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Figure 1: Duck 2

Welcome to Duck 2, the volume envelope plugin from Devious Machines.

Duck applies a repeating volume envelope to the track it’s inserted on. The envelope can loop in sync
with your DAW’s tempo, or be triggered by MIDI notes, sidechain audio, or the track’s own transients.

Duck gives you complete control over volume ducking effects—from classic sidechain-style pumping
to subtle mix glue, rhythmic gating, tremolo, and creative sound design.

Why Duck?
Themost commonuse forDuck is to get thatmodern ‘sidechain compression’ soundwhere the volume
of other instruments is reduced to allow the key rhythmic elements through: typically the kick.

Duck lets you draw exactly the volume shape you want with predictable results, precise control, and
multiple trigger modes. You can also apply ducking to different frequency bands independently for
maximummix clarity.

New to Duck?
Start with the Quick Start guide to get your first ducking effect running in minutes.
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Upgrading from Duck 1?
CheckWhat’s New in Duck 2 for all the new features, then see the backwards compatibility notes if
you’re loading old sessions.

Need Help?
• Visit deviousmachines.com/support for FAQs and tutorials
• Contact us at deviousmachines.com/contact

Duck 2 User Manual — Devious Machines 2025
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What’s New in Duck 2
Duck 2 is a major update with significant new features while remaining largely backwards compatible
with your existing Duck 1 sessions.

Figure 2: Duck 2

Multiband Processing
Duck 2 introduces powerful multiband features:

• 3-band option—Split your audio into Low, Mid, and High bands for independent ducking control
• Unlink envelopes— Use different envelope shapes for each frequency band
• Switchable crossover slopes— Choose between 12, 24, or 48 dB per octave
• Linear phasemode— Eliminates phase shift at crossover points for pristine audio quality
• Spectrum analyser— Real-time frequency display to visualise your crossover settings

Enhanced Envelope Editing
Many features adapted from our Infiltrator plugin:

• Paint tools— Quickly draw rhythmic patterns with line, ramp, and step/gate tools
• Newcurveshapes—Sineandsawwave “wobbles” forLFO-stylemodulationwithin yourenvelope
• New curve types— 2D variable and spline shapes for more flexible curve drawing. Old exponen-
tial curves are automatically replaced with themore versatile 2D spline.

• Random shape generator— Instantly create new envelope variations

7



Duck 2 User Manual Devious Machines

• Envelope operations— Invert, reverse, rotate left/right, duplicate, and halve
• Nodemulti-select— Select andmovemultiple nodes at once
• Custom grid sizes— Set any grid division, not just the presets
• Musical grid subdivisions— Grid stays musically relevant when you change LFO speed (e.g., set
to 16ths and the grid remains 16ths even at different speeds)

• Adjustable swing— Real-time automatable swing for groove
• Improved shape library—More factory shapes, reorderable favourites, and custom shapeman-
agement

Trace Envelope
Automatically create ducking envelopes from audio:

• Trace WAV — Drop a kick sample (or any audio file) into Duck and it generates an inverted enve-
lopematching the audio’s dynamics

• Trace sidechain— Record from the sidechain input in real-time to create an envelope
• Multiband trace—When using unlinked envelopes, the audio is split through your crossover and
each band gets its own traced envelope

Speed and Timing
• Free Hz mode — Set the envelope speed in Hertz for tremolo effects or fine-tuning triggered
envelope lengths

• Additional speed settings—More bar and beat length options
• LFO continueswhen DAW stopped—Envelope keeps running for sound design and auditioning

Trigger Mode Improvements

Figure 3: Audio trigger settings with threshold, filter, and timing controls

• Loop and release modes — For MIDI and audio triggering, the envelope can sustain while held
and release when the trigger ends

• MIDI velocity control—Note velocity can control the depth of ducking

8
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• Improved audio triggering— Better threshold meter and trigger LED showing trigger positions
• Trigger settings lock— Prevent trigger settings from changing when browsing presets

Offset Control
The new Offset control combines the previous delay and lookahead features:

• Timing shift— Shift the envelope timing relative to your audio (-200ms to +200ms)
• Milliseconds or samples— Switch units for precise alignment
• Savedwith presets— Offset is now remembered per preset
• Lookahead in triggeredmodes— Positive offset adds lookahead (with corresponding latency)

Metering and Visual Feedback
• Gain reductionmeters— See exactly howmuch ducking is being applied to each band
• Improved oscilloscope— Better waveform display in the envelope editor

User Interface
• Resizable window— Freely resize Duck to suit your screen and workflow
• Undo and redo— Full undo history for envelope changes
• Bypass button— Quick bypass directly in the plugin window
• Modernised design—Updated visuals throughout

Other Improvements
• Snap to grid state saved— Remembers your snap preference
• Non-standard timesignatures—Proper support for 7/8, 5/4, andother irregular timesignatures
• Accessibility improvements— Better support for screen readers and keyboard navigation
• Improved stability— Various fixes and performance optimisations
• New factory presets— Fresh preset collection for Duck 2

Backwards Compatibility with Duck 1
Most Duck 1 sessions will load and sound the same, but be aware of these changes:

• Final envelope point timing — In triggered modes, the last point is now accurately used as the
final value. Previously, very steep slopes at the end might use an intermediate value. You may
need to adjust the final point in some curve shapes.

• Smoothing parameter — Smoothing has been slightly improved. Old patches are converted to
the new range automatically, but if you’ve automated smoothing youmight needminor tweaks.

9



Duck 2 User Manual Devious Machines

Installation and Licensing
Installation
Download the Duck 2 installer from the Devious Machines website. Run the installer and follow the
on-screen instructions. Duck is available in VST2, VST3, AU (Mac only), and AAX formats.

After installation, launch your DAW and insert Duck on an audio track. The plugin will start in demo
mode until you activate a licence.

Devious Machines Software Manager

Alternatively, use our Software Manager to install and activate Duck in one step. Download it from
deviousmachines.com/downloads.

Demo Mode
Duck runs in demomode for 14 days from first use. During demomode:

• All features are fully functional
• Saving is disabled— your Duck settings won’t be stored when you save your DAW project

Extending the Demo

If you needmore time to evaluate Duck, you can extend the demo for another 14 days. When the demo
expires, a dialog appears with options including Extend Demo. You can extend the demo twice.

Licensing and Activation
You can purchase a licence at any time from the Devious Machines website. Users of Duck 1 can buy a
discounted upgrade—see deviousmachines.com for details.

Activating Your Licence

Once you have an account:

1. Click themenu icon
2. Select License
3. Click LOGIN
4. Enter the account details from your order confirmation email
5. Duck will automatically activate

10
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Figure 4: License Dialog

To find out about what you license permits see deviousmachines.com/eula/eula.html.

