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1. TOTEM/ SERIES

Thanks for choosing totem/ series plugins! 

We’ve been working on these plugins with a vision in mind: for them to be wild, odd, raw. 
Though being all explicable in classic DSP terms, totem/ plugins come in rather unconventional shapes: we intersected different 
processes through unusual combinations, resulting in sound processors that act according to the user’s settings, while also sparkling 
an untamable character. 
We’re confident they’ll become the secret ingredient for your most feral sound design dreams. 
They’ll add their own thing to your sound; tools with a personality you’ll have to deal with: rough energy. 
We like to think about them to be the first of their kind, effects coming to life without heritage nor strict references. Their legacy will be 
their contribution to your music. 
First of their kind (fitting no other category), bringing an alternative and (let’s say) mysterious power, far from what we already 
acknowledge: here’s why we call them the totem/ series. A totem is supernatural, it’s beyond, it’s something out of the ordinary. A 
different, alter energy. 
Totem/ series will have a big impact on our catalog: we’re going to release multiple plugins. They’ll be compact, easy to use and they’ll 
come at a lower, convenient price. 
We hope you’ll have fun with these wild tools! 

This document will guide you through a complete overview of the products. After reading it, you should be able to use them on perfect, 
so we recommend that you take the time to read this guide, in its entirely. 

We suggest to follow us via Facebook and Twitter, or sign up our Newsletter, in order to stay updated with K-Devices news and future 
free updates.  
Follow us also on YouTube for video tutorials, or via Instagram. 
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2. INSTALLATION

1. Unzip the downloaded file 
2. Double click on Windows or MacOS package 
3. Follow the instructions 

2.1 REQUIREMENTS
- Any 64bits compatible DAW 
- MacOS 10.9 or higher 
- Windows 8.1 or higher 

2.2 FORMATS
- MacOS: VST3 / AU 
- Windows: VST3 
- iOS (Magma only) 
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3. MAGMA
Magma is an audio effect that generates sound textures by blending past and present: at the very crossroad between a micro-looper, 
a granular engine, a sustainer, and a sound warmer, Magma can squash sounds with reverb-like big shaking auras, or sprinkle air 
and make lines ethereal. 

Magma continuously records the incoming signal in a short buffer, it then plays back the content by blending different moments in time, 
creating a texture.  
User can set the density and the persistence of the texture, that can sound as a reverb, an infinite sustain, a sort of spectral shadow, 
creating everything in between dark drones, shimmery textures and weird percussive timbres. 
Several parameters let user sculpt the texture: an EQ section, a Temperature knob (a specifically designed distortion that adds a 
noise-based amplitude modulation on higher values), and a Mid/Side knob to handle its weight in space. 

Magma is a sound processor with its very own character. Magic when paired with acoustic sounds, it can transfigure all kind of sources 
in unexpected ways: it will react differently, according to the input. 
It can either magnify or disintegrate. Magma can be molten lead, screaming metal, frozen wind. 

Conceived for the most adventurous sound designers, Magma can give sounds a new identity. 
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3.1 PARAMETERS AND CONTROLS 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1. Logos - Click on K-Devices logo for infos and link to this manual 
2. Presets - Click on arrows to change presets, click on preset name to enter preset manager 
3. Version - Product name and version 
4. Infos - When Infos toggle is enabled, hover on a parameter to get its description here 
5. Infos Toggle - Enable to show in-GUI parameters details 
6. Skin - Set dark/light mode 
7. Raw - Disable an envelope follower applied to the input by default. Set it ON for a sharpen sound, or OFF for a smooth texture 
8. Memory - Blend past and present, set the persistence of memories 
9. Freeze - Equal to 100% Memory, if enabled buffer content is frozen, resulting in an infinite sustained texture 
10. Size - Set the length of the recorded buffer, control the density of the texture 
11. Rate - Set speed of playback head 
12. Lo - Cut/boost low frequencies 
13. Hi - Cut/boost high frequencies 
14. Temperature - Add distortion - on higher values a noise-based amplitude modulation is added 
15. Mid / Side - Control weight of texture in space 
16. Wet - Set volume of processed signal 
17. Dry - Set volume of original signal 

Double click on an object restores its default value.  

