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C O N G R AT U L AT I O N S
Thank you for purchasing Albion Solstice. A celebration of un-notated traditions, passed down through generations, and captured
through the magic of sampling, Albion Solstice explores the visionary artistry from modern, folk and heritage instruments. Passionately
curated, this library transcends genres to give you everything you need to create modern cinematic scores. The breadth of instrumentation and alternative techniques that forms the nucleus of this composing toolkit is staggering. Inspired by our rich and varied musical
heritage, Solstice is a wellspring of opportunities featuring strings, brass, and woodwind accompanied by unique instruments from
nyckelharpa, Celtic fiddles, Hurdy Gurdy, and modern synthesizers, percussion performances, and much more. This is not a library to
create folk music with, but simply everything you need to create cinematic scores for today, inspired by the past.

Quick Specs

TABLE O F CO N T E N TS

• Number of samples: 74,286
• Download Size - 73.13GBs
• 73.13GBs Disk space required
• NKS Ready
• Compatible with Native Instruments hardware
• Free Kontakt Player Included
• Kontakt 5.6.8 or Higher
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WELCOME
ALBION SOLSTICE

THE DRONE GRID

Recorded at the legendary Castlesound Studios in Edinburgh,
Scotland, Albion Solstice is an ultra-intimate and dynamic selection of uniquely workshopped ensembles, featuring highly specialised players and sound smiths from a cross-section of classical, folk, Celtic, Gaelic, and other traditions, mixed with modern
instrumentation such as analog synthesisers, Eurorack modular,
electric guitar textures, tuned percussion, and distinctive audio
processing. This folk noir library is a deep wellspring of endless
inspiration, stemming from the organic sounds of modern and
heritage instruments from across the United Kingdom, treated,
blended, and unleashed to create extraordinary soundworlds fit
for modern scoring.

Featuring long, evolving textures sourced from The Solstice Orchestra and presented in our popular Evo grid, The Drone Grid offers an almost infinite amount of inspiration and creativity. Curated
by Christian Henson, these are deeply characterful performances
that allow for deeper exploration via the expression and dynamic
sliders.

Formed to be a vast and powerful scoring toolkit with everything
you could need to create incredible cinematic tracks in one box.
The sounds are grouped into three distinct sections — The Solstice Orchestra, the organic core featuring 10 expertly curated ensembles and 1 solo instrument, The Cassette Orchestra with 750
tape-warped, affected organic sounds available for you to expand
upon using the intuitive eDNA GUI, and The Drone Grid, an almost
infinite pool of stunning and unique textural evolutions to offer
composers never-ending inspiration.

A layered, textural world, showcasing the movement and dynamics
baked into the performances from these top-tier musicians, drawing from sources in The Blaggards (Band), The Elders (Strings),
The Hosts (Choir), The Callers (Brass & Woodwinds), and others.
The sounds within each section are presented as presets, or use
the randomiser to create unique combinations from all sections.
The Evos allow you to layer together sounds from each section of
The Solstice Orchestra, including strings, accordion, nyckelharpa,
and hurdy-gurdy, with each note on the keyboard representing a
different drone Evo or a selected sound can be spread across the
entire keyboard for focused inspiration. Pads and melodic lines
are made possible via the full key range.

By design, the Albion series offers you everything you need to
create film scores, helping you instantly jump-start ideas with
sounds that support the writing process, allowing you to move
beyond the blank page. With Albion Solstice, the approach to recontextualise folk and traditional instruments allows you to transcend genre, creating modern scores where anything is possible.
Helmed by Spitfire Audio’s co-founder Christian Henson, who
expertly curated and workshopped each section over two years,
Solstice is our boldest Albion yet.
THE SOLSTICE ORCHESTRA
Featuring 10 curated ensembles and a soloist, 235 articulations,
78 of which are found in the two string sections, including legatos, The Solstice Orchestra is a collection of folk and contemporary instrument ensembles presented in an achingly honest and
truthful light. The beating heart of Albion Solstice, these organic sounds are hand-selected and curated by Christian Henson,
working closely with a carefully selected group of players from
the traditional music scenes in Scotland and the rest of the United Kingdom. Offering new, intimate, and sometimes provoking
sounds imbued with raw emotion, evoking past, present, and future at once.
THE CASSETTE ORCHESTRA
A cornucopia of creative sound, The Cassette Orchestra is an expansive set of 150 presets made from 750 sound sources from
The Solstice Orchestra. Imperfect by design, the sounds are processed, mangled, and degraded by Christian Henson personally
via numerous specially curated paths, including vintage cassette
machines, analog tape delays, an epic Eurorack modular rig, and
his enviable collection of guitar fx pedals. Go through the looking
glass into Christian’s world, exploring the impossible and creating
the unimaginable. Tweak, customise and warp pairs of sounds using Spitfire Audio’s eDNA engine, a creativity machine that allows
you to make your own distinctive sounds from the sound sources
we have produced.
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D O W N LOA D I N G & I N S TA L L I N G
Thank you for buying Albion Solstice. If you are a total newbie to this kind of thing you can get up to speed here: http://www.spitfireaudio.com/info/basics/
First though, grab the ‘Spitfire Audio App’ from this link. The app will enable you to download the library
http://www.spitfireaudio.com/info/library-manager/

T H E SPITFIRE AU D I O AP P
When you launch the app you will be prompted to login using the same details you use at
our site. Then you’ll see the page pictured below:

TABS the default tab is My Products, which shows all of the libraries on your Spitfire Account. Downloads will show currently
downloading products and Settings allows you to set default
locations and behavours as described on the next page.
FILTERS clicking these filters will quickly display products
you’ve yet to install, those already installed, and any available
updates. Clicking again will remove the filter.
SEARCH and SORT allow you to quickly navigate through your
collection and arrange your collection either by size or name.

LIBRARY All libraries and plugins in your collection will appear
with their artwork on the My Products tab. Clicking this artwork
will open the product page. This is a great place to find information such as system requirements, instructions as well as where
to find Reset and Repair options.
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INSTALL/UPDATE buttons allow you to quickly start a download
directly from the My Products tab, instead of clicking through
to the Library. Next to the button the size of the download is
shown.
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If this is your first time using the Spitfire Audio App for a download you may wish to first navigate to the Settings tab and make
sure that the Default Content location is set to the location
where you wish to download your libraries and that the VST2
install location is set to the folder where your DAW epxects to
find VST files.
Here you can also enable Auto Login to save time in future.

Once you are happy with your Settings, click the Install
button, either directly on My Products tab, or by clicking on the library image you wish to install and then
clicking the install button on the page that appears.
Clicking either of these will prompt you for a location, the default content location in your settings will
be suggested but you can select any suitable location.
Once you are happy with the location click Download.

After clicking download you will be directed to the Downloads
tab where you can watch the progress. You can leave the Downloads tab and start other downloads but at this point you should
leave the Spitfire App open until the download completes.
As this is a Kontakt player library, once it is downloaded you
will need to activate it by following the steps on the next page.
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R E G I S T E R I N G W I T H KO N TA K T P L AY E R
If you have never used one of our libraries before and you don’t own a copy of Native Instruments Kontakt, you’ll need to download
the free “Kontakt Player” here:
https://www.native-instruments.com/en/products/komplete/samplers/kontakt-6-player/

If you’d like to find out more about the differences between Kontakt and Kontakt Player, go to Appendix A.
If you’d also like to know what we recommend as an optimal set
up please go to Appendix B.
1. Install Kontakt Player (skip this step if you already have it)
2. Open the player (or Kontakt 6 full version if you have that) and
click Manage Libraries in the library browser window, then click
Launch Native Access in the window that opens:
6. Your library is authorised.
If you have never used Kontakt before we wholeheartedly recommend that you familiarise yourself with the basics of patch (or
instrument) loading, multi management, outputting and midi routing detailed in the Kontakt user-manual and native instruments
website:
3. Once you have opened Native Access, click Add Serial in the
top left of the window.
4. Enter the serial number in this format:

https://www.native-instruments.com/en/products/komplete/samplers/kontakt-6/
If you are an established Kontakt user please make sure you absolutely have the latest version of it downloaded via NATIVE ACCESS apps.
For more information about NKS and integration with Native Instruments hardware controllers and keyboards please checkout
their online instructions:
https://www.native-instruments.com/en/products/komplete/samplers/kontakt-6/

...It can be found in your ‘ready to download’ email and at the
following link:
https://www.spitfireaudio.com/my-account/serial-numbers
5. You will then be prompted to navigate to the not installed products in Native Access. From here, add library for Albion Solstice.
Browse for your downloaded Albion Solstice folder and select this
to complete the authorisation.
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FOLDER STRUCTURE
When you open the main folder of Albion Solstice, you will find 3
folders: The Cassette Orchestra, The Drone Grid and The Solstice
Orchestra. You can double click the folder name to open that folder. Double click the up arrow to go back up a level in the folder
structure.

THE SOLSTICE ORCHESTRA
This section contains the subfolders for each of the individual
instrument sections, including a Main Techniques patch for each
instrument as well as any additional ensemble sizes, evolution or
motor (i.e. rhythmic) patches. There is also an Individual articulations subfolder that contains each articulation from each instrument as a means of conserving RAM and CPU.

THE CASSETTE ORCHESTRA
The first folder is The Cassette Orchestra, which features 4 instruments that make use of our eDNA interface (for more information
on this, see page 8), as well as a subfolder containing 150 presets.