Troubleshooting Activation
For step-by-step instructions, visit deviousmachines.com/using-licenses

If you’re still having trouble, contact support at deviousmachines.com/contact

Removing Your Licence
To remove your licence:

1. Click themenu icon
2. Select License
3. Click Remove Licence

This deactivates Duck on the current computer.

11

https://deviousmachines.com/eula/eula.html
https://deviousmachines.com/using-licenses/
https://deviousmachines.com/contact/


Duck 2 User Manual Devious Machines

Quick Start

Figure 5: Duck 2

Why Duck Exists
If you’ve ever listened to electronic dance music, you’ve heard the “pumping” effect—that rhythmic
surge where synths and pads seem to breathe in time with the kick drum. The kick hits, everything
else ducks out of the way, then swells back up before the next hit. It’s one of the defining sounds of
house, techno, and EDM.

The Traditional Way: Sidechain Compression

Traditionally, producers achieve this effect using sidechain compression. You insert a compressor on
your synth track, feed it the kick drum as a “sidechain” input, and the compressor automatically turns
down the synth whenever the kick hits.

This works, but it has limitations:

• Limitedcontrol over theshape. Compressorsgive youattackand releasecontrols, but youcan’t
precisely sculpt the curve. Youmightwant a sharp initial duck followedby a slow rise, or a gentle
dip that recovers quickly—compressors make this difficult.

• Dependent on the kick sound. The ducking shape is determined by the kick’s amplitude enve-
lope. Change your kick, and your ducking changes too.

• Unpredictable with complex rhythms. Double kicks or rapid consecutive hits can cause the
compressor to behave unexpectedly, retriggering mid-release or producing uneven ducking.
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• Requires a trigger signal. If you want ducking on beats where no kick plays, you need to set up
ghost kicks or a separate trigger track.

The Duck Approach: Draw Your Own Envelope

Duck takes a different approach. You draw a volume envelope, and Duck applies it in sync with your
DAW’s tempo. You can shape the curve however you like—the ducking isn’t derived from any audio
signal, so it stays consistent regardless of what’s happening in your mix.

Duck can also trigger from audio when you need it to, responding to a sidechain input or the plugin’s
own input signal.

Beyond the Pump: Transparent Mixing

While the dramatic pumping effect is what Duck is famous for, it’s equally useful as a subtle mixing
tool. By using gentler envelope shapes and lower amounts—especially combined with multiband
processing—you can carve out space for your kick and snare without the listener ever noticing an
effect is being applied.

This “transparent ducking” approach lets you push your mix louder and fatter by creating room for
transients to punch through, without the obvious stylistic pumping. The bass stays full, the kick cuts
through, and nobody knows you’re doing anything at all. It’s the difference between a mix that sounds
like it’s being processed and one that just sounds right.

Other Creative Uses

Duck isn’t just for sidechain-style effects. Because you’re drawing arbitrary volume envelopes, you
can use it for:

• Shaping drumenvelopes—Tighten up flabby kicks, add snap to snares, or reshape the decay of
toms. Use Plugin Input mode to trigger on each hit, then sculpt the envelope to taste.

• Gating patterns— Create rhythmic chops and stutter effects. Draw a stepped envelope to slice
sustained sounds into rhythmic patterns.

• Tremolo effects—Use the Free Hz speedmode to create classic tremolo at any rate, with com-
plete control over the waveshape. Go from smooth and subtle to aggressive and choppy.

But for this Quick Start, we’ll focus on the classic use case: that big, bold, unmistakable EDM pump.

Your First Ducking Effect
Let’s create the classic four-to-the-floor pump effect that you hear in housemusic.

1. Load Duck on a Track

Insert Duck on a track with sustained audio—synth pads, a chord stab, or a bassline work well. Avoid
tracks with lots of silence, as you won’t hear the effect.

13
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2. Check the Default Settings

When Duck loads, it’s already set up for basic pumping:

• Triggermode is set toRepeat (LFO), meaning the envelope loops continuously in syncwith your
DAW

• Speed is set to 1/4 (quarter notes), so the envelope repeats every beat
• The default envelope shape ducks down at the start of each beat and rises back up

Press play in your DAW. You should immediately hear the pumping effect.

3. Adjust the Amount

Figure 6: The Amount knob controls ducking depth

TheAmount knob (the large knob at the bottom) controls how deep the duck goes:

• At 100%, the audio is completely silenced at the lowest point of the envelope
• At 50%, you get a subtler pump
• Try different amounts to taste—for obvious, stylistic pumping, 70-100% works well. For trans-
parent “making space” ducking, try 30-50%.
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4. Shape the Envelope

Click and drag the points (nodes) in the envelope editor to reshape the curve:

• Drag nodes up or down to change the volume at that point
• Drag nodes left or right to change their timing
• Double-click to create a new node
• Double-click an existing node to delete it
• Drag the curve itself (between nodes) to adjust its shape

For classic house pumping, you want:

• A sharp drop right at the start of the beat (where the kick would hit)
• A smooth rise back to full volume before the next beat

Triggering from Your Kick
In Repeatmode, Duck cycles at a fixed rate—great for steady four-to-the-floor patterns. But what if
your kick pattern changes throughout the track, or you’re working with breakbeats and syncopated
rhythms?

Sidechainmodemakes Duck respond to your actual kick drum. The ducking follows your kick pattern
exactly, so it works with any rhythm and follows your arrangement—ducking only when your kick actu-
ally plays.

Here’s how to set it up in Ableton Live.

Setting Up Sidechain Routing in Ableton Live

Note: Use the VST3 version of Duck for sidechain functionality—the VST2 version doesn’t support
sidechain inputs in most DAWs.

1. Identify your tracks. You need:

• A track with the audio you want to duck (e.g., a synth pad)
• A track with your kick drum (this will trigger the ducking)

2. Insert Duck on the track you want to duck (the synth pad).

3. Enable sidechain input. In Ableton’s device view for Duck:

• Click the small arrow at the top-left of the plugin to reveal the sidechain routing
• Under “Sidechain”, select your kick drum track from the dropdown
• Make sure “Sidechain” is enabled (the button should be lit)
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Figure 7: Ableton’s sidechain routing panel for Duck

4. Switch Duck to Sidechain mode. In Duck’s interface:
• Click the trigger mode selector (shows “Repeat” by default)
• Select Sidechain

Figure 8: Select Sidechain mode

Configuring Duck for Sidechain Mode

Once in Sidechain mode, you’ll see some new controls:
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Figure 9: The trigger level meter and threshold slider

1. Trigger Level—This threshold determines how loud the kick needs to be to trigger the envelope.
Adjust until Duck triggers reliably on each kick hit but not on quieter sounds.

