
FLOD
T R U E   S T E R E O   R E V E R B      ·      C O R E      ·      U S E R   M A N U A L      ·      B Y   V O L C A N   A U D I O

A fully algorithmic room: no impulse response, nothing played back. Every reflection is built as you play, so the room stays alive, costs little CPU
and has no latency.

THE POSITIONER

DRAG THE DOT

Left to right moves the source across the stage, with tone, not just volume. Up is far, down is near: far
pushes it back into the room.

THE HALO

Shows the diffusion and breathes with what you play.

INPUT

Mono or Stereo. Leave it on Stereo for anything already wide.

THE THREE MICS

TREE

The reverb engine itself: the room as FLOD builds it. Always on at 0 dB, it is the reference. On its own it is already
the full reverb.

OUTRIGGERS

An addition on top of the Tree: later, brighter, by far the widest. Adds width.

AMBIENT

An addition on top of the Tree: latest and darkest. Adds depth.

Click Outriggers or Ambient to add it, drag a fader for its level, double-click it for 0 dB.

CONTROLS

SCALE

Room size. The character holds at any size.

DECAY

Tail length in seconds, up to 8.

PREDELAY

Gap before the room starts.

DIFFUSION

Low keeps reflections separate (percussion), high gives a seamless wash.

MIX

Dry against wet. Presets never touch it.

OUT

Small knob bottom left: trim only, 0 dB is already calibrated.



EQ

NODES

Drag to move a band, right-click to change its shape, double-click to switch it on or
off. Scroll for Q.

PRE / POST

PRE shapes what goes into the room, POST what comes out.

BYPASS

Switches the EQ off without a click. The curve dims.

ANALYSER

Live spectrum of the output, smooth at the screen's own frame rate.

PRESETS

FACTORY

Ten rooms, from Vocal Hall to Infinite Drift. The arrows step through them.

USER

Save your own with the disk icon. Mix and Out are never changed by a preset.