THE DRONE GRID
The next folder contains our Drone Grid instrument, which makes
use of our Evo grid (see page 20 for more information on our Evo
grid). This instrument allows you to create layered sounds by combining elements from other parts of the library with ease.

OPEN IN G YO U R F I R ST I NST R UM E N T.

Simply double click an ‘nki’ file (this is Native Instruments’ file extension for a Kontakt instrument) to load, or drag the instrument (it’ll
have the little keyboard icon and the suffix .nki) from the left pane into the right pane.
If you can’t hear anything double check first that the midi channel you are transmitting on with your keyboard is the same as the one
in the Kontakt Instrument!
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THE eDNA INTERFACE
When you first open an instrument the interface might look a little daunting as there are many controls, but breaking down the interface
into sections, you will see it is quite simple and very powerful.

1.

2.

4.
3.

5.

6.

7.

8.

UN DERSTA N DI NG T HE I NT E R FAC E
EDNA instruments are made up of two sounds loaded in the Sound Bays A and B
(1) These sounds are sent through the Wobbles (2) then the Filter and Envelope (3).
The controls for how the notes are mapped, pitched and so on are also included at
this stage on the interface (4). You will notice that areas 2-4 are mirrored for both
sound bays.

1. SOUND BAYS / EDNA BROWSER
2. WOBBLES
3. FILTER AND ENVELOPE
4. SAMPLE AND NOTE CONTROLS
5. MIXER
6. GATE SEQUENCER
7. FX DASH
8. PAGE BUTTONS

The signal flow is from top to bottom. Next, the Mixer (5) crossfades between the two
bays and the sound is fed into the Gate Sequencer (6).
The FX dash (7) is at the bottom of the interface but these are quick access controls
for the FX and Motor Page and may actually be in several different parts of the signal
path (as described on page 13).
The Page Buttons (8) changes between the Main interface and the FX pages.
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1 . SO U N D BAYS / E D NA B R OW S E R
In the standard presets these display which sounds are loaded (c)
and allow you to rate (b) and mute (d) the sound as well as swapping the bays with the button in the centre (g).

3a. Tune - Adjusts the pitch of the sample in 50 cent (quarter
tone or half semitone) steps. To have a smooth dial (which moves
in 5 cent steps) hold SHIFT and then move the knob.

3b. Pan - Moves the instrument within the stereo field left and

right.

3c. Offset - is the quickest way of changing the samples you
a

b.

d.

c.

e.

g.

f.

In the Factory Sounds and Presets (Full) patches you can also
browse for and load different sounds with the browser (a) as well
as unloading the sound (e) and navigating back and forth through
the available sounds (f).

2. WO B BLES
These are low frequency oscillators (LFOs) which are linked to
volume, pitch and filter.

b.

are using and a great way of warping the sound. Use this in conjunction with the tune knob to get the desired effect. So if you
are offsetting by + 7 keys, you will hear the sample for the note 7
keys higher. If you then tune down 7 semitones you will hear the
correct note with a different sample.

3d. Trim - is a gain stage that becomes a valuable tool in con-

junction with the x-fade slider. It helps you tweak the volume balance between sound bay A & B. You’ll find this particularly useful if
the instruments seem to get quieter when the x-fade slider passes
through the middle position, adjusting the trim of one of the instruments seems to fix this.
TOP TIP: Holding down ALT while moving a bay A and B control
will duplicate the value on the mirror bay. For example, hold ALT
and change the Tune and both bays sync value.

Bend Controls - These control what happens when you use
the pitch bend wheel. Again a parameter that is independent between Bay A & B.
3e. Bend Amount - This controller sets the extreme bend
amount up to 2400 cents.

a.
Each of these has a frequency (a) and a pitch (b) which you can
change by simply clicking and dragging up or down. These can
also be assigned to your MIDI controller by right clicking (control
clicking on Windows).

3f. % Bend - This controller then sets how much in % the pitch
bends. For example, if you set the right to 2400 cents, then the
left to -100%, you get a bend of -2400 cents. If you put the left
slider to +50%, you get a bend of +1200 cents. This is so you can
specify how far you want to bend and then easily bend it.

3 . SA M PLE AND NOT E C ONT R O LS

3gi. Clone - Click this to do as it suggests, clone or double the
sample playback. This allows you to:

As with the wobbles, all knobs move by clicking and holding your
mouse over them, then moving your mouse up for clockwise and
down for anti-clockwise.

3h. Coarse Tune -This tunes the clone up and down in 100

a.

b.

c.

cent (1 semitone/halftone) steps to +/- 1200 cents (1 octave).

3i. Fine Tune - This tunes the clone further in smaller increments +/- 100 cents (1 semitone/halftone).

d.

3j. Glide On/Off - Click to activate portamento between notes.

e.
f.
g.

h.
i.

j.

k.

3k. Glide Amount - Slide this amount up to increase the time
it takes to reach the target note, exaggerating the glides between
notes.
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4.FILTER A N D E NVE LOP E
These are two filters: low pass (cuts frequencies above the LP
cutoff point) and high pass, (cuts frequencies below the cutoff
point).

4a. FREQUENCY - Move the curve up or down to adjust the
frequency cut off of the filter.
4b. RESONANCE - Pull left to right to adjust the resonance

b.

a.

of the filter.

4c. Attack - This controls the speed at which the sample’s volume reaches maximum level.
4d. Decay - This is the time the sample takes to drop to the
“Sustain” level that the instrument then plays at.
c.

d.

e.

f.

For those of you who are new to synthesis this array of controls
“shapes” your sound.

4e. Sustain - This sets the level at which the note holds after the
decay. For quick percussion type sounds, pull the sustain all the
way down and set the decay to taste.

4f. Release - This sets the time it takes the sample to decay to
0 dB after you release a note.

5. MIX ER

a.

b.

c.

d.

This is where the beautiful simplicity of Albion Solstice comes to
life. The mixer crossfades between the sample in Bay A and Bay
B, much like a DJ’s mixer.

5a. Oscillate Mixer - Switches the oscillator for the mixer on.
This will animate in the GUI.

5b. Speed - Move this up or down to affect the frequency of the
oscillator. From slow evolving soundscapes to fluttering madness!
All synced to your host DAW tempo, or the internal Kontakt tempo.

e.

g.

5f. Stop On Release - this toggle returns the fader to the

50/50 position on note release. When this option is off, the x-fader still returns to 50/50, but only after the sound in bay A and B
have stopped playing/decayed (for example, if they have a long
ADSR release).

5g. Oscillator Shape - These switches toggle between the
standard ‘equal’ shape, moving left and right, to a more jagged
shape to uni-directional.

5c. The X-FADER - This is a simple crossfader with a large
sweep so you can fine tune your instrument blends.

5d. Start/ Phase - This slider controls where the x-fader starts
and which direction it moves first.
5e. Direction Strength - These control the amount the XFad-

er travels in each direction. The default position is 100% up on
left and right. This means the sound from bay A&B will noticeably
disappear at the apex of the oscillation. Both sliders at 50% will
oscillate half way in and out of each bay. These sliders don’t need
to be symmetrical and can create all sorts of wonderful nuance.

PAGE 1 0

f.
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6. T H E GATE S E Q U E NC E R

a.

b

c.

d. e.

f.

g.

h.

i. j.

k.

With the Gate Sequencer running, you can rhythmically mute and
unmute both sounds independently.

We have also have some quick keys that help you tweak and experiment quickly and easily:

The top line is the gate for Bay A, the bottom for Bay B. The default position is everything “on”. To gate either A or B simply click
on the step you wish to gate.

• Holding shift toggles a range of cells (i.e. press the 2nd cell,
hold shift, press the 10th cell - cells 2-10 will change)

6a. Gate Sequencer - Switches the machine on or off.
6b Speed - Adjusts the speed of your gate sequence in relation
to your DAW or Kontakt tempo. Low values are faster, high values
are slower.

• Holding ALT affects both A and B cells (same as ALT and knob
twiddling)
• Holding CMD/CTRL (Mac/PC) and clicking inverts the current
sequencer track. On becomes off and vice versa.

6c Transport Position - Where you are in the sequence.
6d. Gate Cell - This one is in the “on” position.
6e. Division Slider - If you need more or fewer steps than
the default then use the division slider. Note that this will affect
the number of steps in your pattern, not your gate speed. This is
particularly useful when working in a 3/4 time signature or meter.
6f. Gate Volume - This adjusts how much the gate cuts the
sound. It’s default position is all the way off, the more you adjust
the slider the more you adjust how much the gate drops down to.
6g Gate In Smooth - Changes the shape of the front of the
gate and smooths it in.

6h. Gate Out Smooth - The amount of tail the gate has. This
is an especially cool tool to automate.
6i. Stop on release - Switches the gate engine off when you
release your sound.

6j. After Layer FX - This switches the gate stage to after the
bank FX (i.e. the gate will act on the bank FX as well).
6k. Flip - This swaps the sequence over so what you programmed for B will affect A and vice versa.
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7 FX DASH

a.

b.

A Quick Assignable Controller Stage
These controls are assigned on the FX page (explained on page
13/14) and offer quick access to the most needed controls for your
audio effects.

7a. Parameter Name - To remove this FX parameter click on
the name. A numerical value of the parameter is also displayed.
7b. Parameter Dial - You can click and drag on these knobs
like any others and assign them to a MIDI CC by control clicking.

8 PAGE BU TTONS

a.

b.

8a. The Mixer page - This is the default page. On the FX page
you will need to click this to navigate back to the main interface.
8b. FX/Motor Tab - Click this to navigate to the FX page.

