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1. General Workflow 

 
1.1 Preset Management 
Jynth's preset system has been designed to be as fast and 
frictionless as possible, keeping you focused on sound design 
rather than file management. 

AUTO-SAVE Presets are saved automatically as you edit them. Any 
change you make to a parameter is instantly stored — there is no 
need to manually save your work. 
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LOCK To protect a preset from accidental modifications, use the 
Lock button. When a preset is locked, its parameters cannot be 
changed until you unlock it. This is particularly useful for protecting 
a finished sound you are happy with. 

SAVE AS To create a new version of an existing preset without 
overwriting the original, use the Save As button. This duplicates the 
current preset under a new name, leaving the original intact. Use 
this to iterate on a sound and build variations without losing your 
starting point. 

IMPORT & EXPORT Presets can be imported and exported via the 
Presets popup. This allows you to share your sounds with other 
Jynth users, back up your library, or transfer presets between 
devices. 

FACTORY PRESETS Jynth comes with a large collection of ready-
to-play factory presets, carefully crafted to showcase the full 
range of the synth engine, effects and physics engine. They are 
organized into five categories: 
Lead — Bright, cutting sounds designed to sit on top of a mix. 
Bass — Deep, punchy low-end sounds for grooves and basslines. 
Keys — Piano, organ and keyboard-inspired tones. 
Pad — Wide, evolving textures and atmospheric backgrounds. 
Exp — Experimental and sound design patches that push Jynth to 
its limits. 
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1.2 Faders 
FINE ADJUSTMENT For precise control, slide your finger to the left 
or right while dragging a fader to slow down its movement. This 
makes it easy to dial in exact values without overshooting. 

DOUBLE-TAP TO RESET Double-tap on any fader to instantly reset 
it to its default value. This is a quick and reliable way to return a 
parameter to its neutral position without having to manually drag 
it back. 
 

1.3 Undo 
The Undo button lets you step back through your recent edits, one 
change at a time. Made an accidental tweak or took a sound in 
the wrong direction? Tap Undo to restore the previous state. Use it 
freely while sound designing — it is your safety net.  
 

1.4 Random 
The Random button generates random values for all parameters 
across the entire preset — the Synth, FX and Physics pages are all 
affected simultaneously. This is a powerful tool for discovering 
unexpected sounds and breaking out of creative habits. No two 
randomizations will ever produce the same result. 

LONG-TAP FOR PAGE RANDOM For more focused exploration, 
long-tap the Random button to randomize only the parameters of 
the currently visible page. This allows you to, for example, keep 
your synth engine intact while randomizing only the effects, or 
explore new physics configurations without altering your carefully 
crafted sound. 
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1.5 Settings 
The Settings panel gives you 
access to the global 
configuration options for 
Jynth. 

MIDI Enable or disable MIDI input for Jynth. When active, Jynth 
responds to note, velocity and control messages from external 
MIDI devices and apps. 

MIDI SOURCE Select the MIDI input source you wish to use — a 
hardware controller, a virtual MIDI port, or any other available 
MIDI input on your device. 

MIDI CHANNEL Set the MIDI channel on which Jynth listens for 
incoming messages. 

AUDIO BACKGROUND When enabled, Jynth continues to produce 
audio even when the app is in the background — for example, 
when your screen is off or when you switch to another app. 
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2. Synth Engine 

 
Jynth's synth engine is inspired by the legendary Roland Juno-106, 
a classic analog polysynth from 1984 renowned for its warm, rich 
sound and intuitive design. 

The signal flows as follows: VCO → HPF → VCF → VCA with the LFO 
and Envelope modulating various stages along the way. 
 
All parameters can be modulated by the Physics Engine (see 
section 4) for organic, evolving textures. 
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2.1 VCO — Voltage Controlled Oscillator 

The VCO is the heart of the synth — it generates the raw 
waveforms that everything else shapes. 

Jynth provides four waveform types that can be combined freely: 
 
PWM — Pulse Width Modulation Controls the width of the Square/
Pulse waveform. At 50%, you get a perfect square wave. As you 
increase or decrease the value, the wave becomes increasingly 
asymmetric, producing a thinner, more nasal tone. Modulating 
PWM with the LFO creates a classic, animated chorus-like effect. 
LFO → PWM This dedicated amount control determines how much 
the LFO modulates the pulse width, enabling automatic PWM 
sweeping — a signature sound of the Juno series. 
 