2. View the sidechain signal — Click the sidechain button in the editor toolbar to see the incom-
ing kick signal overlaid on the envelope display. This helps you see exactly when triggers are
occurring.

3. Adjust the envelope shape — Just like in Repeat mode, you can draw any shape you want. The
difference is that this shape plays once each time the kick triggers it, rather than looping con-
tinuously.

Fine-Tuning the Trigger

Click the settings icon next to the Trigger Level knob to access advanced options:

Figure 10: Audio trigger settings popup

This contains important controls to help prevent false triggers and double triggers that could occur
with complex input audio: - Filter— If your kick track has other sounds (hi-hats, snares), use the filter
to focus on just the low frequencies where the kick lives. - Hysteresis — Prevents double-triggering
by requiring the signal to drop below a certain level before it can trigger again. - Hold-off — Sets a
minimum time between triggers, useful for preventing rapid retriggering on kicks with long tails. -
Headphone icon—Lets you listen to the filtered trigger signal, helpful for dialling in the filter settings.
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Using Offset for Timing

If the duck feels slightly late, or you’d like the sound to be ducked just before the kick hits, use the
Offset control:

Figure 11: The Offset control

• Set a small positive value (try 1ms to 10ms) to make the envelope start slightly earlier
• This adds a tiny amount of latency to your signal, but ensures the duck is fully engaged by the
time the kick hits

Where to Go from Here
Now that you understand the basics, explore these features:

• Multiband processing—Duck only the low frequencies tomake room for your kick, while leaving
the highs untouched for a more transparent effect

• Shape library— Browse and save envelope shapes for quick recall
• Paint tools— Quickly draw rhythmic patterns using the step, line, and ramp tools
• MIDI triggering— Trigger the envelope fromMIDI notes for evenmore control
• Trace envelope — Drop a kick sample onto Duck and it will automatically create a matching en-
velope shape
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Techniques
Duck is a volume shaping tool. At its core, it applies an envelope to your audio’s volume over time. This
simple concept opens up a wide range of creative and practical applications.

Sidechain Pumping
The classic Duck effect. Your audio ducks down when a kick drum hits, then swells back up, creating
the rhythmic pumping sound heard in electronic dancemusic.

Figure 12: A classic sidechain pumping envelope

How to set it up:

1. Insert Duck on the track you want to pump (synths, pads, bass)
2. Route your kick drum to Duck’s sidechain input
3. Set the trigger mode to Sidechain
4. Adjust the envelope shape—a quick attack and smooth release creates the classic pump

The envelope length controls how long each pump cycle lasts. Sync it to your tempo for tight, musical
results.

Subtle Mix Ducking
Not all ducking needs to be obvious. Duck excels at creating space in amix without the listener notic-
ing any effect at all.
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Making room for the kick:

Use multiband mode to duck only the low frequencies when the kick hits. The high end stays un-
touched, so the sound remains present while the bass clears out of the kick’s way.

Figure 13: Multiband ducking: the low band ducks while the high band stays at full volume

1. Enable multiband processing with two envelope bands enabled
2. Leave the low ducking amount in themultiband panel on maximum
3. Set the high band to minimum

Tremolo
Tremolo is smooth, continuous volumemodulation—think of a guitar amp’s tremolo circuit or a Rhodes
electric piano.
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Figure 14: A smooth sine wave envelope for classic tremolo

How to set it up:

1. Set the trigger mode to Repeat so the envelope cycles continuously
2. Use a smooth, rounded envelope shape (the Spline curve type works well)
3. Set the speed to match your song’s tempo—1/8 notes for a gentle pulse, 1/16 for faster shimmer,

or use Free Hzmode for a more organic feel where the speed isn’t synchronised to the beat
4. Keep the envelope depth moderate; you want movement, not dramatic volume swings

Experiment with the envelope shape. A sine-like curve gives classic tremolo; asymmetric shapes cre-
ate more complex rhythmic movement.

Gating
Gating creates hard, rhythmic volume cuts—choppy, staccato patterns that can transform sustained
sounds into percussive rhythms.
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Figure 15: A rhythmic gating pattern

How to set it up:

1. Set the trigger mode to Repeat
2. Create a square-shaped envelope with sharp transitions
3. Use faster speeds (1/8 or 1/16 notes) for classic trance gates
4. The Steps paint tool is useful for drawing gate patterns quickly

For more complex patterns, extend the envelope length to 2 or 4 bars and draw a custom rhythm.

Drum Trimming
Tighten up drum sounds by using Duck to shape their tails. This is especially useful for cleaning up live
drum recordings or shaping samples.
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Figure 16: An envelope for tightening drum tails

How to set it up:

1. Insert Duck on your drum track
2. Set the trigger mode to Input—the envelope triggers from the drum hit itself
3. Create a short envelope that cuts the tail after the initial transient
4. Adjust the release shape to control how abruptly the sound stops

This technique works brilliantly for making kicks punchier, shortening snare tails, or creating tight,
controlled tom sounds.

Gated Reverb
The classic 80s drum sound. A reverb tail that cuts off abruptly rather than fading naturally.

How to set it up:

1. Insert a reverb on your drum track (or a drum bus)
2. Insert Duck after the reverb
3. Set trigger mode to Input—the drum hit triggers the envelope
4. Create an envelope that holds at full volume, then drops sharply
5. Time the envelope so the reverb cuts off after 200-400ms (experiment to taste)

The key is the sharp cutoff. The envelope length controls howmuch reverb tail you hear before it gates.

Alternative: sidechain from a separate drum track

If your reverb is on a send/return channel, insert Duck after the reverb and route your dry drums to
Duck’s sidechain input. Set trigger mode to Sidechain. This gives the same result but keeps your
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reverb on a separate bus.

Tips for All Techniques
• Start with a preset that’s close to what you want, then adjust from there
• Use the scope display to see exactly how Duck is affecting your audio
• Multibandprocessing lets you apply different amounts of ducking to different frequency ranges
• The offset control shifts where the envelope sits relative to the trigger—useful for fine-tuning
the feel
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Presets and Menu
Duck comeswith a library of factory presets to get you started, and you can save your own presets for
quick recall.

The Preset Bar

Figure 17: The preset bar at the top of Duck’s interface

Thepresetbar sitsat the topofDuck’s interface. It shows thecurrentpresetnameandprovidesaccess
to preset navigation and themain menu.

Preset Name

Click the preset name to open the preset browser.

