


FRACTURE XT // CREDITS

SOFTWARE DEVELOPMENT:

Thomas Hennebert : www.ineardisplay.com

Ivo Ivanov : www.ivanovsound.com

 
FRACTURE XT PRESETS: 

Ivo Ivanov : www.ivanovsound.com

Alex Retsis : www.alexretsis.com

Stephan Bobinger : soundcloud.com/stephan-bobinger

AUDIO DEMOS AND TUTORIAL VIDEOS:

Ivo Ivanov : www.ivanovsound.com

PRODUCT GRAPHICS: 
Ben Hook : https://www.facebook.com/0antireal/

ABOUT US: 
Glitchmachines was established in 2005 by sound designer and electronic musician Ivo 
Ivanov. For the first 5 years of our brand’s existence, we were focused on building 
handcrafted circuit-bent hardware instruments. We sold a limited number of units 
through boutique synthesizer retailers Analogue Haven and Robotspeak in California 
and we custom made instruments for numerous high-profile artists and sound 
designers. In 2010, we shifted our focus toward creative software plugins and sound 
effects packs.
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LEGAL:
We need your support to be able to continue to bring you new products - please do not 
share our plugins and packs illegally. Piracy directly affects all of the creative people 
whom work hard to bring you new tools to work with!

For full Terms & Conditions, please refer to the EULA (End User License Agreement) 
located in the DOCS folder with this product or visit the Legal page on our website. 

Glitchmachines ®    www.glitchmachines.com

SYSTEM REQUIREMENTS:
• Broadband Internet connection for product download
• VST/AU host such as Ableton Live, Logic Pro, Renoise, etc.
• Mac OS X 10.7 or higher (PPC not supported)
• Windows Vista or higher
• CPU with SSE2 support
• Minimum recommended CPU: Core 2 Duo, 2GHz

SETUP:
Unpack the GM_FXT .zip file and place the entire folder in any location of your 
choosing, such as an internal or external hard drive in your system. 

Navigate to the appropriate subfolder for your OS (Win or Mac), inside the 
FXT_INSTALLERS folder, and run the installer.

Launch your VST or Audio Unit DAW of choice, and instantiate the FRACTURE XT 
plugin on an Audio or Instrument Track (as an audio effect).

Windows Users : please take care to ensure that you’ve chosen the proper options 
during the installation dialog, where you’ll be prompted to choose the destination folders 
for the 32bit and 64bit versions of the plugin. In the event that the plugin does not 
appear in your DAW, it’s highly likely that you put both versions in the same folder in 
which case one of the files will overwrite the other. To remedy this, simply run the 
installer again and carefully select the appropriate folders for each architecture. 

We recommend that you store a backup of the original zip file in the event that you ever 
need to re-install the software. All links expire after 30 days for security reasons but 
assuming you purchased this product, you can always contact us to request a new 
download link: sales@glitchmachines.com

If you require tech support, you may reach us at: support@glitchmachines.com
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FRACTURE XT DESCRIPTION:
Fracture XT is a patchable glitch processor designed to facilitate the creation of mind-
bending malfunctions, contorted articulations and evolving digital textures. FXT is based 
on our free & critically acclaimed Fracture plugin, and builds on its strengths with the 
addition of a new granular processor as well as improved buffer, delay and multi-mode 
filter algorithms.  

FXT features four flexible LFO’s with various waveshapes, the ability sync to your host's 
clock, run at very slow rates and feed multiple modulation targets simultaneously. Add to 
this a patchable modulation matrix and extensive randomization options, and you get a 
worthy evolution of one of our most popular plugins.  

Our new grains processor makes it possible to create anything from moody drones to 
pointillist electronic patterns and beyond. Randomize the night away or get surgical and 
craft articulate patches with care.  Process anything from drum and percussion 
sequences to synth lines, sound effects and real-time input from your hardware synths, 
drum machines and noise boxes. 

FXT’s intuitive interface and diverse features make it simple to give your projects a 
unique technical edge. FXT features 105 factory presets from Ivo Ivanov, Alex Retsis 
and Stephan Bobinger. From mellow dub delays to dense holographic grain clouds, FXT 
brings a broad range of exciting effects to your sonic toolbox.