PAGE 12
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T H E F X PA G E
The eDNA engine is essentially a complicated sample player. A lot of the effects typically used in traditional synthesiser modules are
created here via FX plug-ins. We have curated a potent set of plug in effects that sit in different stages of the signal path.

2.

1.
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1 . F X R AC K
There are 5 FX racks in the eDNA engine. Every one of them behaves the same, save for the motor FX rack discussed later. Here is
how the master, bay A & B, and Aux FX racks behave.
a.

e.

b.

c.

d.

g.

f.

1a. FX Stage - This toggles between the 5 different FX racks
available to you in eDNA.

(Remember to assign a controller, Right/ CTRL click on the knob
itself and wiggle your controller).

1b. Effect Icons - These depict the different effect plug-ins

TOP TIP: The quick FX are displayed in the order you loaded them
into the FX dash. If they get in a muddle, simply unload them all
(easily done on the FX panel itself) and reload them in the order
you’d like.

available in the 8 enclosures per rack. click these to display the
effect parameters on the dash below (e2).

1c. Effect Name
1d. Effect Bypass - or on/off. Shown here bypassed (or off). To
activate click on this button.

1e. The plug-in Dash - displays the plug-in parameters. Click
on the effect icon (b). To access the parameters for the effect you
want to tweak.
1f. Plug-in Parameter - you will NOT be able to assign a controller to this parameter directly. It must be loaded into the Quick
FX dash on the main mixer page as described below

1g. FAV Buttons - or “favourite’. These allow you to load your

favourite FX into your “Quick FX” dash. You also need to do this if
you want to automate any of the effects or tweak them via a controller. To remove simply click on the FAV button again.
Going back to the Dash on the main mixer page you will now see
your FAV knobs in the FX dash.
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e D N A’ S FX S I G NAL PAT H
Below is a diagram of what the signals are doing under eDNA’s hood so you can best decide at which stage you wish to add and tweak
your effects. We have pre-curated the FX racks according to their stage in the signal path.
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THE FIVE DIFFERENT FX STAGES (1.)
Master FX
Probably the easiest and most predictable FX to get your head
around. These happen at the last stage and affect everything that
is audible. So the x-fader and the gate will all have an impact on
what is affected and what you hear. This is why we’ve put mainly
mastering effects and some obvious modulators. The key thing to
understand with the Master FX is they are layered on top of the
whole “mix” of your sound, so in the case of the reverb you can
have a 100% wet signal.

Layer FX A & B
These FX affect either sound bank A or B independently of each
other and the mixer slider. You can also place the gate engine
before or after the layer FX, depending on if you wanted to gate a
reverb or keep the verb tail intact.
You will notice that the FX between the two sound banks are distinctly different. We’ve done this because that’s the beauty of having several different FX stages. So here we’re making the most
of the independent sound banks and how much you can make
them contrast each other. It also gives you more FX to pick from.
Remember you can switch out and swap the sounds between
different banks if you feel one suits a distortion type better than
another for example.

You can select specific sounds to go to the AUX and the amounts
they send. It is therefore advised that you do not send a signal to
the same effect plug-in via both the layer and master FX send as
you will be duplicating the signal. Here’s an example of how to mix
and match the way in which you apply AUX effects to your sound.
I want to have delay 1 on sound bay A, also little delay 2 on sound
bay A and more on B and a touch of reverb across the whole
thing. Go to all 3 sends in Layer A & B and master FX and switch
them on, click on the send icon and pull down all the controllers
(we default to a 0 dB send signal for your convenience).
In A Send, boost the delay 1 send to 0 dB. Then delay 2 to say
-6 dB. In Send B set delay 2 to 0 dB, then in master FX dial up
the reverb. Finally go to the AUX FX and make sure these FX are
switched on. You may want to control the returns of these FX via
the front panel so click on the “return” FAV button in delay 1 and 2
and the Reverb “Wet” FAV button. Now seeing as you care about
the balance between A & B to Delay 2, you may also want to put
the send levels to delay 2 on the front panel too. So go to A FX,
click on send and assign the delay 2 send FAV button and repeat
for FX B.

ABOUT SENDS.
You will see in A & B and the Master FX racks, one plug in enclosure is occupied by an effect called “SEND”. Clicking this on
opens up the signal for your sound to route into the AUX FX rack.
Click the send plug-in itself and adjust the different dials in the
dash to control the amount of signal that gets to the specific FX
within the SEND FX.
Remember, these FX will not sound unless switched on in the AUX
FX Panel.

PAGE 16

A L B IO N SO L STICE - USE R MANUAL

2 MOTO R FX

a.
b.
c.

A . MA IN MOTO R
B . SU B TO MA IN C ONT R OLS
C . SU B MOTO R
D. ASSIGN C O N T R OL TO MOTOR
E . MOTO R P O SIT ION I N SI GNA L
PAT H

d.

e.

The MotorFX Bay is slightly different from the other four FX Bays.
You can select where in the signal path you would like it to sound
(e) and assign certain parameters to one of the two Motors using
the buttons under each parameter (d).
These parameters can be assigned to either of the two motors at
the top of the page which are essentially complex low frequency
oscillators.
Instead of a single LFO like the Wobbles, Motors have a main LFO
(a) which is itself controlled by a second sub-LFO (c). Both the
intensity and frequency can be oscillated by different amounts using the controls between the two (b).
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a1.

a2.

a3.

a1. Intensity - this controls how much the motor is going to affect your FX parameter.

a2. Frequency - controls the speed of the LFO.
a3. Wavetable - The 5 knobs to the right (c) affect the shape

in which your motor controls the parameter. So (just like wobble
amounts) first try adjusting the depth of the sine wave (an equal
smooth shaped wave) then to remove it pull the knob to the centre. Then try adding a rectangle wave or triangle. You can then
create more chaotic shapes by dialling up more than one of these
controls. But things can get out of hand quite quickly so remember, if you’re in trouble, pull everything back to the centre.

b1. b2. c1.

c2.

b1. Sub to Main Intensity - This slider controls the intensity

of the sub motor control to the intensity control of the main motor

b2. Sub to Main Frequency - This slider controls the intensity of the sub motor control to the frequency control of the main
motor.
c1. Sub Motor Frequency - This then controls the speed in
which you’re motorising the two possible parameters within the
main motor.

Top Tip. This is the one area in eDNA that we think a slightly considered approach is called for. It is quite easy to get lost in these
motorised effects. We find some of the best effects are created
by using massive intensities and very slow frequencies. Carefully thinking about what you’re motorising and how much you’re
going to motorise it by can reap rewards that sound totally awesome, anarchic and original. But it’s only by careful experimentation that these rich rewards will avail themselves.
Go appendix C to find more out about the individual FX.

c2. Wavetable - Similar to the motors above, the wave shape
can be controlled from here.
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THE EDNA BROWSER
Once you have had a play with our specially prepared presets you may want to make some of your own. In both the Factory Sounds
and Full Presets patches, you can browse the available sounds via the browser.
1.

14.

2.

3.

13.

4. 5. 6.

12.

11.

7.

10.

9. 8.

1. Browser button - opens/closes the browser window.
2. Rating - you can give your sound a rating from 1-5 to make it
easier to locate using filters.
3. Sound name.
4. Level Meter - These are independent meters in each bay so
you can see exactly who is outputting what.
5. Mute button - toggles the sound on and off independently of
the xfader and/ or gate stage.
6. Purge Button - this empties the bay.

12. Purge Unused - Purges unused sounds from memory (anything not in an active layer). Use this to save memory when you’ve
finished building your sound. When this is turned on ‘previewing’
each sound in the browser is unavailable. It defaults to off.
13. Instrument Browser Filters - allow you to refine your search
based on ratings
14. Preserve Parameters - preserves the current bend/glide/tune/
pan/LFO settings etc. when loading a new sound. By default this
is turned on and each sound will share the LFO/tune/pan that you
set it to. If turned off then each sound remembers its unique configuration.

7. Scroll Buttons - These move the sound along to the next in the
list, or back one. A quick and easy way to browse, but also you’ll
find that sounds are grouped together in similar sets. So if you’re
happy with a sound but would like it to be maybe a little different
in character, this is often a quick way of checking out if we had
another stab at it. Maybe something similar but a bit brighter for
example.
8. Scroll Bar - holding shift slows the scroll speed, or you can use
the scroll avenues for finer detective work.
9. Scroll Arrows - these allow finer browsing still.
10. Audition Buttons - check the sound before you commit! (you
can also CMD click on the instrument name to preview).
11. Favourites Stars - displays sounds that you have tagged as
favourites and also acts as toggles to tag more.

A L B IO N SO L STICE - USE R MANUAL
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THE DRONE GRID
1.

2.

3. 4.

5. 6.

7.

8.

1. The Grid or Pegboard

The Dice

This is where all the action happens. A great way to instantly create
your own sets of evolution. The pegs behave like toggles, click on
them to select a peg and they’ll automatically disable any peg on
the same X or Y axis. On the Y axis are the pitch centres, on the X
axis are the Evos.

Clicking on this icon just to the right of the “Evo” title and selecting
“Randomise with any” creates a completely random pattern with
almost infinite possibilities. Hit this button and it’s likely no one else
on the planet is using the same map of sounds as you are.

2. Evo
Evolutions are considerably longer than the longs you get in standard string libs. This is because they evolve, change, mutate, and
return to their original state before looping. We’ve purposefully recorded each evolution at a different tempo so when you start pegging up different Evolution on your grid and playing them together
after a while the different evolution will start to undulate against
each other.

