for any special, 

consequential, incidental or indirect damages whatsoever arising out of the use of or 

inability to use this product.   

http://www.cl-projects-sound-design.com/
mailto:cl.projects@telenet.be
https://www.facebook.com/frank.dierickx.9
https://twitter.com/CL_Projects
https://www.youtube.com/channel/UCDyBIAWkSkoso_L2qREM23g
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