SQUARE / PULSE — A hollow, woody tone that works beautifully for 
organ-like sounds and retro leads. The width of the square wave 
can be adjusted with the PWM (Pulse Width Modulation) control, 
drastically changing the character of the sound. 

SAW — The classic sawtooth wave. Full, bright and harmonically 
rich. The go-to waveform for leads, strings and bass sounds. 
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SUB — Adds a sub-oscillator one octave below the main pitch. 
Ideal for fattening up bass sounds or adding weight to pads. 
 
NOISE — Generates white noise, useful for percussive sounds, wind 
effects, or adding breath and texture to a patch. 

 

2.2 HPF — High-Pass Filter 
The HPF is a simple but effective tone-shaping 
tool placed before the main VCF filter in the signal 
chain. 
Controls the frequency below which the signal is 
attenuated. Turning it up progressively removes 
low-end content from the sound — useful for 
thinning out muddy patches, cleaning up bass 
frequencies, or creating filtered, airy textures. 
 

On the original Juno-106, the HPF had 4 fixed positions. In Jynth, it 
is available as a continuous control for greater precision. 
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2.3 VCF — Voltage Controlled Filter 

The VCF is arguably the most expressive and characterful element 
of the Juno sound. It is a 24dB/octave low-pass filter (often 
referred to as a "ladder filter"), capable of everything from subtle 
warmth to screaming resonance. 

FREQUENCY (Cutoff) Sets the point at which high frequencies are 
rolled off. Low values produce a dark, muffled tone; high values let 
the full brightness of the oscillators through. Sweeping this 
parameter in real time is one of the most expressive gestures in 
synthesis. 

RESONANCE Boosts the frequencies around the cutoff point, 
progressively adding a distinctive peak. At high values, the filter 
begins to self-oscillate, producing a pure sine-like tone even with 
no oscillator input — a classic technique for sound design and 
special effects. 
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ENVELOPE AMOUNT Controls how much the ADSR envelope (see 
section 2.5) affects the filter cutoff. Positive values cause the filter to 
open and close in sync with each note's envelope. This is essential 
for creating expressive, dynamic sounds — from plucked basses to 
sweeping pads. 
 
ENV MODE INV. Inverts the direction of the envelope modulation 
applied to the filter. When active, the envelope causes the filter to 
close rather than open — meaning a note attack will sweep the 
cutoff downward instead of upward. This produces a darker, more 
dramatic envelope shape, where the brightness of the sound dips 
with each note rather than blooming open. Particularly effective 
for plucked bass sounds and percussive textures. 

LFO AMOUNT Determines how much the LFO modulates the filter 
cutoff frequency. Used for creating cyclic filter sweeps, wah-like 
effects, or slowly evolving tonal movement. 

KEYBOARD TRACKING When enabled, the filter cutoff follows the 
pitch of the note being played. This ensures that higher notes 
remain as bright as lower ones, preserving tonal consistency 
across the keyboard. At full tracking, the cutoff rises proportionally 
with each semitone played. 
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2.4 VCA — Voltage Controlled Amplifier 
When Gate mode is active, the sound plays at full 
volume for as long as a key is held, then cuts off 
immediately upon release — ignoring the Attack and 
Release stages of the envelope. This produces a sharp, 
organ-like response, ideal for stabs and percussive 
sounds. 
When Gate mode is off, the VCA is fully controlled by 
the ADSR Envelope. 

 

2.5 ENVELOPE — ADSR 
The ADSR envelope shapes the 
amplitude (and optionally the 
filter) of each note over time. It 
is triggered every time a new 
note is played. 
 

ATTACK — The time it takes for the sound to rise from silence to full 
level after a key is pressed. Short values produce sharp, immediate 
sounds; long values create slow, swelling fade-ins. 

DECAY — After reaching its peak, the time it takes for the sound to 
fall down to the Sustain level. 

SUSTAIN — The volume level maintained for as long as the key is 
held. Unlike Attack and Decay, this is a level, not a time value. 
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RELEASE — The time it takes for the sound to fade to silence after 
the key is released. Short values give a tight, abrupt ending; long 
values produce smooth, lingering trails. 