A few other options are available. Among them are: “randomise
only visible” to limit the random pegs to the Evolutions currently
shown on screen and “randomise in column” to have a more uniform vertical arrangement during randomisation.

HOT KEYS
Holding down CMD while clicking a Evolution will assign that Evolution to all note centres vertically
Holding down SHIFT while clicking an Evolution will draw a line
from the last selected Evolution (ie click D#2: evo1, then hold shift
and click A#6: Evo10; you’ll get a diagonal line from top-left to bottom-right.)
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3. Dynamics

HOT KEYS

On most of our libraries this would control the crossfade mix between differerent dynamic samples, loud and soft. (CC#1).

Holding down CMD while clicking FX will toggle all evo FX on/off.

4. Expression
A simple control that denotes any expression controller (CC#11)
data. This controller is favoured by the composing fraternity as the
‘loudness’ automation of choice, leaving volume (CC#7) as more
of a trim controller when mixing.
5. Note Centre
We have recorded 12 separate samples in perfect 4ths for each
Evo across the keyboard. The reason for this is to create an asymmetry across the octaves to again increase the inspiring surprises
you’re likely to enjoy.
6. FX, Volume, Pan
The FX peg is a simple toggle in/out that allows a nominal send to
the FX rack (9.) to the right.
The Volume trim pots allow balancing of Evos against each other.
Useful when using Evos that are simply louder by nature.
The Pan pot allows you to pan the different Evos within the stereo
field, especially useful if one part of the section is speaking louder
than the other.

Clicking an FX, then holding shift and clicking another will turn
those and all the FX between them on or off (ie. click evo 4 FX,
then hold shift and click evo 8 FX; you’ll get a line from evo FX
4-8).
Holding down ALT while changing pan/vol will affect all evos.
Holding down CMD while clicking pan/vol/FX controls will reset
them to default.
7. FX Deck
We have specially curated some easy to use and effective FX from
the Kontakt host FX engine. For more details on these controls
please consult your Kontakt user manual. If you wish to punch out
these effects and use your own in your DAW or via outboard clicking on the mic acronyms in the mixer to assign channels to a Kontakt output and you can then send the signal where you need it.
8. A.D.S.R.
Or Attack, Decay, Sustain, Release. A standard set of parameters
used in most synthesizers to control the “shape” of the sound,
turn attack up to really slow the sound’s entry, decay determines
how quickly the sound dies off to the ‘sustain’ level which is controlled by the next knob. Finally the release knob controls how
quickly the sampler ‘lets go’ of the sample when you let go of the
key.

HOT KE
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INDIVIDUAL EVOLUTIONS
SWI TC HIN G V I E W S

Along with The Drone Grid, individual Evolutions are available
from The Elders, The Callers, and The Generator Trio ensembles
as patches and load up in our standard GUI.
When you first load up an individual Evolution you’ll be greeted
with this GUI. This is one of 2 pages that you can switch between
using the panel switcher...

Click on these to switch views or pages:
1. General Overview (the view shown above)
2. Expert View
3. Ostinatum (not used in this library)
All of which are discussed in more detail over the next few pages.

All GUI controls can be assigned a unique controller number so
you can automate or adjust via an external controller. To unassign,
assign, or just to see what CC number is assigned to any control,
RIGHT or CTRL CLICK.
You can then alter the controller parameters in the “Automation
pane” if for example you want your mod wheel to go all the way
from top to bottom but the control to have restricted bandwidth
change from the default of 0-127 to 20-100. Or if you want the
controller to make the GUI control in the reverse direction change
from the default of 0-127 to 127-0.

PAGE 2 2
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T H E ‘ G E N E R A L O V E R V I E W ’ PA N E L
2

3.

1.

1. SI D E B AR
Tells you what patch you’re playing.

2. EASY M IX
Albion Solstice has four different mic options for the Evolutions:
Mx, Cl, Ou, and Rm. Adjusting the EASY MIX Close/Far fader will
automatically create new blends of these mics to add or remove
depth from the sound.
The mic options are:
MX - Mix
Cl - Close
OU - Outrigger
Rm - Room

3. EX PRE S S IV E C ON T R OL L ER S
Dynamics - Controls the crossfade mix between differing dynamic
samples, loud and soft, with the modwheel (CC#1).
EXPRESSION - Instrument trim that adjusts the volume within the
dynamics. (CC#11)
RELEASE - Adjusts the sample release volume (CC#17)
REVERB - Control the simulated amount of reverb (CC#21)

A L B IO N SO L STICE - USE R MANUAL
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THE EXPERT VIEW
2.

3.

4.

5.

1.

1. SI D E BA R

3. GE N E R AL CO N T R O LS

On the ‘General Overview’ page this simply displays the instrument being played. In the ‘Expert View’ there are some additional
functions which relate to articulations and keyswitches.

OPTIONS

2. MICR O PHO N E M I X E R
There are as many as 9 different mic options. In Albion Solstice,
some of these are exclusive to individual ensembles or patches
but can all be controlled with the mixer.
See Appendix D for more information on this.
a. b. c

PRESETS - Memory saving options that will unload certain sample
content.
PURGE UNUSED - This control keeps unloading samples you are
not using to keep your memory usage as low as possible. Toggle
off to load all samples.
TRANSPOSE - Toggle this on and tweak the number to the right to
transpose your instrument. Note this is not the same as tuning, the
instrument will actually offset the samples to the selected pitch.
CC MAPPED VEL(OCITY) - In Evolution patches the dynamics are
always controlled with the dynamics slider rather than key velocity.
For other patches, toggling this changes whether the library velocity responds to the Keyboard sensitivity or Dynamics Fader.

ROUND ROBINS
Round Robins options allow you to double up usng neighbouring
zones to create more Round Robins per note.

4. E XPR E S S I O N CO N T R O LS
Click on the ROM tabs beneath the sliders to load/ purge mics/
mixes. Click on the mic acronyms to assign to a Kontakt output...
Especially useful when creating surround signals.
a) This option provides stereo width and pan controls for each signal.
b) The music note allows you to retain Mic Mix’s when changing
articulations. (Note: Not possible with individual evolutions)
c) The Floppy disk allows you to save, load, and reset mix presets.

DYNAMICS - Controsl the crossfade mix between differing dynamic samples, loud and soft (CC#1).
RELEASE - CC#17 Dialled in all the way helps blur the transitions
when using long articulations in slow passages.
EXPRESSION - Instrument trim that adjusts the volume within the
dynamics. (CC#11)
REVERB - Amount of artificial reverb added (CC#21)
TIGHTNESS - Adjusts decay of short articulations (CC#18)
SPEED - Affects speed of Legato transitions (CC#16)

5 . ART I CU LAT I O N DI S PLAY
This demostrates what articulation is current selected.
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T H E O S T I N AT U M
Best used with short articulations, this ever evolving device can offer instant chaotic inspiration or be used to create scientifically designed rhythms, ostinati and arpeggiated sequences as well as shimmering tremolando effects.
1.

2.

3.

1 . SETTIN GS

LOAD/ SAVE - Allows you to store your previously made Ostinati.

MODE - Selects how the Ostinatum will interpret your playing. Ostinatum will sequence a maximum of 10 notes (one for each of
your fingers). It needs to arrange them into a note order “1-10” and
this determines how it does that.

3. PAT T E R N S E LE CTO R

OFF - The default position Ostinatum remains dormant.
ORDER PRESSED - This will organise the notes in the order you
pressed them.
ASCENDING - From bottom to top.
DESCENDING - From top to bottom.
CONTROL KEYSWITCHES - Allows you to set up a section of the
keyboard that controls the state of the ostinatum. These keyswitch let you turn it off, or set the Mode.
SOLO KEYSWITCHES - Allows you to dedicate a section of the
keyboard to keyswitches that solo each ostinatum track. The first
keyswitch turns all tracks on, the following keyswitches solo each
individual track.

With the Ostinatum machine, there’s a dropdown on the rhythm
computer allowing you to switch between (and create) up to 8
different patterns.
By default these layer on top of each other, but you can also configure them to be solo using either the Ostinatum track options:

Or using the ‘solo keyswitch’ option. With Solo Keyswitch, 9 new
(customisable) keyswitches are added to the keyboard:

CHORD MODE - This ignores any note order and simply plays
everything polyphonically, great for measured trem style effects.

2. R H Y TH M C OM P U T E R
NOTE MENU - Click these to place a note into the computer at the
length you desire. Click the trash can to delete, or choose a preset
from the drop down on the right. The cog allows you further fine
tuning and configuration tools.
LENGTH - This displays the note lengths in sequence that you
have selected from the Note Menu. Drag down here to create rest
versions of the note length.

The very first one unmutes all tracks so that they play together.
The next eight solo each individual track respectively. When you
press them, everything but that keyswitch’s track is muted.
The second image shows how you could programme crazy 16ths
on track 1, lazy halves on track 2, and then keyswitch between
them in your DAW.