If you’re not familiar with our free plugin Fracture, take a look at the following page: 

http://glitchmachines.com/downloads/fracture/
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FRACTURE XT INTERFACE OVERVIEW:

FXT’s user interface is split into three sections:

• PROCESSING MODULES - the plugin’s main effects processing facilities

• PATCHBAY - the plugin’s modulation matrix where mod assignments are made

• FOOTER - the plugin’s utility section, including presets and the global menu

Parameters where numeric precision may be useful will display their respective values 
in the parameter label box whenever the associated sliders are moved. 
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BUFFER MODULE:

This module records a small portion of the input signal and loops it a certain number of 
times, as defined by the user. 

When it has finished looping, it automatically records the current input and starts looping 
again. The playback rate of the looped audio can be adjusted by the user.

It is possible for this module to get stuck looping a silent signal : in this case, try moving 
the Size and Times sliders to a lower position in order to buffer a new input.

This module has a dedicated multimode filter to shape its output.
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SIZE : adjusts the duration of the looped audio (from 1 Ms to 1 second)

SPEED : sets the playback speed of the buffered audio. The original playback speed is 
1.0 (you can revert to this value by double clicking on the slider). A value of 2 means 
that the audio will play twice as fast (one octave higher) and a value of 0.5 means that 
the audio will play twice as slow (one octave lower). Setting this parameter to a value of 
0 will stop the playback of the buffered audio. Negative values mirror the positive 
values, but the audio will play backwards.

TIMES : lets you set the number of times the audio should be looped before buffering a 
new input  (from 1 time to 64 times).

A LFO can be used to control the SIZE, SPEED and TIMES parameters. The LFO 
settings are all accessed in the LFO modules located at the left side of the patchbay. 
You can adjust the modulation depth for each parameter by using the small knobs 
located in the patchbay next to the corresponding patch point.

FILTER CUTOFF (CUT) : the cutoff frequency of the filter (from 60 Hz to 18000 Hz).

FILTER RESONANCE (RES) : the emphasis of the filter at the cutoff frequency (from 0 
to 100%).

FILTER TYPE : click & drag this icon (to the right of the RES slider) to choose the filter 
type bewteen lowpass, highpass, bandpass and notch:

A LFO can be used to control the cutoff frequency. The LFO settings are all accessed in 
the LFO modules located at the left side of the patchbay. You can adjust the modulation 
depth for each parameter by using the small knobs located in the patchbay next to the 
corresponding patch point.

RND : The header of the Buffer module features a dedicated randomizer which will set 
all of the module’s parameters to random values. 

LOWPASS HIGHPASS

BANDPASS NOTCH

�

�

�

�

GLITCHMACHINES  ®                                       VERSION 1.0                                                          © 2017



GRAINS MODULE:

This module buffers its input into a delay line and several playheads loop small random 
sections of the delay line at the same time (grains). 


The grains have an envelope applied to their amplitude which allows this effect to have 
a smoother sound than the raw sound of the Buffer effect. 


This module has a dedicated multimode filter to shape its output.
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SIZE : adjusts the duration of the looped audio (from 10 Ms to 500 Ms). The slider on 
the right side of the grain delay size is a jitter slider : it determines the percentage of 
random deviation from the base parameter value for each grain.

SPEED : sets the playback speed of the buffered audio. The original playback speed is 
1.0 (you can revert to this value by double clicking on the slider). A value of 2 means 
that the audio will play twice as fast (one octave higher) and a value of 0.5 means that 
the audio will play twice as slow (one octave lower). The slider on the right side of the 
grain delay speed is a jitter slider : it determines the percentage of random deviation 
from the base parameter value for each grain.

AMP JITTER : determines the amount of amplitude randomization for each grain.

A LFO can be used to control the SPEED and CUT parameters. LFO settings are all 
accessed in the LFO modules located at the left side of the patchbay. You can adjust 
the modulation depth for each parameter by using the small knobs located in the 
patchbay next to the corresponding patch point.

Note: the SIZE & AMP JITTER parameters are not available as mod targets, as they 
produce unacceptable behavior at certain modulation rates.

FILTER CUTOFF (CUT) : the cutoff frequency of the filter (from 60 Hz to 18000 Hz).

FILTER RESONANCE (RES) : the emphasis of the filter at the cutoff frequency (from 0 
to 100%).

FILTER TYPE : click & drag this icon (to the right of the RES slider) lets you choose the 
filter type between lowpass, highpass, bandpass and notch:

A LFO can be used to control the cutoff frequency. The LFO settings are all accessed in 
the LFO modules located at the left side of the patchbay. You can adjust the modulation 
depth for each parameter by using the small knobs located in the patchbay next to the 
corresponding patch point.