The Envelope modulates both the VCA (always) and the VCF (via 
the Envelope Amount control in the filter section). 
 
 
2.6 LFO — Low Frequency Oscillator 

The LFO generates a slow, cyclic 
modulation signal used to animate the 
sound over time. Unlike the VCO, it 
operates below the range of hearing — 
its purpose is to move parameters rather 
than produce sound. 
 

RATE Controls the speed of the LFO cycle. From slow, atmospheric 
drifts to fast vibrato or tremolo effects. 

DELAY Introduces a gradual fade-in of the LFO effect after a note 
is triggered. This is particularly musical for vibrato: the note starts 
clean and the modulation slowly appears, mimicking the natural 
technique of a vocalist or guitarist. 

DEPTH Sets the overall intensity of the LFO modulation. The actual 
effect depends on what the LFO is assigned to modulate — PWM 
depth and VCF amount each have their own dedicated amount 
controls. 
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3. ARPEGGIO & FX 

 
Jynth's FX page combines the Arpeggio with 5 studio-grade 
effects placed after the synth engine in the signal chain. 
 
All parameters can be modulated by the Physics Engine (see 
section 4) for organic, evolving textures. 
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3.1 ARPEGGIO 
The Arpeggiator 
takes the notes you 
hold and plays them 
back as an automatic 
melodic sequence, 
locked to a tempo. 

 
The Arpeggio has a dedicated on/off switch to enable or disable it 
independently of the other effects. 
 
TEMPO Sets the speed of the arpeggio in BPM. 
 
PATTERN Defines the order in which held notes are played: 
Up — Notes play from lowest to highest. 
Down — Notes play from highest to lowest. 
Up/Down — Notes alternate between ascending and descending. 
Random — Notes play in a random order. 
 
STEP DIVISION Sets the rhythmic subdivision of each arpeggio 
step relative to the tempo — from whole notes to 32nd notes. 
 
OCTAVE RANGE Extends the arpeggio across 1, 2, or 3 octaves. 
With a range of 2 or more, the pattern repeats at progressively 
higher octaves before cycling back. 
 
GATE Controls the length of each arpeggio note relative to the 
step duration. Short gate values produce a staccato, rhythmic feel; 
longer values create a more legato, connected sequence. 
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3.2 TREMOLO 
Tremolo rhythmically modulates the 
volume of the signal, creating a pulsating, 
wavering texture. From subtle warmth to 
choppy, rhythmic gating, tremolo adds life 
and movement to any sound. 

 
Tremolo has no dedicated on/off switch — setting Depth to zero 
effectively bypasses the effect. 

RATE Controls the speed of the volume modulation cycle. Low 
values produce a slow, gentle swell; high values create a fast, 
stuttering effect reminiscent of vintage amplifier tremolo circuits. 

DEPTH Sets the intensity of the volume modulation. At zero, the 
effect is completely inactive. As you increase the value, the volume 
begins to pulse more and more dramatically — from a subtle 
animation to a strong, rhythmic throb. 
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3.3 FLANGER 
A flanger works by mixing the 
original signal with a slightly 
delayed copy of itself, then 
continuously varying that delay 
time. 
The result is a sweeping, jet-like 

whooshing effect — metallic, dramatic and instantly recognizable. 

Flanger has no dedicated on/off switch — setting Dry/Wet to its 
minimum effectively bypasses the effect. 
 
TIME Sets the baseline delay time of the flanging effect. Short 
values produce a sharp, comb-filter-like metallic tone; longer 
values shift the character toward something closer to chorus 
territory. 
 
DEPTH Controls how widely the delay time sweeps during each 
modulation cycle. Higher depth values produce a more extreme, 
pronounced flanging effect. 
 
FEEDBACK Feeds a portion of the output signal back into the input 
of the effect. Increasing feedback intensifies the metallic 
resonance and creates a sharper, more exaggerated sweep. At 
extreme values it produces a resonant, almost filter-like character. 
 
DRY/WET Balances the dry (unprocessed) signal against the wet 
(effected) signal. At minimum, the effect is fully bypassed. At 
maximum, only the processed signal is heard. 
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3.4 CHORUS 
Chorus uses longer delay times and 
gentle modulation to create a lush, 
shimmering doubling effect that 
makes a single voice sound like many. 
It is one of the defining sounds of the 
Juno-106 — the original hardware's 
built-in chorus circuit is a large part of 
what made it so beloved. 

