Produced by Impact Soundworks
Version 1.0

Introduction
With our Super Audio Cart virtual instrument, we set out to faithfully recreate and build upon
the sound of classic video game consoles. As part of the library, we included a built-in
“SNESVerb” effect which could be used to add a faux-reverb effect inspired by the 16-bit SNES
console’s own reverb processor. We received tons of positive feedback on this simple effect
unit, which was only usable within Super Audio Cart itself, and so we decided to spin it off into
its own plugin usable in most any DAW!
This SNESVerb plugin, programmed by Tristan Pantano, uses a very short delay line to emulate
reverberation – the same technique used in the actual SNES. It also includes several bonus
features such as pre and post-processing lowpass filters, which can be applied to only the wet
signal or both wet & dry, and a downsampler capable of reducing the input audio sample rate
to 32, 22, or 11kHz.
We hope that SNESVerb will become a part of your workflow not just for creating authentic 16bit, retro-inspired music, but also new synth sounds that blend the very best of the past and
present. Enjoy!

Installation
SNESVerb is very easy to install, requiring no activation or separate installer process.
STEP 1: Download the SNESVerb ZIP file from your order email, or your account page on the
Impact Soundworks website.
STEP 2: Extract this ZIP file. Inside, you will see subfolders for various operating systems and
formats.
Windows Installation
STEP 3: Open the folder labeled with the format of your choice (32-bit or 64-bit) and move the
SNESVerb.dll file to your plugin directory. You can verify this directory by checking your DAW’s
plugin scan directory (usually in Options or Preferences).
Mac Installation
STEP 3: Same as Windows, although AU and VST versions are typically installed to different
directories.
Mac VST Default: Macintosh HD:/Library/Audio/Plug-Ins/VST
(Copy entire “SNESVerb.vst” folder into this directory)
Mac AU Default: Macintosh HD:/Library/Audio/Plug-Ins/Components
(Copy entire “SNESVerb.component” folder into this directory)
Any Operating System
STEP 4: Refresh the list of effects plugins in your DAW of choice, then load it up on to any
mixer/effects track. Enjoy!

Usage

Input Mode
Stereo: Processes the left and right channels of the input signal independently.
Left: Processes only the left channel of the input signal, using it as a mono signal.
Right: Processes only the right channel of the input signal, using it as a mono signal.
Mono Sum: Sums both inputs and collapses them into mono before processing.
Pre Filter Cutoff: Controls the cutoff of a 24 dB/oct lowpass filter applied to the input signal
before processing.
Downsampler: Converts the input signal to 32, 22, or 11 kHz (or leaves it at an assumed default
of 44 kHz). This introduces digital aliasing which can be attenuated using the filters.
Delay Feedback: Controls the amount of delay signal fed back into itself.
Delay Time: Controls the length of time between delay echoes.
Delay Width: Controls the stereo spread of the delay echoes.
Post Filter Cutoff: Controls the cutoff of a 24 dB/oct lowpass filter applied to the output signal
after all other processing.
Wet/Dry: Controls the amount of wet (reverb) and dry signal.
Bypass: Bypasses all processing.
Randomize: Randomizes all settings of the plugin within safe values.
Filter Dry: When enabled, the filters will affect both dry and wet signals.
Downsampling Dry: When enabled, the downsampler affect both dry and wet signals.
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Troubleshooting and Feedback
Have you used SNESVerb in a project recently? Got an awesome track you'd like to share? Drop
us a line (admin@impactsoundworks.com) and we might post it on our website! Or, tell the
world at our Facebook page here: http://www.facebook.com/ImpactSoundworks
We encourage all our users to share and promote their work. Word of mouth is the #1 way
people find our samples, so it also helps us to produce more great libraries for you!
For any technical support issues regarding the library, don’t hesitate to email
support@impactsoundworks.com.

License Agreement
The following license is granted non-exclusively to all purchasers of our products. This version
(updated December 4, 2014) supersedes any prior printed or digital versions of our license.
Overview
All sound recordings, performances, scripting and/or code contained in this product is the
intellectual property of Impact Soundworks unless otherwise noted, and remain the property of
Impact Soundworks after the product is purchased. When purchasing an Impact Soundworks
product, you are purchasing a non-exclusive license to use, edit, perform, or otherwise utilize
these recordings, performances, scripting and/or code for commercial and non-commercial
purposes as defined below.
Authorized Users
Depending on the type of customer and usage scenario, authorized users of this license will
vary. ALL purchases fall into category A or B.
A. Individual Purchase
This license is extended to customers who are purchasing as the primary user of the
product, OR are purchasing on the behalf of another primary user (i.e. as a gift).
The licensee (primary user) MAY install the product on as many computer systems as
he or she has access to. However, ONLY the licensee may use the product. No other
users are authorized.

B. Corporate, Academic, Institutional Purchase
This license is extended to customers who are purchasing for a multi-user setting, such
as a shared studio, networked workstation, computer lab, etc. In this case, the licensee
is the institution and not any one user.
In contrast with individual purchases, an institutional license applies to ONE computer /
workstation. All users of that workstation who belong to the purchasing institution
(licensee) shall be considered authorized users.
However, at no point may multiple authorized users access one license simultaneously.
Multiple licenses must be purchased if the product is to be used by multiple users
simultaneously.
Scope of License
The licensee is entitled to the use and unlimited editing of the product within the scope of
music production, performance, recording, and composition. This includes both noncommercial and commercial usage of all types, including, but not limited to, film scores,
television scores, music libraries, video game soundtracks, digital and physical music releases,
albums, compilations, etc. Exceptions to this scope are listed below.
The licensee MAY NOT use the product in the production of any other sample library or virtual
instrument products.
The licensee MAY NOT sell individual sounds from a product in any context.
For clarity: The licensee MAY use sounds from the product to create individual sound effects
(SFX) for use in film, TV, advertising, and video games. However, the licensee cannot sell these
sounds individually via marketplace, stock music/stock audio site, etc.
Ownership, Resale, and Transfer
Redistributing, reselling, electronically transmitting, uploading, sharing, or renting the product
in any way, shape, or form is prohibited by law. The licensee may create a physical backup
copy of any digitally purchased and downloaded product. This backup copy is subject to the
same limitations as the original copy of the product, and may not be transferred to any other
individual for any reason.
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