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Thank you for supporting me and making me a better musician,
producer, and sound engineer, with each day that passes. Your
help means a lot to me and I am glad we are venturing together
into the beautiful art that is music production.

Sincerely,
- Alberto Rizzo Schettino

Get the latest plug-ins, exclusive content, tutorials, and master classes, on:
www.patreon.com/arizzoschettino
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Copyright Notice:
The continued support from people like you is what makes future products
happen, on top of the music education material that I am constantly releasing. If
it was not for your support, this would not exist.
This plug-in is the product of many hours of work, from more than one person. It
was driven by passion and as a way to gather support for my online music
education projects, which rely exclusively on donations.
If you obtained this library from anywhere other than Fuseroom Studio, you
have an illegal copy. Please notify us of any potential abuse, in writing, to:
info@fuseroom.com

Disclaimer:
Nobody is to be held responsible for any form of damage or harm, direct or
indirect, of any kind, caused by the use of this skin and its files. You are not
authorized to modify, extract, or utilize the contents of these files in any way
other than for the use of the plug-in itself. Your copy of this plug-in is personal
and individually licensed to you. You are not allowed to share it with anyone, in
any way.
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Requirements:
This library requires Nebula 4 by Acustica Audio. It will not work with Nebula 4
Player and it is not guaranteed to work with previous versions of the software.
More info on Nebula is available at: www.acustica-audio.com

Updates and Compatibility:
Future updates of the Nebula software might affect the functionality of this
library. We will maintain compatibility across all future updates to the best of our
possibilities.

Installation:
The ZIP file contains a folder structure similar to the one of your Nebula
Repository.
The contents of "Programs", "Vectors", "Properties", "Setups" and "Skins" (along
with any other folder, if present) in the ZIP file, should go into the respective
folders of your Nebula Repository.
You can open the library from the Nebula finder, or use its Setups. To do so,
navigate to your "Setups" pane inside a Nebula instance and search for
"Fuseroom..." with the names of the library. Everything is set and is only waiting
for you to choose the plug-in format you want to generate (VST2, VST3, AU, or
AAX). You can do so by using the "rebuild" function presented by right-clicking
on the setups you want to rebuild.

Sample rates:
For added convenience, we try to always provide you with different sample rates
of 96, 88.2, 48, and 44.1 kHz, for you to load the one that is native to the
session you are working on.
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Mindscape features three modules: Depth, Detail, and Bass. It works on single
tracks, busses, and finished mixes and was especially aimed at soundscapes and
soundtracks that require a cinematic, epic, and out-of-your-speakers feeling to
match the demanding requirements of a modern video game, TV series, and
movie scoring. It works great for sound effects, foley art, and atmospheric,
ambiance compositions, as well.

This library was born from a project by Alberto Rizzo Schettino. Amid several
tracks he was asked to compose as underscoring for a TV series, he found
himself trapped between the fast workflow and turnaround requirements and the
physical analog and digital hardware he was utilizing to get the sound he
wanted. Learning from this experience, Alberto turned his favorite three
signature-sound combinations of settings and gear into a plug-in.
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Bass
From earth-shattering to unsettling, from massive to warm. There might be
nothing 'correct' about the way this module introduces bass into your tracks but
'correct' is a term Mindscape does not care much about. It is all about sound.
This module is capable of lifting tracks in a cinematic, massive sense and can be
the answer to instruments requiring attitude, from electronic grooves to low
strings sections.

Depth
Creating a deep, fascinating soundstage is always one of the most demanding
tasks for anyone working with virtual instruments, virtual orchestras, and
scoring tasks of any genre. Oftentimes, even the simplest sound library can
sound majestic, given the proper soundscape settings. This is where the Depth
module helps design an immersive sound that rivals, even in stereo, the most
3D, multi-channel systems. It's a faithful capture of some 'secret tools' used in
cinematic entourages to achieve the most captivating depth of field.
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Detail
When dynamic range is needed, every trick is allowed if it means the possibility
of capturing the listener's attention. You set a pace, let the audience sink in it,
and then surprise it with a calibrated burst of energy: be it special effects, foley
art, or a special orchestral articulation. The Detail module acts as a simple but
reliable exciter towards areas of the frequency spectrum in which the world of
cinematic music is always attentive.

Fuseroom Mindscape

Controls:
IN LED: Engages/Bypasses the plug-in. Note that IN/OUT trims might be
unaffected. Using your DAW's bypass button might be a better way to
completely exclude the plug-in from the signal path and possibly free system
resources.
Meters: Input levels are split between L and R signals and display peak values.
The output columns represent the peak level of the injected, processed signal,
and the average L+R sum of the output signal. This makes it easier for the user
to get a visual representation of the ratio between original and processed
signals, on the total output.
IN/OUT: The trims control the input and output gains.
SOURCE: Adjusts the amount of original signal passed through. When turned
fully clockwise, the dry signal is at 0 dB with the original (1:1).
Detail/Depth/Bass: Adjusts the amount of processed signal injection for the
relative module.

Tip: By utilizing the clean input and output trims it is possible to broaden the
possibilities of balance between the original and affected signal. Try setting the
source to noon, raise the output trim to maximum, and then bring in the
processed signal. You can try the same by using the input knob or by
subsequently re-balancing the ratio between IN and OUT.
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