Arrow Buttons

Use the left and right arrows tostep throughpresets sequentially. This is handy for auditioningpresets
quickly without opening the browser.

Menu Button

Click themenu icon to access Duck’s main menu:
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Editing

• Undo—Undo the last changemade to the preset
• Redo— Redo the last undone change

Preset Operations

• Init preset— Reset Duck to default settings
• Manage presets…— Open the user presets folder

Trace Envelope

• TraceWAV…— Create an envelope shape from an audio file
• Trace sidechain— Capture the current sidechain input as an envelope shape

See the Trace Envelope chapter for details on these features.

Settings and Help

• Settings…— Open the settings dialog
• Manual— Open the online documentation
• Support— Visit the Devious Machines support page
• About— View version information and credits
• License— Enter your license key or view license status

Preset Browser

Figure 18: The preset browser

Click the preset name to open the browser. Presets are organised into folders by category.
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Navigating

• Click a folder to expand it and show its presets
• Click a preset to load it immediately
• Use the search field to filter presets by name
• Click the close button to exit the browser and return to themain interface

Saving Presets
To save your current settings as a preset click the floppy disk icon in the preset bar.

You can choose to save as the default preset (loadedwhen youfirst openDuck) or as a newpresetwith
a custom name.

Save Location

User presets are saved to:

Platform Path

Mac ~/Library/Application Support/DeviousMachines/Duck/Presets
Windows %APPDATA%\DeviousMachines\Duck\Presets

You canmake subfolders in the Presets folder to organise your presets.

Upgrading from Duck 1
If you haveDuck 1 presets, Duck 2 imports themautomatically on first launch. Your presetswill appear
in the browser alongside the factory presets.

Existing DAW projects that use Duck 1 should open with their Duck settings intact—Duck 2 reads the
original preset format.

Init Preset
To reset Duck to its default state, open the main menu and select Init preset. This clears all settings
and returns to the default envelope shape.
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Editing Envelopes
The envelope editor is where you design the volume shape that Duck applies to your audio. It’s a visual
curve editor where you place nodes (breakpoints) and adjust the curves between them.

Figure 19: Envelope Editor

Understanding the Display
The envelope editor shows time on the horizontal axis and volume on the vertical axis:

• Left to right represents time through one cycle of the envelope
• Top is full volume (no ducking)
• Bottom is silence (maximum ducking)

The ruler along the top shows beat divisions. A position marker moves across the display showing
where Duck is currently playing in the envelope.
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Nodes

Figure 20: Node Selection

Nodes are the control points that define your envelope shape. Each node has a position (time) and a
value (volume level).

Creating Nodes

Double-click anywhere in the editor to create a new node at that position.

Moving Nodes

Click and drag a node to move it. The node snaps to the grid if snapping is enabled.

When you drag a node horizontally, it cannot pass through other nodes. This keeps your envelope in a
valid state.

Modifier keys while dragging:

• Shift— Temporarily disable snap
• Option (Alt) — Constrain movement to one axis (horizontal or vertical)
• Control— Fine adjustment mode for precise positioning
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Deleting Nodes

SelectanodeandpressDeleteorBackspace. Thefirstand lastnodescannotbedeletedas theydefine
the envelope boundaries.

Context Menu

Right-click on a node to open the context menu:

• Delete— Remove the selected node(s)
• Duplicate— Copy selected nodes (whenmultiple nodes are selected)

Multi-Select

Figure 21: Multi-Select

Select multiple nodes to move or delete them together:

• Click and drag on empty space to draw a lasso selection around nodes
• Command-click (Mac) / Ctrl-click (Windows) to add or remove individual nodes from the selec-
tion

• Command-A selects all nodes

When multiple nodes are selected, dragging one moves them all together, maintaining their relative
positions.
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Duplicating Nodes

With multiple nodes selected, press Command-D to duplicate the selection. The duplicated nodes
appear immediately after the original selection. This is useful for creating repeating patterns.

Curve Types

Figure 22: Curve Selector

The curve between each pair of nodes can have different shapes. Click on a curve to select it and
reveal the shape selector.

Available Shapes

Shape Description

Smooth A flexible curve with a one-dimensional bend control. Drag the curve up or down to
adjust.

Smooth
2D

A flexible curve with a two-dimensional bend control. Drag the curve handle in any
direction to shape it.

Spline A smooth continuous curve that passes through all nodes. Creates natural, flowing
shapes.

S-Curve An S-shaped curve that eases in and out. Good for smooth transitions.
Sine A sine shape that repeats at intervals you can define by dragging the curve handle

around.
Saw A saw shape that repeats like the sine shape.

The saw-tooth and sine shapes will follow any swing defined in the grid menu but the swing won’t show
visually in the editor. This may be fixed in a future version. ### Adjusting Curve Bend

For Smooth and S-Curve, drag directly on the curve line to adjust its shape:
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• Drag up to bend the curve upward (convex)
• Drag down to bend the curve downward (concave)

ForSmooth2D, ahandleappearson thecurve that youcandrag in twodimensions, givingmorecontrol
over the curve shape.

Grid and Snapping
The grid helps you align nodes precisely. When snap is enabled, nodes lock to grid lines as you drag
them. Hold Shiftwhile dragging to temporarily disable snap.

For full details on grid size, custom divisions, swing, and snapping options, see the Editor Toolbar
chapter.

Zoom and Scroll
When your envelope is longer than one bar, or when you want to see fine detail:

Zooming

• Scroll wheelwhile holding Command to zoom in and out
• Use the zoom buttons in the bottom toolbar

Scrolling

• Scroll wheel to scroll horizontally when zoomed in
• Click and drag the scroll bar at the bottom

Keyboard Shortcuts

Shortcut Action

Delete / Backspace Delete selected nodes
Command-A Select all nodes
Command-D Duplicate selected nodes
Command-click Add/remove node from selection

Modifier Keys While Dragging

Modifier Action

Command Temporarily toggle snap on/off
Option (Alt) Constrain to one axis (horizontal or vertical)
Control Fine adjustment mode
Shift Lock curve handle to vertical adjustment only
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Editor Toolbar
The editor toolbar provides quick access to envelope editing tools and display options. It’s split into
two bars: one above the envelope editor and one below.

Top Toolbar

Figure 23: Top Toolbar

Paint Tools

The paint tools let you draw envelope shapes quickly:

• Edit— Standard node editing mode. Click to select, drag to move, double-click to add nodes.
• Ramp Up— Draws upward ramps at the current grid size
• Ramp Down— Draws downward ramps at the current grid size
• Step— Draws flat horizontal segments at the current grid size
• Gate Step— Draws steps with 50% signal and 50% silence at the current grid size

To use a paint tool, select it from the toolbar, then click and drag in the envelope editor. The tool
remains active until you select another tool or press Escape.