KEY - Under each note you can then select which key (displayed
in real time in the Transport) this note is attached to. Scroll up and
down to select.
LEVEL - Adjust these bars up and down to adjust the velocity levels of each notes, this will bring your rhythm sequence to life and
provide you with all sorts of surprising syncopated accents.
A L B IO N SO L STICE - USE R MANUAL
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APPENDIX A -

KO N TA K T v s . KO N TA K T P L AY E R

Kontakt Player is a free version of the Kontakt sample playback
engine available to download:
https://www.native-instruments.com/en/products/komplete/samplers/kontakt-6/
It works with libraries that the developer has paid a license fee for.
Essentially, you’ve bought this playback engine along with your
library.
The Kontakt player gives you full access to all the sounds and all
the editable parameters on the front panel. Also, unlike non-Player libraries, these libraries will also have a banner that appears on
the Kontakt Libraries pane.
If you want to go deeper into editing you’ll need a full version. As
you will already own the free Kontakt player and have bought one
of our ‘player’ libraries you will be eligible for a discount upgrade
to Kontakt via the NI website. See here for more details:
https://www.native-instruments.com/en/products/komplete/samplers/kontakt-6/pricing-kontakt-5/crossgrade-offer/
If the library you want to use is NOT a ‘Player’ library then you
need to buy the full retail version of Kontakt.
Then you can also load ‘non-Player’ libraries like some of our other ranges, Harp, Piano, Harpsichord, etc.
Please note that non-Player library instruments will not appear
on the Kontakt libraries pane and so can’t be added as a library
as Player libraries need to be. Instead, these libraries will simply
need to be loaded via the Kontakt files browser or you can add
the library as a favourite to the Kontakt Quick Load window.

APPENDIX B -

RECOMMENDED TECH SPECS

IF YOU PLAN TO USE THIS LIBRARY WITH THE FULL VERSION
OF KONTAKT PLEASE MAKE SURE YOU HAVE THE
LATEST VERSION OF KONTAKT 6 INSTALLED.
RECOMMENDED SPEC:
The better your computer, the better the performance of any Spitfire module. But not to worry if you’re not spec’d up to the hilt.
All programs are provided with a set of parameters that enable
you to dial back the CPU demands of any given patch. But moving forward, we’re confident this module will keep your computer
busy for many years to come! We recommend a combination of
high processor speeds, a good chunk of memory and a devoted
SSD eSata, USB3, or Thunderbolt drive. The more memory you
have, the less demand placed on your drive, and having a totally
devoted drive gives you the chance to load less into memory and
reduce load times. The higher the speed of your CPU, the more
capable your computer will be to deal with some of the amazing,
but complicated scripts we’ve written.
PCs: We recommend Windows 7 or later (latest Service Pack,
32/64 Bit), Intel Core Duo or AMD Athlon 64 X2, 4 GB RAM
(8 GB minimum).
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MAC: We recommend Mac OS X 10.10 or later. Intel Core 2 Duo,
8 GB RAM
DRIVES: USB3, Thunderbolt, or eSata SSDs. Ask your dealer for
drives that are suitable for “AV use”. If you use an SSD drive instead of HDD, this will massively increase the power of your system. Instead of 7-9ms seek time, the usual seek time is <0.1ms.
These are fast enough to run a patch ‘Purged’ of all its samples,
and they can load on the fly as you play the notes. You can also
reduce your sampler’s “pre-load” buffer tenfold meaning you’ll be
able to load enormous orchestral palettes into a single machine.
HOST: The Kontakt 6 platform should work comfortably on most
commonly found platforms and DAWs. As always make sure
you’re as up-to-date as you can afford! If your main DAW is not
a newish machine, or has a limited spec, and you’re planning on
building or adding Spitfire to an already large orchestral palette,
you could consider running your library independently of your
DAW, either on your host computer (e.g. via Re-Wire) or on a slave
device (e.g. via Midi or MOL). This will assist your loading times,
and will allow your DAW to do what it does best, sort out all your
note ons and note offs!
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APPENDIX C -

eDNA EFFECTS

EQ3 - This EQ is a 3-Band, parametric EQ that allows you to boost
or cut any frequency range throughout the entire spectrum by up
to 18db, with adjustable Bandwidth parameters allowing you to
choose between ‘surgical’ EQ-ing or gentle corrections.
Jump - The ‘Jump’ effect simulates the classic tone for British guitar amplifiers. It is ideal for creating smooth, singing lead sounds.
Limiter - A form of compressors with a ratio of one to infinity, a
threshold just below the maximum level and a very short attack
time. A limiter acts as a safety net to keep short signal peaks from
overloading the system, which would result in audio clipping.
Tape Saturator - The Tape Saturator emulates the soft compression and distortion of recording to tape. It is mainly used to lightly add warmth and colouring to the sound, or to add aggressive
distortion.
Distortion - This module achieves Distortion by clipping or rounding off high sample value, therefore it simulates the behaviour of
overloaded tube circuits or transistors by adding artificial harmonics to a sound.
Lo-Fi - This module adds various digital artefacts such as aliasing
or quantising noise, to clean the signal. It is ideal for roughing up
sounds that would otherwise be too plain and featureless, or to
recreate those classic 8Bit video game sounds.
Saturation - A basic amplifier with a non-linear characteristic. This
allows you to recreate the effect of tape saturation, which causes
an increase of high-level energy in your signal.
Stereo Modeller - This allows you to control the width of your signal’s stereo base, change the panning and also allows you to create a pseudo-stereo signal from mono sources.
Delay - This Delay effect is a process that creates a carbon copy
of the sound and repeats it back after a period of time. It can optionally be synced to the tempo and provides an adjustable feedback level, a low-pass filter and a pan control for ‘ping-pong’ echo
effects. Delay times lower than 20ms are not discernible as delays, but can produce interesting comb filtering effects.

Convolution - This is a type of reverb that allows you to replicate
the acoustical behaviour of a linear system; such as a room, a
speaker, a harp or even a hardware reverb unit, for your own signals. To accomplish this, a short audio recording of a wide-band
signal played through a system is fed into the convolution processor. This recording is usually a normal audio file called an ‘Impulse
Response’ (or ‘IR). Convolution reverb is best known for achieving highly realistic reverbs. The convolution processor included
in Kontakt fully supports multichannel signal flow, allowing you to
use surround impulse responses if desired. It can be used within
the ‘Instrument Insert Effects’, and the ‘Instrument Send Effects’
chances, or as an ‘Output effect.’
Reverb - This reverb is algorithmic, it simulates the natural reverberation that occurs when a sound source is placed in an acoustic
environment, this adding a feeling of spaciousness to the sound.
Formant I & II - Formants are acoustic resonances, the term often
applies to the phonetics of the human speech. Formant Filters are
designed to mimic the frequency response of the human focal
tract and as a result, these types of filters are used to emulate the
‘talk box’ effect.
Vowel A - This module is similar to a Formant Filters as it also
simulates the resonant frequencies of the human vocal tract in
regards to forming a vowel sounds. The throat and mouth cavities
will change their shape in order to create a complex, natural filter
that emphasis certain frequencies in the sound created by our vocal chords. These characteristics allow human hearing to discern
between different vowels, and are being replicated by this filter.
Vowel B - The Vowel B module is very similar to the Vowel A module, but it has a slightly different sonic characteristic.
Ladder Peak - Based on the classic ladder circuit use in early
synthesis, these filters are the first choice for recreating synthetic
sounds. The Peak is a filter than accents frequencies at the cutoff.
Ladder Notch - The ‘Ladder Notch’ module is very similar to the
‘Ladder Peak’ module with the difference being that the Notch
cuts two narrow bands of frequencies either side of the cutoff.

Chorus - This is a method of adding “thickness” to the audio signal
by splitting it up and detuning one version in relation to the original. Separate LFOs with an adjustable phase relationship detune
each stereo channel independently to create a wide-panorama
effect.
Flanger - This module splits the audio signal and delays one version in relation to the original signal. By modulating the delay
time, as well as feeding an adjustable amount of the output signal
back into the input, the Flanger creates a characteristic ‘whoosh’
sound. The Flanger module uses a separate LFO for each stereo
channel, with the phase relationship between both LFOs being
adjustable.
Phaser - This effect continually changes the phase relationships in
the signal with an all-pass filter. As a result comb filtering occurs,
which attenuates some frequencies while boosting others. The
sound is of a similar nature to the Flanger effect, but it is more
subtle.
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APPENDIX D -

MIC & MIX ACRONYMS

MICS & MIXES
MX - Mix
Cl - Close mic
OU - Outrigger
RM - Room
DY - Dynamic (Generator Trio Only - includes Mix)
CN - Condenser (Generator Trio Only - includes Mix)
BD - Bodhran (Mauraders Kit and Loops Only - includes Mix)
PC - Percussion (Mauraders Kit and Loops Only - includes Mix)
DR - Drumkit (Mauraders Kit and Loops Only - includes Mix)
DPA - Clip on mic (The Eleders Only*)
*The Elders features a curated mix for each preset and 3 detailed microphone positions offering Close, Outriggers, and Room. Unique to
this section is the use of a high-end DPA clip-on mic, for ultra-close,
detailed sounds.

PAGE 28

A L B IO N SO L STICE - USE R MANUAL

APPENDIX E -

FAQS & TROUBLESHOOTING

Q: WHAT IS THE DIFFERENCE BETWEEN KONTAKT
AND KONTAKT PLAYER?
See appendix B

Q: HOW CAN I REDOWNLOAD A PRODUCT?
With the continuous improvements to our Spitfire App, we have
incorporated the ability to reset your own downloads, be it the
entire library or the most recent update! This can easily be done
via your Spitfire App. To reset both your entire library download
or the latest update; Open up the Spitfire App and log in with your
account email and password.
• Select the download you wish to re-download
• In the cog menu choose Reset Download > Entire
Download/Latest Update
• This will reset your whole download/your latest update
You can repeat this process for any of the libraries you own. Note
that there is a limit to how many times you can reset your downloads in a certain time frame. If you do exceed your reset limit
please get in touch.