Chorus has no dedicated on/off switch — setting Depth to zero 
effectively bypasses the effect. 

RATE Controls the speed of the internal modulation. Slow rates 
produce a wide, gentle shimmer; faster rates create a more 
vibrant, animated movement. 

DEPTH Sets the intensity of the pitch modulation applied to the 
delayed copies. Low depth gives a subtle, natural widening effect; 
high depth produces a more dramatic, warbly character. 

Tip: For pads and strings, try a slow Rate with medium Depth for a 
lush, evolving texture. For leads, a faster Rate with lower Depth 
adds shimmer without blurring the note definition. 
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3.5 DELAY 
Delay records the incoming signal 
and plays it back after a set 
amount of time, creating distinct 
echoes. From subtle rhythmic 
reinforcement to cascading, 
ambient repetitions, delay is one of 
the most versatile tools in music 

production. 

Delay has no dedicated on/off switch — setting Wet to zero 
effectively bypasses the effect. 

TIME Sets the interval between each echo repeat. Short times 
produce a tight slapback effect; longer times create spaced-out, 
atmospheric repeats. 

FEEDBACK Controls how many times the echo repeats before 
fading out. At low values, you get a single, clean echo. As you 
increase feedback, the repeats multiply and decay more slowly. At 
very high values, the delay builds into a self-sustaining loop. 

WET Controls the level of the delayed signal in the mix. At zero, the 
effect is fully bypassed. Increase it to blend the echoes in with the 
dry signal — from subtle rhythmic depth to dub-style washes. 
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3.6 REVERB 
Reverb simulates the natural acoustic 
reflections of a physical space — from 
a tight studio booth to a vast 
cathedral. It adds depth, dimension 
and air to any sound, making it feel 
alive and three-dimensional. 

Reverb has no dedicated on/off switch — setting Dry/Wet to its 
minimum effectively bypasses the effect. 

SIZE Controls the perceived size of the simulated space. Small 
values emulate tight, intimate environments like a room or a 
studio; large values conjure expansive halls or infinite spaces. 

DAMP Controls how quickly the high frequencies are absorbed 
within the reverb tail. High damping values produce a warmer, 
duller tail — like a room with soft furnishings. Low values produce a 
brighter, more reflective reverb — like a tiled hall or stone church. 

DRY/WET Balances the dry and wet signals. At minimum, the 
effect is fully bypassed. For most musical contexts, a subtle setting 
adds just enough space without drowning the sound. Pushing it 
higher — or going fully wet — produces beautiful, immersive 
soundscapes. 
 
Tip: Stack Reverb after Delay for epic, evolving ambiences — the 
echoes will each bloom into their own reverb tail, creating a rich 
and complex spatial texture. 

Page ￼  / ￼21 33 Jynth User Guide © Fingerlab 2026



4. PHYSICS 

The Physics Engine is Jynth's most unique and distinctive feature. 
Rather than using traditional LFOs or step sequencers to modulate 
parameters, Jynth simulates real physical objects in motion — and 
uses their position to drive any synth or effect parameter in real 
time. The result is an organic, unpredictable modulation that feels 
alive in a way no conventional modulation source can replicate. 
 

4.1 HOW IT WORKS 
Each Physics Stage contains a physical object whose movement is 
governed by the laws of physics — gravity, velocity, bounce and 
collisions. The position of this object is continuously mapped to a 
synth or effect parameter of your choice, modulating it in real time 
as the simulation runs. 

The simulation starts automatically when at least one note is 
played, and stops at the end of the Synth Envelope Release when 
no notes are held. This means the physics simulation is always 
perfectly tied to your performance — it breathes and moves with 
every note you play. 
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Jynth provides 8 independent Physics Stages, each fully 
configurable and assignable to any synth or effect parameter. 
 
 

4.2 PHYSICS STAGE PARAMETERS 
Each Physics Stage has the 
following settings: 

ACTIVE (On/Off) Enables or 
disables the stage. When inactive, 
the assigned parameter will not be 
modulated by the physics 
simulation. 

