Ellen Ripley Manual

Triple Effects Processor: Delay, Granular, Reverb

English Version

Overview

Ellen Ripley is a serial multi-effects processor featuring three powerful effect stages
in series: Delay, Granular Synthesis (GRATCH), and Reverb. Each stage includes
chaos modulation capabilities, creating an instrument capable of everything from
subtle ambient textures to extreme sonic destruction.

Signal Flow

Input & Delay @ GRATCH (Granular) =& Reverb — Output

Each effect stage processes the output of the previous stage, with independent
wet/dry controls for each effect.

Features

Serial Processing Chain: Three effects in series for complex sound design
+  Chaos Generator: Lorenz attractor-based modulation source
. Independent L/R Delay: True stereo delay with separate times
Granular Synthesis: Break apart and reassemble audio
. Room Reverb: Freeverb-based algorithm with extensive control
Per-Stage Chaos: Each effect can be modulated independently

Controls

DELAY Section

«  TIME L: Left channel delay time (1ms - 2 seconds)
o  CV Input: +£200ms modulation range
o Chaos modulation: £100ms when enabled

+  TIME R: Right channel delay time (1ms - 2 seconds)
o GV Input: +£200ms modulation range
o  Chaos modulation: +100ms when enabled

FDBK: Feedback amount (0-95%)

o  CVInput: £10% modulation
o Chaos modulation: +£10% when enabled

«  C Button: Enable chaos modulation for delay section
o  LED indicates when chaos is active

GRATCH Section (Granular)



SIZE: Grain size (1-100ms)
o  Controls the length of each audio grain
o  Smaller = more glitchy, larger = smoother
o  CVInput: £10% modulation
+  BREAK: Grain density/glitch amount (0-100%)
o  Low values: sparse grains
o  High values: dense, glitchy textures
o GV Input: £10% modulation
«  SHIFT: Position/chaos in grain buffer (0-100%)
o  Controls playback position in buffer
o  With chaos: adds reverse playback and pitch shifts
o GV Input: £10% modulation
+  C Button: Enable chaos modulation for GRATCH
o  Adds reverse grains, pitch variations, and position scrambling
REVERB Section

ROOM: Room size simulation (0-100%)
o  Small values: tight, small spaces
o  Large values: huge halls
o  Dramatically affects delay tap positions
o CVInput: +10% modulation
+  TONE: Damping/brightness control (0-100%)
o  Low values: dark, muffled reverb
o High values: bright, metallic reverb
o  CVInput: £10% modulation
. DECAY: Reverb tail length (0-100%)
o  Controls feedback amount
o Maximum setting: 10+ second tails
o  CVInput: £10% modulation
C Button: Enable chaos modulation for reverb
o Modulates feedback and room reflections dynamically
CHAOS Section

. RATE: Chaos oscillator speed
o  Shape OFF: 0.01-1.0 Hz (slow modulation)
o  Shape ON: 1.0-10.0 Hz (fast modulation)
SHAPE Button: Toggle between smooth and stepped chaos
o OFF (unlit): Smooth, continuous modulation
o ON (lit): Stepped, sample-and-hold style
«  AMOUNT: Overall chaos intensity (0-100%)
o  Scales the chaos signal globally
+  CHAOS OUT: Direct CV output of chaos signal (+5V)
WET/DRY Controls

«  DELAY: Delay wet/dry mix (0-100%)
+  GRATCH: Granular wet/dry mix (0-100%)
REVERB: Reverb wet/dry mix (0-100%)



Input/Output

+  Left/Right Audio Inputs: Stereo input (right normalized to left)
. Left/Right Audio Outputs: Processed stereo output

«  CVInputs: Available for most parameters

+  Chaos CV Output: Use chaos signal elsewhere in your patch

Usage Tips
Creating Ambient Textures

1  Set long delay times with moderate feedback
2  Use large grain sizes with low density
3  High room size with long decay
4  Add subtle chaos (10-20%) for evolution
Glitch Processing

1 Short delay times with high feedback
2  Small grain sizes with high break values
3 Enable chaos on GRATCH section
4  Use stepped chaos shape for rhythmic glitches
Dub Echoes

1  Set different L/R delay times (e.g., 3:4 ratio)

2  Feedback around 60-70%

3 Dark reverb tone with medium decay

4  Slight chaos on delay for tape-like wobble
Shimmer Effects

1 Moderate delay with medium feedback
2  Small grain size for pitch shifting potential
3  Bright reverb with long decay

4  Enable chaos on GRATCH for pitch variations

Technical Details
Delay Implementation

Stereo delay lines with up to 2 seconds per channel
+  Cross-feedback between reverb and delay for extended decays
Chaos modulation adds analog-style pitch wobble
Granular Engine

16 simultaneous grains maximum
. Buffer size: ~170ms
«  Grain envelope: Raised cosine window
Chaos adds reverse playback and octave jumps
Reverb Algorithm



+ 8 parallel comb filters (4 per channel)
* 4 series allpass filters for diffusion

Room size modulates delay tap positions
+  Chaos creates dynamic room modeling

Creative Patches
"Infinite Space"

+  All delay times at maximum
. Feedback at 90%
. Large room, long decay
100% wet on all stages
+  Add slow chaos for evolving drones
"Broken Radio"

«  Short delays with different L/R times
+  High GRATCH break with small size
. Dark reverb tone
Stepped chaos at medium rate
"Underwater Dreams"

Medium delays with 70% feedback
. Large grain size, low density

Dark tone reverb with medium room
. Smooth chaos at slow rate
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