RND : The header of the Grains module features a dedicated randomizer which will set 
all of the module’s parameters to random values. 

LOWPASS HIGHPASS

BANDPASS NOTCH
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DELAY MODULE:

This module is a standard delay line with feedback control and adjustable mix. It 
features a variable input routing slider that allows you to either take input from the Buffer 
or Grains modules, or blend the incoming signals as desired. 

IN FX : allows you to determine which module will be feeding the delay processor.  All 
the way to the left will feed the delay with the output of the Buffer module, while all the 
way right will feed the delay with the output of the Grains module.  You may also blend 
the outputs of the Buffer & Grains modules: setting the slider directly in the middle will 
achieve this at a 50/50 ratio, or you may balance the effects coming into the delay 
asymmetrically by situating the slider as desired.

TIME : sets the delay time in milliseconds (from 1 Ms to 1000 Ms). When moving this 
parameter, the value will be interpolated and generate smooth pitch artifacts. You may 
click the small clock icon to lock the delay time to your host at various beat divisions.

FEEDBACK (FEED) : sets the amount of signal that is fed back from the output of the 
delay line to its input (from 0 to 100%).

MIX  : sets the ratio of regular/delayed signal from 0% (only regular signal) to 100% 
(only delayed signal).

A LFO can be used to control the TIME, FEEDBACK and MIX parameters. The LFO 
settings are all accessed in the LFO modules located at the left side of the patchbay. 
You can adjust the modulation depth for each parameter by using the small knobs 
located in the patchbay next to the corresponding patch point.

RND : The header of the Delay module features a dedicated randomizer which will set 
all of the module’s parameters to random values. 
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LFO MODULES :

The LFO modules are at the core of FXT’s modulation matrix. They are used to animate 
various parameters in order to give motion and depth to your patches.

Sync Toggle : if this parameter is engaged (to do this, simply click on the small clock 
icon - when engaged, this icon will be assigned the color Fuchsia), the rate of the LFO 
will be synced to the host tempo and the rate field will then allow you to dial in musically 
relevant divisions. 

LFO Rate : sets the frequency (speed) of the LFO. If sync is not active (the clock icon is 
gray), this value will be expressed in Hertz (from 0.01 Hz to 40 Hz). Otherwise it will be 
expressed in time divisions (from 8 bars to 1/128).

LFO Waveform Menu : this graphic menu lets you change the current waveform of the 
LFO. Click & Drag to choose one of the following LFO wave shapes:

Keep in mind that each of the four LFO modules can feed multiple patch points 
simultaneously.  This, together with the ability to cross modulate LFO rates, makes it 
possible to achieve highly complex and evolving patches.  

SINE ———————-> SQUARE —————->

SAW UP ——————> SAW DOWN ————->

TRIANGLE —————> SAMPLE & HOLD——>

SMOOTH RND———> 
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PATCHBAY:

FXT features a patchable modulation matrix which makes it possible to create extremely 
complex modulation assignments, if desired.  Of course there may also be times when 
you only want to modulate a single parameter or even leave the plugin totally un-
patched.

All un-patched parameter modulation input nodes are marked blue with a gray mod 
depth knob.  

To make an assignment, simply click & drag from one of the 4 LFO output nodes to the 
desired input node to the left of the parameter you would like to designate as a 
modulation target. 

When an assignment has been made, the corresponding node and mod depth knob will 
turn Fuchsia as a visual indicator to confirm that a mod assignment is made.

To clear individual assignments, simply right-click on the respective node once more to 
disconnect the virtual cable and thus break the assignment. 

If you wish to clear all of the connections simultaneously, simply click the small “CLEAR” 
button at the bottom-right section of the patchbay.

The patchbay also features two dedicated randomizers:

? LFOS = randomizes all 4 LFOs and their parameters

? MODS = randomizes all patch connections and modulation depth knobs
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OUTPUT:

The OUT module gives you control over two critical parameters:

AMP : the amplitude of the plugin’s output signal in decibels (-70 to +6 dB).

DRY / WET : the ratio of input/processed signal expressed in percent. At 0% the plugin 
will only output the original signal and at 100% it will only output the processed signal.

FOOTER:

The Footer section of FXT features the Preset browser and its associated parameters, 
as well as the Global Menu and the Global Randomizer.