Quick Edit Buttons

These buttons provide one-click access to common envelope operations:

• Clear— Removes all nodes, resetting to a flat line at the top
• Nudge Left/Right—Shifts the envelope left or right by one grid step, wrapping around. HoldAlt
for fine control.
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Random Shape Generator

Figure 24: The random shape generator

Generate random envelope shapes. Hover over the button to reveal different randomisation styles:

• Ramps— Random peaks and valleys with smooth ramps between them
• Gates— Random on/off gate patterns
• Euclidean — Step patterns based on Euclidean rhythms, which distribute a number of hits as
evenly as possible across the grid. These naturally generate rhythms found inmanymusical tra-
ditions.

• Steps— Random stepped sequences
• Shape— Smooth, organic spline curves

The current grid size directly controls the density of the generated shapes. A finer grid (1/16 or 1/32)
produces more complex patterns with more nodes, while a coarser grid (1/4 or 1/2) creates simpler
shapes. Set the grid to match the rhythmic subdivision you want before generating.
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Envelope Operations Menu

Figure 25: The envelope operations menu button

Click to open the envelope operations menu:

Operation Description

Copy Shape Copies the current envelope to the clipboard
Paste Shape Pastes a previously copied envelope. Also accepts

shapes copied from Infiltrator.
Clear Removes all nodes, leaving a flat line
Rotate Left/Right Shifts the envelope left or right, wrapping around
Invert Flips the envelope vertically (high becomes low)
Reverse Flips the envelope horizontally (plays backwards)
Quantise Snaps all nodes to the current grid
Double Length Doubles the cycle length, leaving the second half

empty for editing. Affects all bands.
Repeat Doubles the cycle length and copies the envelope

into the second half. Affects all bands.
Halve Length Removes the second half and halves the cycle length.

Affects all bands.

Note: Double Length, Repeat, and Halve Length are only available from this toolbar menu—they don’t
appear in the right-click context menu because they affect all envelopes simultaneously.
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Snap Toggle

Figure 26: The snap toggle button

Toggle grid snapping on or off. When enabled, nodes snap to the grid divisions as you drag them. Hold
Commandwhile dragging to temporarily toggle snap.
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Grid Size

Figure 27: The grid size selector

Click to choose the grid division. The grid controls both the visual display and snapbehaviour, and also
determines the density of shapes created by the paint tools and random generator.

Beat Sync Mode When Duck is synced to your DAW tempo, the grid uses musical divisions:

• 1/2, 1/4, 1/8, 1/16, 1/32, 1/64— Standard musical divisions

The grid lines appear in the editor background. Major divisions are brighter than subdivisions.

Hz Mode When Duck is in Free Hz mode, the grid shows the number of segments the envelope is
divided into (2, 4, 8, 16, 32, or 64) rather thanmusical note values.

Custom Grid Sizes For triplets or other non-standard divisions, type a custom value in the text field
at the bottom of the grid popup. In beat syncmode, enter values as fractions:

• 3/16— Triplet sixteenths
• 3/8— Triplet eighths
• 5/16— Quintuplet sixteenths

Swing Swingwarps theenvelope timing tocreateashufflefeel,movingyourexistingnodes toswung
positions. The swing control appears in the grid size popup when available and can be automated.
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Swing requires beat sync mode and a speed that contains an even number of swing divisions. For
example, swing on 8ths requires the envelope to span at least two 8th notes.

• 0%—No swing, straight timing
• Higher values— Push off-beats later for a shuffle feel

Choose whether swing applies to 8th notes or 16th notes using the buttons next to the slider.

Y-Axis Snapping Nodes also snap vertically to the Y grid lines, helping you create precise envelope
shapes.

Bottom Toolbar

Figure 28: The bottom toolbar with shape library

Shape Library

The shape library bar shows thumbnails of your favourite shapes. Click any thumbnail to load that
shape. See Shape Library for full details.

Scope Display

Toggle buttons to show audio signals overlaid on the envelope:

• Sidechain (red) — Shows the incoming sidechain signal. Only visible in Sidechain or Input trigger
modes.

• Output— Shows the processed output signal

This helps you see exactly how the envelope affects your audio and verify that triggers are being de-
tected correctly.

Whenbothscopesareenabled, theyoverlayon topofeachotherbydefault. Youcanchangethis inSet-
tings (from themain menu) using the Sidechain scope display option—choose Overlaid or Stacked.

Zoom

• + button— Zoom in for more detailed editing
• − button— Zoom out to seemore of the envelope
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Grouping

Figure 29: Group Selector

Grouping lets you edit the curve shape of several instances of Duck simultaneously. Curves in the
same groupwill be exact copies of one another—any changesmade to any one instance in a groupwill
update across all instances.

There are up to four groups (A, B, C, D) available in any given DAW session.

Why Use Grouping?
When you’re duckingmultiple tracks against the same source—say, ducking synths, pads, and bass all
against your kick—you may want them to share the same envelope shape. Grouping makes this easy
to set up and adjust.

Put all your instances of Duck in the same group, then tweak the envelope shape on any one of them.
Every instance updates instantly, so you can fine-tune the feel of your entire mix from a single plugin
window. If you later change your kick drum or adjust the groove, one edit fixes everything at once.
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Linking Multiple Duck Instances

Figure 30: Group Popup

For example:

1. You have two instances of Duck that you want to duck in time with a kick, using the same curve
shape.

2. Select the first instance, click the Group button and selectA from the popup.
3. Then in your second instance, do the same process and the curve shape will change to match

the first instance.
4. After that, any changes youmake on either instancewill be copied over to the other in the group.

Returning to the Original Shape
If youwant to remove a Duck instance from the group and return to its original shape, you can do so by
going to the groupmenu and selecting the Off button.

Notes
• Grouping only works if you use the same type of plugin for all instances (VST/VST3 or Audio Unit)
• Logic Pro and Reaper: groups may not work correctly if you have multiple projects open at the
same time.
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• Only the envelope shape is shared between grouped instances. Speed, smoothing, offset, and
all other settings remain independent for each instance because of a technical limitation that
would break automation accuracy in DAWs.

41



Duck 2 User Manual Devious Machines

Shape Library
The Shape Library stores envelope shapes for quick recall. Duck comes with a collection of factory
shapes, and you can save your own custom shapes to build a personal library.

The Shape Bar

Figure 31: The shape bar showing favourite envelope shapes

At the bottom of the envelope editor, you’ll see a row of shape thumbnails. These are your favourite
shapes—click any thumbnail to instantly load that shape into the editor.