PARAMETER Selects which synth 
or effect parameter this stage will 
modulate. Any parameter from the 
Synth or the Effects page can be 
assigned. 

POSITION Sets the initial position of the physical object at the start 
of the simulation. This determines where the object begins its 
journey when a note is triggered, and has a significant impact on 
the resulting modulation shape. 
 
MIN Sets the minimum value of the modulation range. Adjusting 
the Min allows you to constrain the modulation so it never dips 
below a musically useful threshold — for example, preventing a 
filter cutoff from closing completely, or keeping a reverb size 
above a certain level. 
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MAX Sets the maximum value of the modulation range. Together 
with Min, the Max defines the total range over which the physics 
simulation modulates the parameter — narrowing or widening the 
sweep to taste. 

Tip: The Min and Max parameters are key to musical control. A full 
range modulation can sound dramatic but chaotic; dialing in a 
narrow, well-chosen range often produces far more musical and 
expressive results. 

SPEED Sets the simulation speed for the physics simulation. Higher 
speed values produce faster, more energetic movement; lower 
values result in a slower, more gentle modulation. 

GRAVITY Controls the gravitational pull applied to the object 
throughout the simulation. The value ranges from -100% to +100%. 
Positive values pull the object downward, causing it to accelerate 
toward the bottom of the simulation space. Negative values invert 
gravity, causing the object to be pulled upward instead — 
producing a completely different motion dynamic and modulation 
shape. 

Note: Gravity is ignored when a Planet object is present in the 
stage (see section 4.3). 

BOUNCE Determines how much energy the object retains after 
colliding with a surface. A value of 100% produces a perfectly 
elastic bounce with no energy loss and create perpetual, lively 
motion; lower values cause the object to lose speed with each 
collision, eventually coming to rest. 
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IMPULSE Applies an additional burst of force to the object each 
time a new note is triggered. This re-energizes the simulation with 
every new note, keeping the motion dynamic and responsive to 
your playing. 

ANGLE Sets the direction of the initial velocity vector of the object. 
Changing the angle alters the trajectory of the object at launch, 
producing a completely different movement pattern even with 
identical Speed and Gravity settings. 

4.3 ADDITIONAL OBJECTS 
Each Physics Stage can be enriched with additional objects that 
interact with the main physical object, adding complexity and 
unpredictability to the simulation. 

STATIC OBJECT 
A fixed, immovable surface placed within the 
simulation space. The physical object 
bounces off it according to the laws of 
reflection, altering its trajectory in a 
predictable but musically interesting way. 
Use the static object to create more complex, 
multi-directional movement patterns. 

Page ￼  / ￼25 33 Jynth User Guide © Fingerlab 2026



BUMPER OBJECT 
Inspired by pinball machines, the Bumper is 
an active obstacle that launches the physical 
object away on contact — with increased 
speed and a randomized angle. Unlike a 
static object, the bumper injects energy and 
unpredictability into the simulation every 
time the object hits it. This is a powerful tool 

for creating chaotic, ever-changing modulation that never quite 
repeats itself. 

PLANET OBJECT 
The Planet exerts a gravitational field that 
continuously pulls the physical object toward 
it, causing it to orbit, spiral or slingshot 
around the planet depending on its speed 
and trajectory. When a Planet is active in a 
stage, the Gravity parameter is overridden — 
the planet's gravitational pull replaces the 

global gravity setting entirely. Planet objects produce some of the 
most complex and organic modulation shapes available in the 
Physics Engine, from stable orbits to wild, unpredictable 
trajectories. 
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4.4 TIPS & CREATIVE USES 
Subtle filter breathing: Assign a stage to VCF Frequency with low 
Speed, medium Gravity and high Bounce. The filter will gently rise 
and fall with each note, giving your pads a natural, breathing 
quality. 

Rhythmic modulation: Use a Bumper object with a high Bounce 
value assigned to the Tremolo Depth. The object will ricochet 
unpredictably, creating irregular volume pulses that evolve over 
time. 

Evolving ambiences: Assign two stages to Reverb Size and Delay 
Feedback respectively, both with Planet objects active. The orbital 
motion will create slowly evolving spatial textures that never 
repeat. 