Please note: Magma reads from a selected (Size) buffer section - when you increase Size values, or when you change presets, 
depending also on Memory value, you can play/hear parts of buffer never recorded before, or recorded previously.  
This can be exploited in a creative way, but it can also potentially produce unexpected sounds. This is how Magma has been 
designed. 
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4. SECTA
Building on the concept of a multidimensional gate, Secta processes the audio in a unique way, adding an ephemeral and dramatic 
touch to acoustic instruments, warmly disintegrating loops, injecting abrupt drops and retexturizing your lines, or throwing down any 
beat into a dark path of fragmentation. 

At first, Secta splits the incoming signal acting as a gate effect: the user sets an amplitude threshold using the Verge and Boost 
parameters. The signal’s amplitude portion greater than the threshold value generates an envelope which controls the Above and 
Below sections. The envelope itself controls the frequency of a lowpass filter in the Above section (resulting similar to a lowpass gate), 
while its inverse value controls the amplitude of the Below section. Such envelope can be shaped using several global parameters: 
Smooth, Retain, and S/C.  
Above and Below sections process sounds using a different set of effects each: the more rumbling Above, the more textural and 
looney Below. 
Using one section at a time holds interesting sculpting results, while combining and balancing them is great for creating richer textures. 

Hard-to-describe with classic effect categories, Secta processes both sides of a gated source independently, acting as a 
counterpoint amplitude sculptor. 
Secta cuts to (re)generate. Secta is a colorizer, no mix parameters are available: just load Secta onto your track and let it inspire you 
with its timbrical shades.  
A gate, a dynamic multi-distortion, a double heads tectonic monster, a trembling detuned textures generator, and more… so many 
uses of Secta have yet to be discovered! 
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4.1 PARAMETERS AND CONTROLS 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1. Logos - Click on K-Devices logo for infos and link to this manual 
2. Presets - Click on arrows to change presets, click on preset name to enter preset manager 
3. Version - Product name and version 
4. Infos - When Infos toggle is enabled, hover on a parameter to get its description here 
5. Infos Toggle - Enable to show in-GUI parameters details 
6. Lock - Enable lock toggle to preserve key parameters values while browsing presets 
7. Skin - Set dark/light mode 
8. Mode - Direct mode – envelopes for L and R drive their respective amplitude /// Crossed mode – 

envelopes for L and R drive opposite channel’s amplitude /// Summed mode – summed L and R 
envelopes drive both channel’s amplitude 

9. Verge - Set amplitude threshold to generate Above and Below envelopes 
10. Boost - Increase input level 
11. Smooth - Smoothen the envelope 
12. Retain - Prolong envelope’s fall by adding randomic bursts 
13. Drive Above - Add distortion to Above section 
14. Cut Above - Filter out frequencies from Above section 
15. Vol Above - Set volume for Above section 
16. Sidechain - Amplify Above envelope to add ducking to Below section 
17. Drift - Apply short randomic delay, inject tuning instability 
18. Melt - Smear Below section 
19. Drive Below - Add distortion to Below section 
20. Cut Below - Filter out frequencies from Below section 
21. Vol Below - Set volume for Below section 
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Best way to start 
with Secta:
- set Below Vol 0% 

and Above Vol 
50%

- use Verge and 
Boost to set the 
threshold that will 
generate the 
envelope

Once you are happy 
about the way Above 
is affected by the 
envelope you can:
- lock (footer icon) 

and browse 
presets

- process Above 
with effects

- increase Below 
Vol and process
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Double click on an object restores its default value. 
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Learn totem/ plugins!
If you prefer videos, be sure to check our YouTube channel.

https://www.youtube.com/user/kdevices
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5. FAUVE
By continuously recording incoming audio, Fauve analyzes and breaks sound into small units we call “collections.” When playing 
them back, it sometimes fails, opening space for the user to edit and shape the material according to their own sonic vision. 
Fauve can be a harsh distortion, a gentle shadow, a paroxysmal dance between reality and dream, and much more. It can slightly 
scramble your sound, completely strip it of its original meaning, or introduce subtle, almost imperceptible variations to make it richer, 
yet always organic. 
Fauve disrupts, but never destroys. 

