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What is MNDALA?

MNDALA is an advanced multi-sampler sound design 
engine that uses graphic interfaces to modulate sound-
altering RTPC �Real Time Parameter Control) tables. 
MNDALA is built on a foundation of three controls; the 
X�, Y�, and Z-axes. MNDALA enables you to configure 
how these three axes interact with sampler parameters 
and master effects. These configurations are then saved 
as presets. Within each preset, each axis can be 
configured to a different type of expressive control, and 
the three axes work together to help you create a 
dynamic and intricate performance.

MNDALA is our plugin, designed to use our Sound 
Sculpture Instruments, and therefore does not require 
any additional software to use. 



MNDALA 

Installation

MNDALA can be purchased for free from our shop 
(https://www.mntra.io/MNDALA) and then downloaded 
via Pulse. Pulse is a plugin and sample library downloader 
application (1) from which we deliver all of our products, 
including MNDALA �https://pulsedownloader.com/).

After completing the free purchase, you will be sent an 
email from us confirming your purchase and a second 
email from Pulse containing your serial key. If you 
cannot find the email from Pulse, make sure to check 
your junk/spam email folders.  Once you have 
downloaded Pulse and signed in or created an account, 
you can redeem your serial key via the ‘Add Product’ 
button to download MNDALA.

For Mac
In the MNDALA folder you have downloaded via Pulse, 
run the .pkg file found in the Mac folder and follow the 
instructions provided by the installer to complete the 
installation process. 

By default, the 64-bit .vst3 file will be installed to the 
location Macintosh HD/Library/Audio/Plug-Ins/VST3, and 
the 64-bit .component file will be installed to the 
location Macintosh HD/Library/Audio/Plug-
Ins/Components. Both files can be moved to any 
custom directory.

For PC

In the MNDALA folder you have downloaded via Pulse, 
run the .exe file found in the Windows folder and follow 
the instructions provided by the installer to complete 
the installation process. 

By default, the 64-bit .vst3 file will be installed to the 
location C�\Program Files\Common Files\VST3.

https://www.mntra.io/MNDALA
https://pulsedownloader.com/


Installing and  

Loading a Sound 

Sculpture 

Instrument

Upon opening MNDALA for the first time, you will be 
asked for your serial key. You will then be presented 
with the default Perform View prompting you to load a 
Sound Sculpture Instrument. Click on the ‘Please load a 
Sound Sculpture’ button (1) or open the Sculpture 
Browser (2), and then click on the ‘Install Sound 
Sculpture Instrument’ button at the bottom of the 
Sculpture Browser (3). 

You will be prompted to select an .hr file �Sound 
Sculpture Instruments are delivered as .hr files, e.g. 
‘Orakle.hr’) and then to select the respective samples 
folder that came with your Sound Sculpture Instrument 
download. To learn more on folder allocation, please 
refer to the Serial Key, Samples Directory, and More 
section of this manual. After completing the Sound 
Sculpture Instrument  installation, you will see your 
Sound Sculpture Instrument in the Sculpture Browser 
(4). To load your installed Sound Sculpture Instrument in 
MNDALA, select a category and a preset from that 
Sound Sculpture Instrument’s preset collection (5). 



Sculpture Browser

Each Sound Sculpture Instrument comes with a set of 
handcrafted presets. To view a Sound Sculpture 
Instrument’s factory presets, click on the bar at the top 
left of the screen to open the Sculpture Browser (1).

The Sculpture Browser is divided into three columns. 
The leftmost column contains your installed Sound 
Sculpture Instruments (2), the middle column contains 
the selected Sound Sculpture Instrument’s preset 
categories (3), and the rightmost column contains the 
presets of the selected category folder (4). The 
category folder and preset columns have buttons to 
‘Add,’ ‘Rename,’ and ‘Delete’ folders or presets (5). Please 
note that for presets, the ‘Add’ button creates a new 
preset based on the preset that is currently open. For 
example, to use “init” as a template for a new custom 
preset, you must open the init preset and click the ‘Add’ 
button at the bottom of the preset column.

