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Infinite Elements i Quick Start Guide

Welcome to the Infinite Element Reason Refill!

This manual will take you through the basic operation of the Combinator section of the
refill. Please see the general hints and tips section for texided help.
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SECTION 117 ALL THOR

COMBINATOR 1

COMBINATOR 1

While Thor is used throughout the Combinator instruments, the devices in this sectio
nuse only Thor machines as the primary source of sound generation.

Arp controls RPGS8 led machineghese allow various methods for controlling
arpeggiators

Filters various filter control methods
FX Special effects control fofThor-specific FX
Gating arp gate LFO controlsthese devices allow you to control Zhoré O

gate pattern in various ways amongst other things.

LFGled LFOcontrolled devicesoffer control on multiple, & / ab ddce.

Matrix Seq Sequencecontrol devices useMatrixes to control aspects of the
sequencer.

Pad env pad making devices constructing pad sounds fromThor devices

using the multiple envelope control.

Various multiple non-specific Thor control devices
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SECTION 2 - ATMOSPHERICS AND FX

By?l:f
2l COMBINATOR 17

TheseCombinators create atmospheres or specidFXsounds.

Atmospherics 1 Combinators which create backdrop sounds and FX.
Atmospherics 2 Combinators which create highly modulated FX.
FXsounds Very specific FXsounds or control methods

Laser controls 6 AOET 00 xAUO T & OOETI ¢

filtered parts.

StandaloneVocoders Plug and play vocoding.
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SECTION 3 - AUTO RYTHMIC

COMBINATOR 3

w

Bl COMBINATOR 7 3

Sound generating devices that use primarilyhrythmic structur es. These devices rely
heavily on the use of patterns and modulation to createnythmic effects.There are
many devices and many different processePlease refer to the rotary and button guide
if you need help with any controls.

All devices marked with "RUN" require the sequencer to play and trigger the patterni
order to achieve the full sound.
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SECTION 4 - DIGITAL SHADES

Byp

,'HZOuBINA'TOlW" YARK - NN-XT DAMAGE - B fi IIAIII( M“KEB

Bypass
2% COMBINATOR i5

(oass WAKER

Bypass
< @l COMBINATOR 14

A huge variety of electronic instruments divided into four categories.

LEAD MAKER

00 0C

LOW Various methods of synth bass control.
DARK Evil, sharper, dark types of sound
LIGHT Sounds more suitable for mellow or peaceful music.

LEAD Sounds suitable to be used in the mid range.
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SECTION 5 - DRUMBOX COMPONENTS

BT oY ol LT A [
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COMBINATOR 15

Bypass
. COMBINATOR 14

There are many hythmic starting blocks to choose fromLets go through a few of them
to giveyou an idea of what to expect.

BOOMBOXES Use sounds triggered fromBubtractors or Thors.

BARCODE Uses two Matrixes, one to control a sub bass hit and one to control
the top glitch.

PATTERN Controls how you change the patterns in various ways using
distortion and delay techniques.
CAMO BOXES Maps NNXTs or Thor instruments to the input of a Redrum
channel. You program each instruments as a drum hit while
OAOAET ET ¢ AT 106011 1T OAO OEA ET OOO0O0I /
CLKX BOXES Control various ways of making h-end / click rhythms.
GRIME BOXES Feature several drum/instrument patterns which are manually

mixable and then apply distortion effectsn various ways.

MAELDRUM/ THOR DRUMSrogram Redrum patterns with several Mal or Thor
Sources at once.

BUILD MAKERS Enable you to automatically trigger a drum build.
MAIN EQ A simple Redrum with each channel mapped to a specific EQ.
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FLOOR BOXES

HATS LINES
KICK AND CLAP
LUNABOXES

Primarily 4/4 rhythms. There is a kick-drum pattern and a top
loop pattern on each. You can alter the sidehaining of the top
loop based upon the kick and alter the decay, reverb and EQ
amount of the top loop.

Simple control over hihat patterns.
Starting blocks which give you morphable kick and clap drums.

Similar to floor boxes. However theseise NNXTs to create the top
loop. They rely on the Lunatix kits in the Redrum section, which
contain a disparate array of sound sources in each patch.

SCORPION DRUM MACHINH®se devices use more exotic forms of control to create

KIT SWITCHERS

MATIRX DRUMS

PATTERN CHOP
RANDRUM

REAM DRUMS

XLUNATIX BOXES

the rhythms. More suitable to breakbeat and changing rhythmic
structures and are mapped into the following:

Enable you to switch which audio pattern within the machine is
audible at an one timeThese are controlled either by a manual
button or automated modulationwhich can be adjusted length
and pan drums- enable you to manually or automatically change
the length or pan rate of selected sounds.

assign channels to the Redrum to be triggered by Matrixes in
various ways.

modulates which Redum pattern should play at any one time

uses Malstrom modulation curves and rates to trigger which
pattern will be played at any one time.

use various methods of controlling the distortion rates inside the
Combinators.

these create random beat sequences based upon mixing together
the Lunatix kits from the Redrum sectionThese are experimental
devices, the best way to use these is just twiddle unifou have
something you like and refine from there.
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SECTION 6 - KEYBOARD SPLIT

Split keyboards are usually assigned as two hads z bottom and top. Some are split four
times with each split on a different octaveAs with the other sections, there are also
additional mapped velocity response layers in som€ombinators.

Main subfolders in Keyboard Split:

SPLIT BASSES octaves are split and play different bass sounds. By loading new
bass sounds into each range you can create bass lines with more
than one bass sound with one Combinator.

SPLIT CONTROL various methods for control rrultiple instruments in different
ranges.

VARIOUS a variety of machines which work well in a performance mode.