The… button at the end opens the full Shape Library browser.
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Shape Library Browser

Figure 32: The shape library browser with all saved shapes

Click… to open the browser, which displays all your favourite shapes in a grid.

• Single-click a shape to load it
• Double-click to load and close the browser
• Drag shapes to reorder them–the order here determines the order in the shape bar

Saving Custom Shapes
To save the current envelope as a new shape:

1. Design your envelope in the editor
2. Open the Shape Library browser (click…)
3. ClickAdd Current Envelope

Yourshape is saved immediately andadded toboth the libraryandyour favourites. Newly savedshapes
appear highlighted so you can easily spot them.
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Reordering Shapes
Drag shapes within the browser grid to rearrange your favourites. The order you set here is reflected
in the shape bar at the bottom of the editor—put your most-used shapes first for quick access.

Deleting Shapes
Right-click on a shape in the browser to open the context menu, then select Delete.

• User shapes are moved to the trash
• Factory shapes are only removed from your favourites list (the original file is preserved, so you
can add it back later)

Factory vs User Shapes
Duck includes a set of factory shapes that cannot be modified or deleted. When you save custom
shapes, they’re stored separately in your user settings folder.

Resetting to Factory Defaults
Right-click on any shape in the browser and select Reset to factory defaults to restore the original
factory shapes. Thiswill move all user-created shapes to the trash and reset your favourites list to the
factory defaults.

File Locations
Shapes are stored as .dmlfo files:

Type Mac Windows

User shapes ~/Library/Application
Sup-
port/DeviousMachines/Duck/shapes/

%APPDATA%\DeviousMachines\Duck\shapes\

Factory shapes /Library/Application
Sup-
port/DeviousMachines/Duck/shapes/

C:\ProgramData\DeviousMachines\Duck\shapes\

Your favourites list is stored as favourites.xml in the user shapes folder.
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The Lower Panel
The lower panel contains Duck’s main controls, arranged left to right.

Tip: Double-click any knob to type a value directly.

Figure 33: The lower panel controls

Speed

Figure 34: The Speed control

The Speed control sets how fast the envelope plays.

Click the note icon to switch to Syncmode, or Hz to switch to Free Hzmode.

Sync Mode

InSyncmode theenvelope locks to yourDAW’s timeline. Jumptobar 17 and theenvelopewill beexactly
where it would be if you’d played through from the start.

Click the speed display to open the speed selector menu, or click and drag to adjust directly.

Free Hz Mode

Sets the envelope speed in Hertz, independent of tempo. The envelope free-runs with no phase lock
to the DAW.
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Click and drag to adjust the speed—there’s nomenu in this mode.

Free Hz is useful for:

• Tremolo effects at specific rates
• Fine-tuning envelope length in triggeredmodes
• Sound design where tempo sync isn’t needed

Left/Right Arrow Buttons

The arrow buttons step through speeds quickly. In beat syncmode, they skip triplet and dotted values,
moving only through themain divisions: 1/16, 1/8, 1/4, 1/2, 1 Bar, 2 Bars, and so on. This lets you rapidly
audition different speeds without stopping at every variation.

In Hz mode, the arrows use smart step sizes—smaller steps at low frequencies for fine control, larger
steps at high frequencies for quick navigation.

Smoothing

Figure 35: The Smoothing control

The Smooth control applies a low-pass filter to the envelope output, rounding off sharp transitions in
the volume curve.

When theenvelopechanges rapidly—especiallywith sharpcornersor step shapes—thesuddenvolume
change can cause audible clicks or harsh artefacts. Smoothing softens these transitions by slowing
down how quickly the volume can change.

Use smoothing to: remove clicks caused by sharp envelope corners, and eliminate artefacts from
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step/gate patterns.

Start with smoothing at zero—only add it if you hear problems or want a softer sound.

Smoothing in REPEAT mode is applied to the envelope in advance so that, if for example you have a
ducking shapestartingoneachbeat theenvelopewill have smoothed to theminimum level by the time
the beat hits.

Offset

Figure 36: The Offset control

TheOffsetcontrol adjusts the timing relationshipbetween theenvelopeandyouraudio. See theOffset
Control chapter for full details.

ClickMS or SAMPS to switch betweenmilliseconds and samples.
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Trigger Mode

Figure 37: The trigger mode selector

The trigger mode selector determines how Duck’s envelope is triggered. Click it to choose between:

• Repeat— The envelope loops continuously in sync with your DAW tempo
• MIDI— The envelope triggers from incoming MIDI notes
• Sidechain— The envelope triggers from audio routed to Duck’s sidechain input
• Input— The envelope triggers from the audio on the track Duck is inserted on

See the Trigger Modes chapter for detailed information on eachmode.
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Trigger Level

Figure 38: The trigger level meter and threshold

In Sidechain and Input modes, the Trigger Level knob sets the threshold at which incoming audio trig-
gers the envelope.

• A meter shows the current input level (after filtering)
• Adjust until Duck triggers reliably on the hits you want
• Use the advanced settings (cog icon) to fine-tune with filter, hysteresis, and hold-off controls
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Velocity Scale

Figure 39: The velocity scale control

In MIDI mode, the Velocity Scale control determines howmuch MIDI note velocity affects the ducking
amount.

• At 0%, all notes produce the same duck depth regardless of velocity
• At 100%, velocity has maximum effect—soft notes produce gentle ducks, hard notes produce
deep ducks

This is useful for expressive ducking that follows the dynamics of a MIDI performance.

In the velocity settings (cog icon), you can also choose thebehaviour of velocity scaling and switch to a
modewhere theDuck output level is controlled by velocity instead so it behavesmore like a traditional
synth envelope.
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Trigger Settings

Figure 40: The trigger settings button

Click the cog icon to open advanced trigger settings. The available options depend on the current
trigger mode:

• MIDI mode—Note range and velocity scaling
• Sidechain/Input modes— Threshold, hysteresis, hold-off, and filter settings

See the Trigger Modes chapter for details on each setting.
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Trigger Settings Lock

Figure 41: The trigger settings lock button

Click the lock icon to prevent trigger settings from changing when browsing presets. This is useful
when you’ve carefully configured your sidechain routing and threshold, and want to audition different
envelope shapes without losing your trigger settings.
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Trigger Indicator

Figure 42: The trigger indicator lamp

In all triggeredmodes (MIDI, Sidechain, and Input), a small indicator lamp shows trigger activity:

• Bright flash— A trigger was received and the envelope is firing
• Dimmer flash— In MIDI mode, a note was received but filtered out (outside your note range)
• Steadyglow— In loopmode, indicates anote/trigger is beingheld and theenvelope is sustaining
• Off—No trigger activity

This is helpful for confirming your routing is working and seeing exactly when triggers occur.
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Offset Control

Figure 43: Offset Control

The Offset control adjusts the timing relationship between Duck’s envelope and your audio. It shifts
when the ducking effect occurs relative to the trigger or LFO cycle.