Q: DIFFICULTIES IN DOWNLOADING / INSTALLING
Customers may find that they have some difficulties in the downloading process. If you find that you are having some trouble,
please check the list below for possible causes.
• The formatting of your drive, if it is FAT32 this will cause errors,
because there is a maximum file size with this format of 4GB and
our download files will exceed this limit. To solve this problem,
reformat your drive to a more modern format, or use a different
drive. We recommend NTFS on PC and Mac OS Extended (journaled) on Mac.
• Free space on your hard drive, please allow slightly more space
than the library size for your install.
Other issues;
• Spitfire App freezes in the “Extracting” stage for hours. This may
be because our libraries are often very large files, and this is the
stage where the compressed files are extracted and placed in
their final locations on the hard drive. There could be hundreds
of GB of content to unpack, so it really can take hours. If you’re
unsure whether it has crashed or is simply extracting files, visit
the installation folder you chose when you started the install. If
everything is working normally you’ll see various files appearing
in the folder (or one of its sub-folders).
• If your download gets stuck and is continually cycling and not
resuming, please get in touch with us, giving us as much detail as
possible about your set up. It would be helpful if you can tell us:
Your operating system, where you are downloading from (your
country, and also whether you’re at home or work), your ISP, and
whether there are any proxy servers or firewalls between your
computer and the internet.

Q: I’VE LOST MY INSTRUMENT FILES
In some cases, instrument files may get lost when transferring libraries from one place to another, or if an update has gone wrong.
If this happens, the best way forward is to re-download the library
in question. This will ensure you will get all of the content you are
missing.

Q: WHAT IS YOUR REFUNDS / RETURNS POLICY?
If you have NOT completed the download / installation process,
then we CAN refund/return your product, please contact support
with your account email address and order number so we can
handle this quickly. If you HAVE completed the installation process (even if you’ve not yet registered your serial number), please
see our EULA in regards to why we do not accept refunds and
returns. We can refund hard drive orders up until the point when
the drive is dispatched from our office. This is usually 1-2 days
after you order.

Q: I’VE FORGOTTEN MY PASSWORD?
If you have forgotten your password, please see this link, and click
‘Forgotten Password’. If at some point in the past you asked us to
merge two or more accounts but have since forgotten, you MAY
find that the forgotten password isn’t working for the email address you asked us to merge FROM. In this case, please contact
support with your name, and any email addresses you think we
might know about, and we’ll work out what has happened.

Q: WHAT IS THE NCW COMPRESSED FORMAT?
This is Native Instrument’s new lossless compressed sample
format – we have managed to reduce the sample data pool by
around 55% and this also shows a benefit in streaming for you,
along with reduced hard disk space required.

Q: I HAVE FAST INTERNET, WHY IS MY DOWNLOAD
SLOW?
We have no direct influence on your actual download speeds, our
libraries are hosted on Cloudfront servers which are normally very
quick but it may well be that at certain times of the day when traffic
is particularly busy, your ISP may throttle your connection speeds.
We would advise you to leave your download running overnight
as speeds should ramp up at less busy times. Our Spitfire App
downloader aims to use as much of the available bandwidth as
possible to give you the quickest possible speeds, and may take
several minutes to reach its peak.

Q: CAN I INSTALL ON MORE THAN ONE COMPUTER?
With our products you have two installs. This means that you are
allowed to download and install on two computers you own, say
your main rig and your mobile rig. The best way to get your library
on both of your machines is to copy it from one to another via an
external HDD. It saves you from having to re-download the whole
library again!

Q: CAN I TRY BEFORE I BUY?
No - it is not possible to demo our products. If you go to our Youtube Channel you’ll see many walkthroughs containing detailed
info about all our products -- you can hear them being played in
real time with no smoke and mirrors!
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Q: MY LIBRARIES ARE NOT SHOWING UP IN MY
SPITFIRE APP?
A handful of customers may find that when they log into their Spitfire App, some of their previous purchased products do not show
up in the ‘Installed’ section or in the ‘Not Installed’ section either.
It may be that you have purchased these under another email address. Checking other possible email addresses for your previous
purchases may help to find these missing products. If this is not
the case, and these missing products were purchased a few years
ago, please create a support ticket telling us your account email
address, and any serial numbers you may have to go with these
missing products. Our support team can also merge one or more
accounts together if you’d like to consolidate all your purchases
in one place. The more information, the quicker we can get you
back up and running!

Q: HOW DO I UPDATE MY PRODUCTS?
The main premise of downloading our products is that our Spitfire
App downloads into the folder you choose, so it is always good
to choose the folder above where you want the download to go.
The best file path for our products is something very simple, a
long file path will cause errors as there is a character limit on how
far the Spitfire App can read. We advise a file path of something
along the lines of: Samples Drive > Spitfire Audio - always point
the downloader to the folder ‘Spitfire Audio’ (the folder above the
library) for all downloads and updates. When it comes to downloading/updating - if you have a folder called ‘Spitfire Audio’ always point the Spitfire App to the folder Spitfire Audio - never go
into this folder and choose the actual library in question.

Q: I’VE BEEN WAITING AGES FOR MY DOWNLOAD
LINKS?
We run all our orders through a fraud checking process. The automatic fraud check takes 20 minutes (but can take up to an hour
during a very busy period, eg. Black Friday), but if your order gets
caught at this stage, we run a manual order check, and this can
delay the processing of your order for up to 24 hours (though this
would be a rare and exceptional case).
You should however receive an order confirmation email IMMEDIATELY upon placing your order. This confirms that your order has
successfully been logged in our system and that your payment
was successfully taken. Please check your junk folders before
contacting our support. The message will come from do_not_reply@spitfireaudio.com if you’d like to add us to your whitelist.

Q: CAN I DOWNLOAD ON A PC, THEN TRANSFER
TO A MAC OR VICE VERSA?
All of our libraries are compatible on both PC and Mac computers
(as they run inside Kontakt). You can download all of our libraries
on either PC or Mac and they will work if you need to transfer
them across to the other operating system. We advise to do this
by copying the library you want to move across to an external
HDD and then copying it to and then copying it to your other machine.
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Q: ‘SAMPLES MISSING’ ERROR MESSAGES
In some cases, samples files may get lost when transferring libraries from one place to another, or if an update has gone wrong. You
may also get this error in some cases if you installed library on a
drive with just under the minimum necessary amount of space to
install the library (remember that you need DOUBLE the size of
the final library to install successfully - see above). If this happens,
the best way forward is to re-download the library in question.
That will ensure you will get all of the content you are missing. For
more information on how to re-download a product, please see
the beginning of this appendix.

Q: HOW TO BATCH RESAVE A LIBRARY?
There are two main reasons to batch resave: First it speeds up
the loading of patches and secondly, it can help you find missing
samples and relink them to the patches so that you don’t need to
search every time you load a patch. Bear in mind that it can sometimes take a few attempts to batch resave, and if Kontakt crashes
the first time you try, you could go into the instruments folder and
batch resave a bit at a time -- go by sub folders for example, just to
lessen the load on Kontakt.

Q: I WANT TO BUY A COLLECTION, BUT I ALREADY
OWN ONE OR MORE OF THE PRODUCTS IN IT?
Our cart will intelligently deduct the proportional cost of any products you already own from the total price when you get to the
checkout.

Q: I’VE LOST MY SERIAL NUMBER FOR PRODUCT
ACTIVATION
Emails get misplaced and you might find that you are out of luck
when you need to find a past serial number. The best place to
find all of your serial numbers would be to log into your Spitfire
Account HERE. Under there you will find all of your Spitfire Audio
serial numbers. If you find that the serial number you are looking
for is not there, please contact us at www.spitfireaudio.com/support with all of the relevant information.

Q: I THINK I HAVE FOUND A BUG
In some cases we can’t squash them all and bugs shamefully
make their way through. If you think you have found a bug, please
contact us with all the relevant information;
• A description of the bug you have found
• A screencast (video) of the bug happening, or an audio example
• The exact patch name (or patches) in question and also the
library giving us as much detail as possible will help us get to the
bottom of the issue.
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THE ELDERS (STRINGS)
Distinctive strings form the core of all Albion libraries, and Albion
Solstice is no exception. This grouping includes two string sections, split into three subcategories—The Classic Octet, The Traditional Sextet, and The Elders Bass. These sections feature articulations from the classic and folk traditions as well as totally new
techniques developed for these performances. Additionally, there
is a curated mix for each preset and 3 detailed microphone positions offering Close, Outriggers, and Room. Unique to this section
is the use of a high-end DPA clip-on mic, for ultra-close, detailed
sounds.

THE ELDERS - TRADITIONAL SEXTET
The Traditional Sextet also features violins, viola, and cello (2,2,1,1)
but takes inspiration from Celtic traditions, embracing playing
styles and timbres outside of the conservatoire, with distinctive
bends in pitch and characterful tone, sans vibrato. This band invokes more freedom and culture in the sound, via pitch and performance, with a wider portamento legato, an array of rising sustains,
and an all-new type of articulation we developed called cellular
longs. This exciting new articulation is created from dynamic performances set to a fixed scale, each note being entirely different,
each its own unique voice with individual characteristics.