The Source Preset 

Folder

To access the source preset folder on your computer for 
a given Sound Sculpture Instrument, select a Sound 
Sculpture Instrument from the Sculpture Browser, click 
‘More’ in the top left corner (6), and select ‘Show Preset 
Folder’ (7) from the dropdown. Here, you can manually 
organize, backup, add, remove, and rename presets and 
preset folders. Having access to this source folder also 
means that you can easily share your presets and import 
presets from other MNDALA users. However, please 
note that further up in the folder structure of this source 
preset folder’s location there is important data 
pertaining to your installed Sound Sculpture 
Instruments. We therefore caution any alterations to this 
data unless otherwise instructed by our support team.



Samplers and 

Axes Introduction

MNDALA has six samplers. The samplers’ fundamental 
settings can be found in the Samplers Panel (1) on the 
left-hand side of each page in MNDALA. Each sampler 
can be muted (2) or soloed (3), and features 
independent audio level meters (4). Also, at the bottom 
left-hand side of every page, you can find the master 
slider (5) which controls the master output volume of 
MNDALA. 

Samplers Panel 

Introduction

Loading A Sample Map 

Into a Sampler

To access the loaded Sound Sculpture Instrument’s 
available sample maps and load one into a sampler, click 
on the sample map display port (6) for the desired 
sampler to open the Sample Maps window (7).  

The Axes Visualizer

The Axes Visualizer is on the right-hand side of the 
Matrix, Samplers, Arpeggiator, Master, and Settings 
pages (8). The Axes Visualizer is connected to the 
Perform View animation and provides a reference for 
the axes’ positions. Any changes in an axis’ position will 
appear on both the Axis Visualizer and the Perform View 
animation to provide a visual reference on all pages of 
MNDALA. The Axis Visualizer can be controlled by 
clicking and dragging or by MIDI CC controls calibrated 
on the Settings page.



Perform View

The Perform View animation is the visual representation 
of the three sound-modulating axes. Each Sound 
Sculpture Instrument has a unique Perform View 
animation inspired by its own distinctive sound. 

In Perform View, the three axes’ animations can be 
controlled by your mouse (clicking and dragging or 
scrolling) or via a MIDI controller. When hovering your 
mouse over different areas of the animation, the cursor 
will change shapes, reflecting the axis you are hovering 
over: a triangle for the Y-axis, two rectangles for the X�
axis, or a circle for the Z-axis. 

The top three sliders on the left-hand side of the 
Perform View (1) represent the positions of each of the 
axes and can be used as an alternative method of 
controlling them. The fourth slider controls the master 
output of MNDALA �2) and can be found on each page 
in the bottom left-hand corner. 

The Keyboard

The keyboard at the bottom of the Perform View (3) 
displays the triggered keys as well as the playable range 
of the currently loaded Sound Sculpture Instrument. The 
keyboard can also be used via a mouse by clicking on 
the keys. The keyboard range will follow whichever 
range you are playing in on your MIDI keyboard. You can 
also manually scroll the viewable range of the keyboard. 
To do this, click on the arrows (4) on either side of the 
keyboard.

The Hold Feature

The ‘Hold’ button on the bottom left-hand side of the 
Perform View holds, or, in other words, sustains the 
currently triggered notes, ignoring all MIDI note-off 
information (5). The ‘Hold’ button is configured to the 
standard “sustain” MIDI controller message, CC 64. 
Therefore, the ‘Hold’ button can be activated via a 
sustain pedal, a MIDI controller with a knob/slider/button 
assigned to CC 64, or by clicking it. 



Matrix

The Matrix page contains two pairs of columns which 
consist of the Y� �1) and X-axes’(2) sound-modulating 
tables. Each sampler has its own row which includes a 
gain and pan table controlled by the Y-axis (3), and a 
gain and pan table controlled by the X-axis (4). These 
tables are RTPCs �Real Time Parameter Controls) which 
represent the modulation of a given sampler’s gain 
and/or pan according to the position of the Y� and X�
axes.