Range: -200ms to +200ms (or -9000 to +9000 samples)

Understanding Offset
• Positive values make the envelope start earlier relative to the audio—useful for ensuring the
duck is fully engaged before a kick or transient hits.

• Negative values delay the envelope, letting the initial transient pass through before ducking be-
gins.

Units
Click MS or SAMPS to switch between milliseconds and samples. The value automatically converts
when switching units.

• Usemilliseconds for tempo-independent timing
• Use samples for precise, sample-accurate alignment (useful when compensating for specific
plugin latencies)

Mode-Specific Behaviour
In LFOmode: Offset shifts the LFO phase without adding latency. This allows you to fine-tune where
the envelope sits within each bar or beat.
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In Triggered modes: Positive offset values add latency to your signal path. Duck delays the audio so
the envelope can “look ahead” and begin ducking before the trigger arrives. The tooltip displays the
current latency when active.

Typical Uses
• Compensate for latency introduced by other plugins in your sidechain routing
• Align the duck precisely with transients when using external triggers
• Create pre-ducking effects where the level drops just before the beat
• Fine-tune the groove by shifting the envelope slightly ahead or behind the beat
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Trigger Modes

Figure 44: The trigger mode selector in the lower panel

Duck’s envelope can be triggered in four modes:

• REPEAT – Uses an LFO to apply a regular, rhythmic volume shape
• MIDI – Follows incoming MIDI notes
• SIDECHAIN – Responds to audio from another track
• INPUT – Uses the audio input from the same track Duck is on to shape its volume

The Midi and Sidechain modes are ideal when you want to trigger Duck from another instrument or
drum on a separate track. For example, you might sidechain or midi trigger from a kick drum track to
create ducking that follows the rhythm of your drums.

Inputmode ismost useful to shape an existing soundwith a clear sharp attack, for example to tighten
up drum hits by using Duck to shape your sounds volume envelope in a very precise way that’s more
controllable and flexible than a gate or transient shaper.

Repeat Mode
The envelope loops continuously, synced to your DAW’s tempo. This is the default mode and the sim-
plest to use.

Use Repeat modewhen:

• You want a consistent predictable effect on every beat
• You are doing sidechain style ducking and your music has a steady kick pattern (house, techno
etc.)

• You want the effect to be continuous
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In Repeat mode, the envelope keeps cycling regardless of what’s happening in your audio. The Speed
control determines how often it repeats.

MIDI Mode
The envelope triggers each timeDuck receives aMIDI note. This gives you precise control over exactly
when Ducks’ envelope is triggered.

This is a useful mode when you’re working with breakbeats or other irregular rhythms, or if you only
want the effect to happen when your kick or other input source is actually playing.

Setting Up MIDI Routing

Route MIDI from your trigger source (kick drum track, sequencer, or controller) to Duck. Each DAW
handles this differently—typically you’ll set Duck as the MIDI output destination for your trigger track.

MIDI Settings

Click the settings icon to open the MIDI settings popup:

Figure 45: MIDI trigger settings: note range and velocity scaling

• Note Range—Set theminimumandmaximumMIDI notes that will trigger Duck. Use this to filter
out unwanted notes. For example, if your MIDI is coming from a drum track, set the range to just
the kick drum note so hi-hats and snares don’t trigger.

• Velocity Scaling — Controls howmuch note velocity affects the envelope. The direction button
(up/down arrow) sets whether harder notes producemore output or deeper ducks.

Loop and Release

These options control envelope behaviour during and after a trigger:

• Loop — While the trigger is active, the envelope repeats the region between the loop markers.
When enabled, draggable loop markers appear in the envelope editor so you can define exactly
which portion repeats. This creates a sustained effect for as long as the note is held or the audio
stays above threshold.
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• Release—When the trigger ends, the envelope exits the loop and plays through to the end of the
envelope. This creates a natural tail rather than an abrupt stop.

Figure 46: Loopmarkers appear in the envelope editor when Loop is enabled

With both off, the envelope plays once per trigger. With Loop on but Release off, the envelope loops
indefinitely until the trigger ends, then stops immediately. With both on, the envelope loops while
triggered, then plays out the remainder when released.

Sidechain Mode
The envelope triggers from peaks in an external audio signal. This is closer to traditional sidechain
compression, but with Duck’s precise envelope control.

Setting Up Sidechain Routing

Route audio from your trigger source (usually a kick drum track) to Duck’s sidechain input. In most
DAWs, you’ll find this in Duck’s plugin header or routing section.

To see the sidechain audio in Duck’s display, click the sidechain button in the editor toolbar.

Trigger Settings

Click the settings icon to open the trigger settings popup:
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Figure 47: Audio trigger settings: threshold, timing, and filter controls

Threshold and Timing:

• Threshold— The level the audio must exceed to trigger the envelope. Adjust until Duck triggers
reliably on the hits you want.

• Hysteresis—Howmuch quieter the signalmust get before it can trigger again. Prevents double-
triggering on sounds with complex transients.

• Hold-off — Minimum time between triggers. Use this if hysteresis alone isn’t preventing un-
wanted retriggering.

Filter: Enable the filter to focus trigger detection on specific frequencies. This is useful when your
sidechain source containsmultiple elements, For example if you want to trigger from the kick in a full
drum loop while ignoring the snare and hi-hats.

• Frequency— Centre frequency of the filter
• Bandwidth—Howwide the filter is

Click the headphone icon to monitor the filtered signal. This lets you hear exactly what Duck is using
for trigger detection.

Loop and Release

These work the same as in MIDI mode. When Loop is enabled, loop markers appear in the envelope
editor. The envelope repeats the marked region while the audio stays above threshold. With Release
enabled, the envelope plays through to the end when the signal drops.

Input Mode
The envelope triggers from peaks in the audio on the track where Duck is inserted.

You can use Input mode for a variety of creative tasks when you might otherwise have used a gate,
compressor, transient shaper or track automation in your DAW.

For example chopping drum hits to shorten them, or adding or reducing the transients at the start of
a percussion sound.
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How It Works

Similarly to Sidechain mode, Duck analyses the incoming audio and triggers the envelope when it de-
tects a peak above the threshold.