Expressive leads: Assign a stage to VCF Frequency with a high 
Impulse value. Each new note will re-energize the simulation, 
making the filter snap open with every attack — like a physical 
expression of your playing dynamics. 
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5. PRESET PER NOTE 

Preset Per Note turns 
every key into its 
own unique 
instrument. It allows 
you to assign a 
different preset to 
each key of the 
piano keyboard, so 
that every note you 

play triggers not only a different pitch, but an entirely different 
sound — a new timbre, a new texture, a new character. 

Note that while Jynth is a polyphonic synthesizer, Preset Per Note 
works with one active preset at a time: whenever a new note is 
played, its assigned preset instantly becomes the active sound, 
replacing the previous one for all currently playing notes. This 
creates a dynamic, ever-shifting sonic experience where each new 
note takes the whole sound in a new direction — making every 
performance truly unique and unpredictable. 

This opens up a completely new way of performing and 
composing: build melodic sequences where every step brings a 
surprising new sound, or explore evolving textures where each 
note pushes the music into unexpected territory. 
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5.1 EDIT MODE 
Tap the Edit button to enter Edit Mode. In this mode, a popup 
opens displaying all available presets. Simply browse the list and 
tap a preset to assign it to any key on the keyboard. Repeat the 
process for each key you want to customize. 
 
When a key has a preset assigned, it is visually highlighted on the 
keyboard so you can keep track of your assignments at a glance. 
 

⚠  Note: When playing chords, be aware that if a note triggers a 
preset with VCA Gate enabled while other notes in the chord use 
presets where VCA Gate is disabled, the currently playing notes will 
be cut off. For smooth, uninterrupted chord playing, make sure all 
the presets assigned to your keys share the same VCA Gate setting. 

5.2 AUTOFILL 
The Autofill button automatically assigns presets to all keys of the 
keyboard in a random fashion — perfect for instant inspiration or 
for quickly setting up a varied, diverse keyboard layout without 
manually assigning each key. 

SETTINGS Tap the Settings button to control which preset 
categories Autofill draws from when making its automatic 
assignments. You can restrict the selection to one or more of the 
five categories: User, Lead, Bass, Keys, Pad & Exp 
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5.2 CLEAR 
Tap the Clear button to remove all preset assignments from the 
keyboard, resetting it to its default state. Use this to start fresh with 
a new configuration. 
 
 

6. PRESET RIBBON 

 

Preset Ribbon is the perfect companion to Preset Per Note. Where 
Preset Per Note assigns sounds to individual keys, Preset Ribbon 
lets you select a collection of presets and glide between them in 
real time — simply by sliding your finger across a touch strip. The 
result is a fluid, expressive way to morph through sounds while you 
play, adding a new dimension of performance to your music. 
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6.1 THE RIBBON 
The Ribbon is a touch-sensitive strip that acts as your preset 
selector. Slide your finger along its surface to move through your 
selected presets one by one. The transition happens instantly, so 
you can switch sounds on the fly without interrupting your 
performance. 
The presets are distributed evenly along the length of the Ribbon 
— the further you slide, the further you travel through your preset 
selection. 

⚠  Note: When switching from a preset with VCA Gate enabled to 
a preset where VCA Gate is disabled, the currently playing sound 
will be cut off. Keep this in mind when building your Ribbon 
selection — for smooth, uninterrupted transitions, make sure your 
presets share the same VCA Gate setting. 
 
 

6.2 ADDING PRESETS 
Tap the + button to open the Presets popup. Browse your preset 
library and tap any preset to add it to the Ribbon's selection. You 
can add as many presets as you like — the more presets you add, 
the richer and more varied your Ribbon becomes. 
Added presets appear in the order they were selected, from left to 
right along the Ribbon. 
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6.2 REMOVING PRESETS 
Tap the − button to enter removal mode. In this mode, tap any 
preset on the Ribbon to remove it from the selection. This allows 
you to quickly refine your Ribbon without having to rebuild it from 
scratch. 

Tip: Build a Ribbon with presets from a single category — for 
example, five different Pad presets — for smooth, coherent 
transitions that work beautifully in a live performance context. 
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Thank you for reading the Jynth User Guide. You now have 
everything you need to explore, sculpt and push your sounds to the 
limit. The rest is up to you — fire up the Physics Engine, twist those 
knobs, and create something extraordinary. Happy patching! 
 
The Fingerlab Team 
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