Table Basics

Click to add points to a table and curve line segments 
by hovering your mouse over a line segment and 
scrolling. Each table can be expanded by clicking the 
square icon (5) in the bottom right corner of the table. 
In the expanded view, tables can be reset to their 
default value by clicking the rectangle icon (6) next to 
the exit icon button (7).

Matrix Example

In this example, the Y-axis gain table (8) for sampler 1 
(9) has its leftmost point set to the lowest value 
��100dB� and it ’s right most point is set to a higher value 
��6dB�. In this configuration, when playing a note and 
moving the Y-axis up (on the Perform View or on the 
Axes Visualizer via a mouse or MIDI controller), the Y�
axis gain table for sampler A will fill with color, 
representing the Y-axis’ movement, and increasing the 
the volume for that sampler. 

Axis Dependency

A sampler's signal first runs through the Y-axis tables 
and then through the X-axis tables. This means that the 
final gain or pan output of the X� and Y-axes for a given 
sampler’s modulation table depends on both axes’ 
position value (where an axis’ current position intersects 
with a given table value). 

Dependencies Example

If sampler A’s Y-axis pan table and position value is set to 
R100 and the X-axis pan table and position value is set 
to L100, then the final output will be 0, the center. In 
other words, whatever position value the X� and Y-axes 
are set to for a given sampler’s gain or pan table, the 
final output will be the sum of the two axes’ position 
values. We suggest playing with a single sampler’s X and 
Y tables to further understand this dynamic.



Samplers Page

The Samplers page allows you to tweak sampler-specific 
parameters. Each sampler has its own settings which 
can be accessed by clicking on the desired sampler in 
the Samplers Panel (1). 

Basic Controls

In addition to the Matrix gain and pan tables, sampler-
specific volume (2) and pan (3) controls can be found 
on the Samplers page and adjusted using their 
respective sliders. Each sampler can be tuned +/�12 
semitones by using the pitch slider (4) or, for more 
precision, tuned +/�100 cents by using the fine slider (5). 

Velocity

A sampler can be made velocity-sensitive (responds to 
how soft or hard a key is hit) by turning on the velocity 
table by toggling the switch above it (6). Using the 
velocity table, you can design the sampler’s output 
volume according to the received MIDI CC velocity 
information. The X-axis of the velocity table (7) 
corresponds to the velocity input received from your 
MIDI controller, and the Y-axis (8) corresponds to the 
outputed velocity value (which is ultimately perceived as 
the output volume).

AHDSR Envelope

Each sampler has its own AHDSR �Attack, Hold, Decay, 
Sustain, and Release) envelope (9). You can adjust each 
sampler’s AHDSR parameters or link all sampler AHDSRs 
by clicking on the link icon found above the AHDSR �10). 
When the AHDSR link is on, all AHDSR envelopes are 
connected and AHDSR values matched. This means that 
you can adjust the AHDSR envelope for all samplers via 
any of the samplers’ AHDSRs. If you’d like to trigger a 
sampler’s sample maps as one-shots (bypassing the 
AHDSR release parameter and therefore playing the 
sample for the entirety of its length), you can click on 
the arrow next to the link button to set that specific 
sampler to one-shot mode (11).

Equalizer

At the bottom of the page, you can find a sampler-
specific EQ which can be turned on via the switch at the 
top of the EQ �12). Left-clicking adds a band, and right-
clicking on a band opens a dropdown menu (13) with 
options to change the band type, enable or disable the 
band, or delete the band. Clicking and dragging a band 
adjusts its center frequency and gain, and scrolling with 
your mouse or trackpad over a band adjusts that band’s 
bandwidth. Right-clicking anywhere else in the EQ 
opens a dropdown menu with the options to enable a 
spectral analyser or delete all bands. The spectral 
analyser provides a live frequency analysis of that 
sampler's output. For the best CPU performance, we 
suggest disabling the spectral analyser when you are 
done with EQing.