THE ELDERS - CLASSIC OCTET
The Classic Octet includes violins, violas, and cellos (2,2,2,2) performed in a distinctly organic fashion. This group is a new take on
classical strings, focusing on orchestral playing styles including all
the articulations you would expect—a multi-layer legato, dynamic hairpin sustains, trills, staccato, pizzicato, col legno but equally focusing on new bowing techniques such as circular bowing,
sinister sul ponticello, Evos offering cinematic evolving textures,
circular sustains (performed by moving the bow in circular motions,
allowing for slight pitch and timbral shifts over time, a breathy and
organic sound), and motors. Traditionally referred to as measured
tremolo, motors is a new technique of playing tremolos with a different feel, giving a higher sense of depth and giving you a tool to
create a sense of pace in your score.

Cellular D (Combo)
Cellular D
Cellular G (Combo)
Cellular G
Col Legno
Crescendo
Evo 1 (Unstable)
Evo 2 (Shaken)
Evo 3 (Fractured)
Flautando Cold
Flautando Warm
FX Cluster
FX Gliss Up (5th)
FX Gliss Up (Octave)
FX Gliss Up
Harmonics
Legato
Long (Combo)
Long Artisan Infinite
Long Artisan
Long
Motor (110BPM)
Motor 16ths (110BPM)
Motor Triplet (110BPM)
No Rosin
Pizzicato (Loose)
Pizzicato (Torn)
Pizzicato
Scattered Tremolo
Sforzando
Spiccato (Brushed)
Spiccato (Pointed)
Spiccato (Ricochet)
Sul Pont
Sul Tasto
Tremolo

Circular
Col Legno
Evo 1 (Disturbed)
Evo 2 (Trembling)
Evo 3 (Quiver)
Evo 4 (Unsteady)
Evo 5 (Flickering)
Evo 6 (Hesitant)
FX Bends (Major 3rd)
FX Cluster
Legato
Long (Con Sord)
Long Hairpin
Long
Malevolent
Marcato
Motor (90BPM)
Motor (110BPM)
Motor 16ths (90BPM)
Motor 16ths (110BPM)
Motor Triplet (90BPM)
Motor Triplet (110BPM)
Pizzicato
Short Gliss Down FX
Short Gliss Up FX
Sinister
Spiccato
Staccato (Brushed Con Sord)
Sul Pont
Sul Tasto
Trill (Major 2nd)
Trill (Minor 2nd)
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THE ELDERS BASS
A booming, solo double bass, captured to increase the range of
The Classic Octet and The Traditional Sextet. Gritty, deep, and
dramatic, this instrument stands alone as the only soloist in Albion Solstice, allowing you fine control of this foundational element
and designed to perform independently or mixed with either string
band.
Bartok
Col Legno
Harmonics
Legato
Long
No Rosin
Pizzicato
Staccato
Sul Pont
Sul Tasto
THE CALLERS (BRASS & WINDS)
An eclectic selection of haunting brass and woodwinds, including saxophones, trombones, euphonium, tuba, contrabass, and
clarinet. An inspired section designed to fill that of a conventional
woodwind section, The Callers feature all of the articulations you
would expect, legatos, sustains, shorts but is enriched with Celtic
playing styles, including short pitch bends at the attack of notes,
longs with slowly evolving timbres, and unique overblown sounds
with natural distortion. To help spark inspiration, a specially workshopped technique called scattered tremolos (unmeasured tremolo) gives incredible performance realism. Spread out across the
entire keyboard range, a truly full sound is immediately accessible.
Air FX
Chatter FX
Evo 1 (Sorrow)
Evo 2 (Divided)
Evo 3 (Turbulant)
Evo 3 (Turbulent)
Evo 4 (Cacophony)
Evo 5 (Meandering)
Evo 6 (Shaken)
Falls
Flutter Tongue
Gliss Up (Maj)
Gliss Up (Min)
Key Noise
Legato
Long (Combo)
Long
Marcato
Motor (90BPM)
Motor (110BPM)
Motor 16ths (70BPM)
Motor 16ths (90BPM)
Motor Triplet (90BPM)
Motor Triplet (110BPM)
Overblown
Rips
Scattered Tremolo
Short Gliss Down FX
Short Gliss Up FX (Fast)
Short Gliss Up FX (Slow)
Spoken
Staccatissimo
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Whisper FX
THE MYSTICS (PIPES)
An intimate group of flutes, mixed with Celtic flutes and whistles,
representing the top end of a conventional woodwind section. The
pairing of Celtic flutes with flutes more commonly associated with
the classical tradition allows for a sharper timbre and wider spread
of sound due to variances of pitch between the playing styles. A
collection of sounds, unheard before, offering a rich and deep
sound that has a mysterious, slightly unsettling quality. Includes
traditional articulations as well the identifiably Celtic slight pitch
bend at the attack of notes.
Flicker
FX Gliss Up
Legato
Long (Combo)
Long
Overblown Staccatissimo
Staccatissimo
Staccato
Trill (Major 2nd)
Trill (Minor 2nd)
Wavering
THE BLAGGARDS (BAND)
The soul of the Solstice orchestra, this rough-and-ready ensemble
is composed of accordion, bass harmonica, nyckelharpa, hurdygurdy, harmonium, and clàrsach (Celtic harps). This grouping
represents the clearest example of combining instruments from
similar historical moments, but of different folk music traditions, curated for modern cinematic scores. Since this is the most diverse
collection of instruments, care was taken to record these as an
ensemble as well as in duo settings, allowing for greater control of
the performances.
FX Gliss Up
Harmonics (Solo Harp)
Long (Bellows)
Long (Combo)
Long (Senza Harp)
Long (Solo Harp)
Long
Staccatissimo (Bellows)
Staccatissimo (Senza Harp)
Staccatissimo
Staccato (Senza Harp)
Staccato
Tremolo (Senza Harp)
Tremolo (Solo Harp)
Tremolo
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THE HOSTS (CHOIR)
A haunting ensemble of female singers, 6 high voices and one
low, originating from a variety of folk traditions. This collection of
female voices may appear humble in size, but the multitudes of
sounds and textures that are at your immediate disposal is truly
beguiling. A pool of performers never heard before, each singer
brings a wealth of knowledge from their traditional performance
backgrounds, mixing different techniques, approaches to vibrato,
and pitch inflection. Inherently performance-based, this organic
ensemble conjures enchanting long pads, evolving textures, and
vocalisations.
Cellular
FX Drone
FX Songbath
Long Infinite Ah
Long Infinite Eh
Long Infinite Mm
Long Infinite Oh
Long Natural Ah
Long Natural Eh
Long Natural Mm
Long Natural Oh
Motor (90BPM)
Motor (110BPM)
Wavering
Wicken Glissando
THE GENERATOR TRIO (ELECTRIC)
The only amplified instruments in The Solstice Orchestra, this is a
magnetic ensemble of two electric guitars and electric bass, creating textures with strummed, plucked, and Ebowed performances.
Although these instruments are quite different from the others in
this library, they are performed with similar intentions and techniques. Recorded as a group and performed live with all processing, including distortion, reverb, and delay, baked into the performances, this section represents a modern folk instrument—the
electric guitar. A huge inspiration tool, these performance-based
patches feature Evos (pads with effects tweaked in real-time), as
well as motors (repeated, measured notes that loop), all serving
as a powerful jumping-off point for your score or to add texture to
existing cues.
Evo 1 (Undulate)
Evo 2 (Shiver)
Evo 3 (Lament)
Evo 4 (Raucous)
Evo 5 (Enharmonics)
Harmonics
Long
Motor (90BPM)
Motor (110BPM)
Motor 4ths (90BPM)
Motor 4ths (110BPM)
Motor Bends (90BPM)
Motor Bends (110BPM)
Motor Bends Triplet (90BPM)
Motor Bends Triplet (110BPM)
Motor Triplet (90BPM)
Motor Triplet (110BPM)
Overdriven Bow
Spiccato Muted
Staccato
Tremolo Fast
Tremolo Slow
Wave

THE GUT CIRCLE (ACOUSTIC)
Representing the traditional folk side of the guitar family, this section is a shimmering grouping of ukuleles, steel and nylon string
guitars, and mandolins. An identifiable sound that, like The Blaggards, provides a new palette without adjusting your writing style.
Unique strum motors in this section bring a natural performance
feel, each player drawing from their traditions, acting as a great
inspiration for modern cinematic scores.
Motor (90BPM)
Motor (110BPM)
Motor Bend (90BPM)
Motor Bend (110BPM)
Motor Triplet (90BPM)
Motor Triplet (110BPM)
Performance A (90BPM)
Performance A (110BPM)
Performance A 16ths (90BPM)
Performance A 16ths (110BPM)
Performance D (90BPM)
Performance D (110BPM)
Performance D 16ths (90BPM)
Performance D 16ths (110BPM)
Plucked
Scattered FX
Tremolo Fast
Tremolo Slow
THE NURSERY (BELLS & MALLETS)
A quartet of tuned percussion, inspiring childlike sounds from a
unique ensemble of vibes, celeste, dulcitone, glockenspiel, bike
bells, hand drums, and various elements of found percussion. Performed together, these sounds combine to create unquestionably unique timbres, built from complex harmonics generated by
multiple players striking notes simultaneously. This in-built human
latency leads to a relaxed, natural spread that brings realism and
nuance to your compositions.
Bowed
Chatter FX
Chatter Octaves (Senza T Drum)
Chatter Octaves
Long
Motor (90BPM)
Motor (110BPM)
Motor 16ths (90BPM)
Motor 16ths (110BPM)
Motor Triplet (90BPM)
Motor Triplet (110BPM)
Staccato
Tremolo Bowed
Tremolo Fast
Tremolo Soft
Tremolo
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THE MARAUDERS (PERCUSSION)
A percussion ensemble featuring performances recorded as
grooves. These are not fixed loops, but rather performances full
of life and human nuance, providing the perfect building blocks
of sounds that can be tweaked to be your own. This section is
organized into four distinctive sets: The Main Kit (a unique drum
kit paired with percussion and bodhrán), The Snake Kit (a more
traditional drum kit expanded with dynamic hits and percussion),
Grooves (2 patches, featuring 36 grooves all recorded at both
90BPM and 110BPM and designed to work at a huge range of tempos), and The Visitor (nearly a library on its own with 11 different
kits and 12 grooves, created by sonic alchemists Andy Gray and
Christian Henson). Many elements comprising the grooves can be
broken out as stems, allowing for individual control over the elements for further customisation.
THE MARAUDERS
Grooves (90BPM)
Grooves (110BPM)
Grooves Triplets (90BPM)
Grooves Triplets (110BPM)
THE VISITOR
Groove - The Aberrations
Groove - The Allfather
Groove - The Altar
Groove - The Arcane
Groove - The Circle
Groove - The Druids
Groove - The Grove
Groove - The Healer
Groove - The Heretics
Groove - The Rituals
Groove - The Standing
Groove - The Summoning
Kit - Cinematic Snakes
Kit - Destroy
Kit - Hypre Snakes
Kit - Hypre
Kit - Marauding SP 1
Kit - Marauding SP 2
Kit - Overdrive
Kit - Snakes 1200
Kit - The Overstayer
Kit - The Six
Kit - The Sub