PRESETS :

Clicking on the Save (S) button will open a dialog box that will let you save the current 
preset on your hard drive using the extension “.fxtp”.

Only the presets saved in the default preset folder (where the dialog box opens by 
default) will appear in the menu.

You can navigate through the presets either by clicking the drop-down menu, or by 
using the navigational arrows to increment/decrement though the list.

GLITCHMACHINES  ®                                       VERSION 1.0                                                          © 2017



RND : the global randomize function will randomize all of the plugin’s parameters 
simultaneously.  This can yield interesting creative results when you are running low on 
inspiration. 

Keep in mind, however, that you’ll still want to dial in some of the key parameters to 
make the most of your patches, since randomization in general can yield unwanted 
results.  

More often than not, you can tame an otherwise chaotic and possibly unusable patch by 
scaling back the value of modulation depth applied to the various parameters.

In particular, we recommend that you adjust the “LFO RATE” mod depth knobs after 
randomization, in order to fine-tune patches to a more useable state. This is important 
because cross modulating the LFO RATE parameters can result in extreme modulation 
jumps that tend to overwhelm the “motion” of a patch.

Keeping this in mind, it’s generally considered a “best practice” to audit your 
randomized patches in order to conform them to your needs.

GLOBAL CONFIG MENU:

The Global Config Menu houses various important functions that affect the plugin.

Note that the plugin’s current version number is displayed at the bottom of this menu.

INITIALIZE PARAMETERS :

This function will initialize all of the plugin’s parameters to their default state.

SAVE CURRENT STATE AS DEFAULT :

This function saves the current settings as the plugin’s default.  This is useful if you 
prefer for the plugin to launch with your customized settings.
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MIDI MAP :

FXT provides support for two common MIDI functions : MIDI CC learning and MIDI 
program changes.

MIDI LEARN: 

If your host does not provide a built-in MIDI learning system, you can assign MIDI CCs 
to most of FXT parameters from the plugin panel. To do so, you need to route MIDI data 
to the plugin in your host. As FXT is an effect plugin, most hosts will not pass it MIDI 
data by default. The manipulation to allow this depends on the host you are using so 
you should refer to the host documentation to find more information on how to configure 
this. 

Once you will have properly routed MIDI to the plugin, you can quickly assign a CC to 
one of FXT’s parameters by moving the desired control on your MIDI controller and then 
clicking on a knob/slider/button on the FXT panel while maintaining the ALT key 
pressed. 

A menu will show up with the option “ASSIGN TO LAST CC”. The MIDI control will now 
be mapped to the desired parameter. Nearly all the parameters available for automation 
in your host are also available for MIDI learning. 

You can easily cancel an individual mapping by using the same ALT-click menu and 
selecting the second option : “CLEAR CC MAPPING”.If you save the current project in 
your host, the mapping set will be saved along with the regular plugin data. This allows 
you to pick up where you left without having to manually recall the mapping set.

CLEAR: delete all the current CC mappings by using the Config menu and selecting

SAVE: manually save a mapping set by going to the Config menu and selecting

LOAD: manually restore a mapping set by using the Config menu and selecting
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MIDI PROGRAM CHANGE: 

FXT will react to incoming MIDI Program Change messages (but not the bank changes). 

By default these messages will do nothing. To load a preset when a MIDI Program 
Change is received, you need to save or copy some presets to the MIDI DIRECTORY 
(a folder labeled “MIDI”) located inside the Presets directory. This is the directory in 
which FXT will look for presets when receiving a Program Change message. 

To determine which preset to load, the plugin will sort them in alphabetical order. So, if 
you want to recall them in a specific order you should prefix the presets with a number 
as follows :

001_My_Preset
002_My_Other_Preset
003_Yet_Another_Preset
etc...

OPEN PRESETS DIRECTORY :

This function is essentially a shortcut to the dedicated folder where the plugin’s presets 
are stored.  You may manually populate this folder with .fxtp presets from another user, 
and/or generally access your preset files when needed.

GO TO CRASH LOG : 

This function is a shortcut to the dedicated folder where FXT’s crash logs are stored. In 
the event of a technical issue, please navigate to this folder and send us the associated 
crash log via email at: 

support@glitchmachines.com

Thanks for purchasing FRACTURE XT! 

Please check out the rest of our products at our website: www.glitchmachines.com
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