Saturator

To the right of the EQ, there is a saturator (14) with 
controls for pre and post gain, saturation amount, and 
the dry/wet blend. To turn on the saturator, toggle the 
‘On’ switch (15).



Arpeggiator

The sampler arpeggiators can be found on the 
Arpeggiator page. To access each sampler's arpeggiator, 
click on the desired sampler in the Samplers Panel on 
the left of the interface. To turn on a sampler’s 
arpeggiator, toggle the ‘On’ switch (1). 

Arpeggiator Settings

At the bottom of the Arpeggiator page, there are four 
knobs labeled ‘Steps,’ ‘Speed,’ ‘Shuffle,’ and ‘Stride.’ The 
‘Steps’ parameter (2) sets the number of steps in the 
sequence, up to a maximum of 128. The ‘Speed’ 
parameter (3) sets the rhythmic division of the 
arpeggiator (tempo-synchronized to your DAW’s BPM�. 
The ‘Shuffle’ parameter (4) sets the swing of the 
arpeggiator. The ‘Stride’ parameter (5) determines 
whether the arpeggiator should play each step or skip a 
number of steps, as defined by the stride value. A 
positive stride value will make the arpeggiator play the 
steps (not the notes triggered) from left to right. A 
negative stride value will make the arpeggiator play the 
steps from right to left.

The Note, Velocity, and 

Length Step Editors.

The ‘Note’ step editor (6) allows you to adjust the 
pitches of each step in your arpeggiator’s sequence (+/- 
24 semitones) relative to the note(s) played. Please be 
aware that you will not be able to pitch beyond the 
selected sample map’s range. 

The ‘Velocity’ step editor (7) sets the velocity for each 
step in the sequence. In order for the arpeggiator's 
‘Velocity’ step editor to work, the sampler velocity (on 
the Samplers page) for that specific sampler needs to be 
turned on. 

The ‘Length’ step editor (8) sets the length for each 
triggered step in the sequence. In order to use the 
‘Length’ step editor, it is important to understand that 
the length of each step is also defined by the respective 
sampler’s AHDSR release parameter. The length defines 
how long the step is held for between it being triggered 
and the next step being triggered, and the sampler’s 
release defines the release of each step after it stops 
sounding and before the next step is triggered.  To 
further understand the relationship between the 
arpeggiator’s ‘Length’ step editor and the sampler’s 
envelope release, make sure to play with both when 
using the arpeggiator.



Master

The Master page is divided into two sections, Effects 
and Equalizer (1). The Effects section contains all of the 
master effects, their settings, and their tables, which are 
controlled by the Z-axis. The Equalizer section contains 
the master equalizer. 

The Z-axis tables in the Effects section controls how 
much of an effect is applied to the master output. The 
manner in which the table applies a given effect varies 
depending on the effect. For example, the algorithmic 
reverb table defines the send amount, whereas the filter 
table controls the filter frequency value. Operating in the 
same fashion as the tables controlled by the X� and Y�
axes on the Matrix page, the filling colour on the Z-axis’ 
tables represents the axis’ position, and the point where 
this colour and the table’s value meet is the position’s 
value and what will be reflected in the sound.

Filter

The filter can be set to lowpass or highpass, pre- or 
post- master effects, and has a control for Q 
(bandwidth).

Tremolo

Tremolo is an LFO �Low Frequency Oscillator) that 
features five different wave shapes (sine, square, 
triangle, saw, and random). The tremolo speed can be 
set in Hz or a tempo-synchronized time division 
according to your DAW’s BPM. ‘Fade In’ defines the 
tremolo’s attack time, ‘Smoothing’ accordingly smooths 
out the edges of the waves, making them less “bright,” 
and ‘Phase’ offsets the position that the selected wave 
begins at. 

Delay

The stereo delay has left and right feedback and delay 
time sliders which can be chained together by clicking 
the link button found between the sliders. The delay 
time can be set in milliseconds (ms) or in tempo-
synchronized time divisions according to your DAW’s 
BPM.