verb pedals, including the Strymon Nightsky, OTO Machines BAM
Space Generator, and Chase Bliss Audio Automatone CXM 1978.
Captured at 100% wet, the transients of each source are blurred,
obscuring the original character, resulting in beautiful, epic cinematic pads with splosh for days.
No Bias / Low IPS — What’s new is old. Inspired by the patina of
archaic recording technologies, each source is abused and distorted via Christian’s epic wall of Eurorack modular. The resulting
hi-cut chorused sound is akin to vintage tape-based instruments
of the past, but a bit worse for the wear with volume drops, signal
breakups, and unstable, wavering pitches.
RE301 — The lush sound of two tape delays, including the vintage
classic Roland RE-301 Chorus Echo and its heir apparent, the Echo
Fix EF-X2 Echo. A unique stereo effect was created by recording
each sound to both machines, with a single delay repeat, capturing
the pure, coloured sound that is so desirable. The physical path of
the tape adds to the ebb and flow of the sound, with subtle imperfections of pitch and volume that shines on held chords and notes

THE CASSETTE ORCHESTRA
An expansive set of 150 presets made from 750 sound sources culled from the Solstice Orchestra. Imperfect by design, the
sounds are processed, mangled, and degraded by Christian Henson personally via numerous specially curated paths:
Type 1 — Processed via a vintage cassette tape machine and
pitched down on playback for half-speed artifacts, this is an immediately distinctive sound that still maintains the core elements of
the source material.
Hysteresis — All sounds pushed to the limit via Christian’s infamous pedalboard. The most processed of the curated paths, each
sound is pitched, bit crushed, and distorted to the breaking point.
Gargantuan grit.
Descant — Created using two Fairfield Circuitry Shallow Water guitar pedals (for stereo), this modulation wonderland includes tape
stop effects, random pitch swoops, and wavering chorused tones
giving you a coloured sound with natural character.
Decay — Sounds treated through a series of three characterful re-
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THE CASSETTE ORCHESTRA PRESETS
3rd Guitarist
9 Centimetre Tack Piano
A Fisherman’s Song
Adrift
Analogy
Apparition
Arpeggio Choir
Ascending
Atlantis
Awaking
Bell & Pad
Bell Arpeggio
Belly Pad
BHS Electronics Piano
Bit-Crash
Brain Grenade
Breakthrough
Bright Pluck Mod TO Gate
Bubbling Pad
Burnt Cables
Call TO The Wind
Choir a Tron
Cryptic Interference
Cupboard Bass
Curiouser and Curiouser
Daydream
De-Muted plucks
Distant Bell Choir
Distorsiosis
Distress Signal
Downwrong Piano
Drake’s Drum
Dressed to Eleven
Earthquake
Every Other Synth Preset
Exponential Growth
Extraordinary Pad
Factory pulse
Fake Tremolo
False Alarm
Familiar Pad 1
Familiar Pad 2
Fatal Eclipse
Fifth Floor
Filthy Pulse
Filthy Vox
FM Piano Through Bad Amp
Forgotten 80s Arcade Maschine
Forlorn
Fragile Harmonics
Furdles
Grans Organ Like Youve Never Heard

Growling Sirens
Havelok’s Swell
Hawkins Dropout
Helicopter Voices
How Could You
I Never Dusted That 80s Synth
Impending Doom Bass
Industrial Wind
Insect Drone
Intensity
It Talks
Lead Oblivion 1
Lead Oblivion 2
Lead Oblivion 3
Less than Polite Pad
Lo Fi Pluck n Pad
Lo Fi Space Pad
Low & High
Low Stress Tense
Maypole Distortion
MelloPizz
Mellow Pad
Memorez
Mid Range Love
Midnight Drive
Modulator Pad
Monolyth
Mourning Lullaby
Mythical Winds
Mytikas
Nerve Tension 1
Nerve Tension 2
Neverpiano
Nursery Rhyme
Organic or Electric
Palm To Ambivalence
Pedalboard
Pensive Gate 1
Pensive Gate 2
Permission
Phatt & Dutty Pulsar
Piano and Laser Pad 1
Piano and Laser Pad 2
Piano With Long Pad
Piano With VERY Long Pad
Pizziculto 1
Pizziculto 2
Presence
Pulse In The Machine
Quite Right
Rave Organ 1
Rave Organ 2
Resentful Pad
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THE CASSETTE ORCHESTRA PRESETS (CONT’D)
Reverie
Ruptured Capsule
Sailing Towards The Sun
Saturnal
Shadow Choir
Shadows
Shimmers
Shudderer
Simple EP & Pad
Slightly Troubled Organ Pad 1
Slightly Troubled Organ Pad 2
Slow Saturated Pad
Single Reflective Consonants
Slightly Saturated Pad
Slow Siren
Soft Synth Arpeggio
Solid Bass Arp
Some Consonance
String theory
Synthetic Air
Tape Organ
The Dot
The Duke
The Mellowest Pad
The Shadow Monster
The Warbler
Those Plucking Modulators
Timid Troubadour
Transformation
Trio Peaks
Ultra Simple Pad 1
Ultra Simple Pad 2
Unsung Voices
Utter Filth Slow Pad
Vertigo
Very Simple Electric Piano
VHS Broken Piano
VHS Piano and Hold For Pad
War Hits
Warbling Mega Pad 1
Warbling Mega Pad 2
Warbling Mega Pad 3
Was Jan Hammer THAT Dark
Were The 80s Really That Scary
What Is Tuning
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THE DRONE GRID
Long, evolving textures sourced from The Solstice Orchestra and presented in our popular Evo grid, The
Drone Grid offers an almost infinite amount of inspiration and creativity. Curated by Christian Henson, these
are deeply characterful performances that allow for
deeper exploration via the expression and dynamic
sliders.

Evo Grid - 46 Hurdy Gurdy
Evo Grid - 47 Hurdy Gurdy
Evo Grid - 48 The Sects

Evo Grid - 01 Elders
Evo Grid - 02 Elders
Evo Grid - 03 Elders
Evo Grid - 04 Elders
Evo Grid - 05 Elders
Evo Grid - 06 Elders
Evo Grid - 07 Elders
Evo Grid - 08 Elders
Evo Grid - 09 Elders
Evo Grid - 10 Callers
Evo Grid - 11 Callers
Evo Grid - 12 Callers
Evo Grid - 13 Callers
Evo Grid - 14 Callers
Evo Grid - 15 Callers
Evo Grid - 16 Mystics
Evo Grid - 17 Mystics
Evo Grid - 18 Hosts
Evo Grid - 19 Hosts
Evo Grid - 20 Gut Circle
Evo Grid - 22 Gen Trio
Evo Grid - 23 Gen Trio
Evo Grid - 24 Gen Trio
Evo Grid - 25 Gen Trio
Evo Grid - 26 Nursery
Evo Grid - 27 Nursery
Evo Grid - 28 Blaggards
Evo Grid - 29 Blaggards
Evo Grid - 30 Blaggards
Evo Grid - 31 Blaggards
Evo Grid - 32 Blaggards
Evo Grid - 33 Blaggards
Evo Grid - 34 Blaggards
Evo Grid - 35 Blaggards
Evo Grid - 36 Blaggards
Evo Grid - 37 Blaggards
Evo Grid - 38 Hurdy Gurdy
Evo Grid - 39 Hurdy Gurdy
Evo Grid - 40 Hurdy Gurdy
Evo Grid - 41 Hurdy Gurdy
Evo Grid - 42 Hurdy Gurdy
Evo Grid - 43 Hurdy Gurdy
Evo Grid - 44 Hurdy Gurdy
Evo Grid - 45 Hurdy Gurdy
A L B IO N SO L STICE - USE R MANUAL

PAGE 37

© S P I T F I R E A U D I O H O L D I N G S LT D
MMXXI

PAGE 38

A L B IO N SO L STICE - USE R MANUAL