Fauve begins by listening to the incoming audio and analyzing its amplitude. Each time a zero crossing occurs, it slices the sound 
into a unit and stores it. These units are grouped into “collections”, whose size is defined by the Length parameter. 
Since Fauve is driven by the material itself, collections can vary in duration even with the same Length value — zero crossings occur 
at different intervals depending on the source. To set a minimum duration for collections, use the Floor buttons (0, 25, 50, 100ms): a 
collection will only close once both the units count and the minimum time are met. 
The Stuck parameter further shapes the memory: it sets the chance that some units are not recorded at all — blending past and 
present in unpredictable ways. Fragments of the past may persist into the present, echoing through time like lingering memories. 
The playback manipulation happens in the central panel: Disorder introduces the chance for Fauve to pick collections in a non-linear 
order. 
Repeat and Freeze let Fauve loop the same collection multiple times.  
Absence acts as an amplitude modulator: turn it left to assign a random amplitude to each collection — for organic, dynamic 
variations; turn it right to drop parts of the signal to zero — introducing malfunctions or, with short Length values, a kind of raw 
distortion. 
The Rate parameter lets you detune or harmonize the playback, while enabling the Envelope switch applies a windowing shape to 
each collection — for smoother transitions or subtle, vibrating textures at higher rates. 
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A core block of Fauve’s language, the Mirage section. Here, you set the chance, triggered at each new collection, for Fauve to play 
either the source or its own processed vision. Smoo lets you shape the transition, from instant switches to smoother, more blended 
crossfades. Lean lets you shift the balance between left and right channels, while a switch allows for mono-syncing. 
You can independently control the amplitude of both Source and Process paths via the Monitor section. Two white LEDs indicate when 
the dream is active on each channel. 
Finally, the Sustain switch (bottom-right of the interface) allows Fauve to keep singing, even when no new input is detected. 

Fauve is a totem/series plugin, and like all totems, it follows its own logic. Timing in Fauve doesn’t rely on beats or note values — it’s 
driven by the material itself. Every operation is triggered by zero crossings, making the outcome deeply dependent on the source. 
Same settings, radically different results. 
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4.1 PARAMETERS AND CONTROLS 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1. Logos - Click on K-Devices logo for infos and link to this manual 
2. Presets - Click on arrows to change presets, click on preset name to enter preset manager 
3. Version - Product name and version 
4. Infos - When Infos toggle is enabled, hover on a parameter to get its description here 
5. Infos Toggle - Enable to show in-GUI parameters details 
6. Lock - Enable lock toggle to preserve key parameters values while browsing presets 
7. Skin - Set dark/light mode 
8. Floor - Set the minimum length required for collection to 0, 25, 50, 100ms  
9. Length - Set the number of wavesets to collect 
10. Stuck - Set the chance of skipping new collections 
11. Envelope - Apply envelope to playing collection 
12. Disorder - Set the chance to scramble across past collections 
13. Rate - Set the collection playback rate 
14. Absence - Handle volume: Left = randomize ; Right = drop 
15. Repeat - Set the chance to loop a collection 
16. Freeze - Loop a collection endlessly, equal to Repeat at 100% 
17. Mirage - Randomly switch between Source and Process 
18. Sync - Handle Mirage following a mono or stereo behaviour 
19. Lean - Distribute Mirage between left and right channels  
20. Led - Visualize Mirage action on left and right channels 
21. Smoo - Ease Mirage intervention 
22. Monitor - Balance output between Source and Process 
23. Sustain - Enable infinite sustain 
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Double click on an object restores its default value.
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