Convolution Reverb

The convolution reverb is an impulse response �IR� 
reverb that comes with factory IRs. To load your own IR, 
right-click on the waveform display and select a file or 
drag-and-drop the file onto the waveform display and 
you’ll be able to select your IR in the dropdown menu.

Algorithmic Reverb

The algorithmic reverb is a lush reverb with size, stereo 
width, and dampening controls. Each ring of the circle 
represents one of the controls which you can edit by 
clicking on the icons and dragging your mouse. You can 
also click on the appropriate ring to edit its value.

Equalizers

The master equalizer has the same usability and 
functions in the same way as the sampler EQs. It can be 
turned on via the switch at the top of the equalizer. 
Left-clicking adds a band, and right-clicking on a band 
opens a dropdown menu which allows you to adjust the 
band type, enable or disable the band, or delete the 
band. Scrolling over a band adjusts that band’s Q 
(bandwidth). Right-clicking anywhere else in the EQ 
opens a dropdown menu with the options to enable a 
spectral analyser or delete all bands. The spectral 
analyser provides a live frequency analysis of the master 
signal. For the best CPU performance, we suggest 
disabling the spectral analyser when you’re done EQing.



Midi Mapping

On the Settings page, you will find the serial key 
associated with your copy of MNDALA. To reveal your 
serial key, click on the eye icon (5). 

‘Kill All Notes’ (6) is used to suppress all signal flow in 
MNDALA, immediately cancelling any sound. 

If you move any of your Sound Sculpture Instrument 
samples to a new directory,  use the ‘Change Sample 
Folder’ button (7) to re-link the currently loaded Sound 
Sculpture Instrument to its samples. 

You can adjust the interface size (8) via the ‘Resize 
Window’ dropdown. To choose whether samples are 
loaded from an SSD or HDD drive (for performance 
optimization), use the ‘Type of Drive’ dropdown (9). 

Lastly, the Settings page offers additional fine- and 
coarse-tuning controls which are saved into whichever 
preset is loaded (10).

Serial Key, Samples 

Directory, and More

Settings

The MIDI mapping menu at the bottom of the Settings 
page is used to assign your MIDI controller’s CCs to the 
three axes. To connect and “MIDI learn” the axes, simply 
click on the circle icon next to a given axis and move the 
knob/controller you’d like to use on your MIDI controller 
(1). Alternatively, you can manually set the MIDI CCs 
using the dropdown menus (2). 
CC controls can be saved globally (the same CC 
controls for all presets) or on a per-preset basis by 
toggling the global (3) or local (4) preset save buttons. 
If you have the CC save-in feature set to local, make 
sure to click ‘Save CC’ to save your CC controls for that 
preset.

Though MNDALA is compatible with all MIDI controllers, 
we recommend using motion controllers or any other 
MIDI controller that enables fluid control of multiple MIDI 
channels at once since we designed MNDALA and our 
Sound Sculpture Instruments with these in mind. 



Signal Path



Specifications

→ CPU-friendly playback at 24-bit 96khz resolution
→ VST / AU plugin for Windows & Mac OS �10.11�� Including M1 Chip
→ Plugin app and samples watermarked to you
→ Easy downloads and updates via Pulse Downloader
→ Minimum 8GB of RAM and an i5 or better CPU required
→ Supported by all VST/AU compatible DAWs



Support

If you encounter any difficulties while using MNDALA, 
check out the FAQ page on our website.

To report bugs, make feature requests, or provide 
feedback, please submit a response to the Mntra 
Instruments Feedback Form.

For support, please contact us via the chat on our 
website or email us at support@mntra.io. We are 
available Monday through Friday from 9am to 5pm EST.

http://mntra.io/
https://forms.gle/hsV9rFXhuDNQ669V7
mailto:support@mntra.io
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Download

Download PDF

You may download a PDF version of this manual for 
offline use hosted on WeTransfer.