Trigger Settings

The same settings are available as in Sidechain mode: threshold, hysteresis, hold-off, and filter. The
filter is particularly useful here for isolating specific elementswithin amixed signal—for example, trig-
gering only on kick hits within a drum loop.
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Multiband Processing
Duck includes optional multiband processing, allowing you to apply different ducking amounts to sep-
arate frequency ranges. This is useful when you want to duck only certain parts of the spectrum—for
example, ducking the low frequencies while leaving the high frequencies untouched.

How to Enable Multiband

Figure 48: Click the power button on the Multiband header to enable multiband processing

TheMultiband panel is located on the left side of Duck’s interface. Click the power button on theMulti-
band header strip on the left (see image) to enable multiband processing. When enabled, the panel
expands to reveal the full multiband controls.
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The Multiband Panel

Figure 49: Multiband Panel
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Frequency Graph

Figure 50: Frequency Graph
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The main display shows the frequency spectrum with draggable vertical dividers. These dividers set
the split frequencies that separate your audio into bands.

• Drag a divider left or right to adjust the split frequency (20 Hz – 20 kHz range)
• Click the frequency label below each divider to type an exact value
• The coloured regions show the frequency range for each band
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Band Controls

Figure 51: Band Controls
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Below the graph, each band has its own set of controls:

• Amount knob — Controls the ducking intensity for that band. Turn down to reduce ducking in
that frequency range, or turn up to emphasise it.

• Solo button (headphones icon) — Audition just that band in isolation. Shift+click to solomultiple
bands at once.

• Band label (Low/Mid/High)—Whenenvelopesareunlinked, click to selectwhichband’s envelope
you’re editing.

Crossover Slope
The Slope buttons (12, 24, 48) set the steepness of the crossover filters in dB/octave:

• 12 dB/oct— Gentle slope, more overlap between bands
• 24 dB/oct—Moderate slope, good balance
• 48 dB/oct— Steep slope, sharper separation between bands

Steeper slopes give cleaner band separation but can sound less natural on somematerial.

Band Count
The +/− button toggles between 2-band and 3-band processing. With 2 bands you have Low and High;
with 3 bands you get Low, Mid, and High.

Linking and Unlinking Envelopes

Figure 52: Link Off
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The Link button (chain icon) controls whether all bands share the same envelope or have independent
shapes.

When linked (icon lit), all bands use the same envelope—any edits you make apply to every frequency
band equally. This is the default and works well for most ducking applications.

When unlinked, each band gets its own independent envelope. The band labels (Low, Mid, High) be-
come clickable—select a band to edit its envelope. This lets you create different ducking behaviours
for each frequency range. For example:

• Duck the low frequencies hard while applying subtle ducking to the highs
• Use different attack and release times for bass versus treble
• Create entirely different rhythmic patterns per band

Unlinking envelopes is powerful for sound design and complex arrangements where you want precise
control over how different frequencies respond.

Linear Phase Mode

Figure 53: Linear Phase

The Linear Phase button switches the crossover filters fromminimum phase (default) to linear phase.

Minimumphasecrossovers introduceasmall amountofphaseshift at thecrossover frequencies. This
means zero added latency.

Linear phase crossovers eliminate phase shift entirely but add processing latency and usemore CPU.
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When to Use Linear Phase

Linear phasemode is most useful when you plan tomix Duck’s output back into the original dry signal
using parallel processing outside the plugin—for example, blending ducked and unducked signals on
a bus. In this scenario, phase differences between the wet and dry signals can cause comb filtering
artefacts at the crossover frequencies. Linear phase prevents this.

In other situations, the phase shift from minimum phase crossovers is usually close to inaudible.
However, if you’re feeding Duck into non-linear processing—such as distortion, saturation, or heavy
compression—the phase differences between bands can become more apparent in the output. This
is especially true with steeper crossover slopes like 48 dB/octave. Whether it sounds better or worse
is a matter of taste.

For most typical uses, the difference is subtle enough that the extra CPU cost and latency of linear
phase isn’t justified. Try both if you’re curious, but don’t feel you need to enable linear phase by default.

Spectrum Analyser
The spectrumanalyserbutton (waveform icon, top right) toggles the real-time frequency display onor
off. When enabled, the analyser shows the frequency content of your audio overlaid on the crossover
graph.
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Trace Envelope
The Trace envelope submenu provides two ways to automatically create a ducking envelope from au-
dio: TraceWAV… and Trace sidechain.

These features analyze audio and generate an inverted envelope — the louder the source, the deeper
the duck. This gives you a starting point for sidechain-style ducking without manually drawing the
shape.

Trace WAV
Loads an audio file and generates a ducking envelope from its amplitude.

1. Select TraceWAV… from themenu
2. Choose your audio file (kick sample, vocal phrase, etc.)
3. Duck creates an inverted envelopematching the audio’s dynamics

The file is analyzed for one LFO cycle length. If the imported file is longer than one LFO cycle, it will be
truncated to fit.

Trace Sidechain
Records from the sidechain input in real-time and generates a ducking envelope. This option is only
available when the trigger mode is set to Sidechain.

1. Set the trigger mode to Sidechain and route your source audio to Duck’s sidechain input
2. Start your DAW playing
3. Select Trace sidechain from themenu
4. Recording begins at the next trigger point and captures one full LFO cycle

Using Trace with Multiband
When using multiple bands with Unlink Envelopes enabled, the audio is split through the crossover
before analysis. Each band receives its own envelope based on that frequency range.

If you change the crossover frequencies or slope afterwards, you’ll need to re-trace tomatch the new
band splits.
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File Locations
This is a complete list of paths and files installed by or used by Duck.

User Settings Folder
This is where your presets and other settings are stored.

Platform Path

Mac ~/Library/Application Support/DeviousMachines/Duck 2
Windows %APPDATA%\DeviousMachines\Duck 2

Factory Settings Folder
Contains things like the factory presets.

Platform Path

Mac /Library/Application Support/DeviousMachines/Duck 2
Windows C:\ProgramData\DeviousMachines\Duck 2

Plugin Locations

Format Mac Windows

VST2 /Library/Audio/Plug-
ins/VST

Varies - specified in the
installer/registry*

VST3 /Library/Audio/Plug-
ins/VST3

C:\Program Files\Common
Files\VST3

AAX /Library/Application
Support/Avid/Audio/Plug-
Ins

C:\Program Files\Common
Files\Avid\Audio\Plug-Ins

AU /Library/Audio/Plug-
Ins/Components/

N/A

Accessing These Folders
Mac: Go to Finder, press Command-Shift-G (for Go) and paste the path into the box that appears.

Windows: PressWindows-R to open the Run box and paste the path in.
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