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MIDIx is a MIDI generator powered by a physics 
engine. Instead of traditional LFOs or step 
sequencers, MIDIx uses simulated physical objects in 
motion to generate expressive, organic MIDI data in 
real time. The result is fluid, unpredictable 
modulation that feels alive. 
MIDIx generates MIDI in two ways: MIDI CC 
messages on the CC page, and MIDI Note messages 
on the Notes page. 
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1. General Workflow 

 

1.1 Preset Management 
MIDIx's preset system has been designed to be as 
fast and frictionless as possible, keeping you focused 
on preset 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. 

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 preset you are happy with. 

SAVE AS To create a new version of an existing preset 
without overwriting the original, use the Save As 
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button. This duplicates the current preset under a 
new name, leaving the original intact. Use this to 
iterate on a preset 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 presets with other MIDIx users, back up 
your library, or transfer presets between devices. 
 

1.2 CC Physics 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. 
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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 preset 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 the 
current page — CC or Notes. This is a powerful tool 
for discovering unexpected settings and breaking 
out of creative habits. No two randomizations will 
ever produce the same result. 
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1.5 Settings 
The Settings panel gives you 
access to the global 
configuration options for 
MIDIx. 

MIDI Enable or disable MIDI input & output for 
MIDIx. When active, MIDIx responds to note from 
external MIDI devices and apps and send MIDI CC 
to external MIDI devices and apps. 

MIDI INPUT 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 OUTPUT Select the MIDI output destination you 
wish to use — a hardware device, a virtual MIDI port, 
or any other available MIDI output on your device. 
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MIDI CHANNEL Set the MIDI channel on which MIDIx 
listens for incoming messages. MIDI channel are 
different for MIDI Input and Output. 
 
MIDI MAPPING 
MIDI Mapping allows you to control MIDIx's 
parameters directly from a hardware MIDI 
controller. By mapping a physical knob, fader or 
button on your controller to any parameter in the 
app, you can tweak your sound in real time without 
touching the screen — ideal for live performance and 
hands-on sound design. 

To assign a MIDI mapping: 
• Tap the MIDI Mapping button in the Settings popup 
to open the MIDI Mapping page 
• Touch the parameter you want to map in the 
parameters list 
• Move the knob or fader on your MIDI controller you 
want to assign to it 
• The mapping is instantly created 
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Once mapped, moving the controller knob or fader 
will directly control the assigned parameter in real 
time. 

To remove a mapping, simply double-tap on the 
mapped parameter value. 

AUDIO BACKGROUND When enabled, MIDIx 
continues to receive and send Midi 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. CC Page 

The CC page lets you generate and send up to 16 
MIDI CC (Control Change) messages simultaneously, 
using 8 independent physics scenes — each scene 
generating two CC values at once. 
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2.1 Global Settings 
At the top of the CC page, three global settings apply 
to all scenes: 
 

Play Mode 
 
 
 

Defines when MIDI CC values are sent. 
• Continuous — CC values are sent continuously, 
regardless of whether any MIDI note is playing. Use 
this when you want the physics engine to run freely 
at all times. 
• Trigger — CC values are only sent while a MIDI 
note is being played. The physics engine pauses 
when no note is active. Use this to synchronize 
modulation with your performance. 
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Frequency 
 
 

 
Defines how many times per second the CC values 
are updated and sent. The default is 30 Hz, meaning 
30 updates per second. Increasing this value 
produces smoother modulation at the cost of a 
higher MIDI data rate. Lowering it creates a more 
stepped, lo-fi feel. 
 

Freeze 
Tap the Freeze button to instantly 
pause all physics scenes, holding 
every object at its current position. CC 

values stop updating and remain at their frozen 
values. Tap the button again to unfreeze and resume 
the simulation from where it left off. 
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2.2 Physics Scenes 

The CC page contains 8 physics scenes, each 
generating two independent MIDI CC values — one 
from the X axis, one from the Y axis. Every scene 
simulates a physical object moving inside a bounded 
space. The horizontal position (X axis) of the object 
determines the X CC value, while the vertical 
position (Y axis) determines the Y CC value: the 
further the object moves along an axis, the higher 
the corresponding CC value. 
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Enabling and Disabling a Scene 
Each scene can be individually enabled or disabled 
by tapping the scene number button. When a scene 
is disabled, its physics engine stops and no MIDI 
data is sent from it. This lets you quickly mute specific 
scenes without losing their settings. 

CC Assignment 
Each scene generates two independent outputs — X 
and Y — and each one can be assigned separately 
to: 
• A MIDI CC parameter (e.g. CC1 Modulation, CC74 
Filter Cutoff, etc.) — the X or Y value is sent as its own 
MIDI CC message. 
• The parameter of another scene (e.g. the Gravity of 
Scene 2) — allowing one physics scene to 
dynamically control the behavior of another. This 
enables complex, evolving modulation chains. 
 
Tap on a parameter to open the selection popup, 
where you can choose a different MIDI CC or physics 
parameter to assign. 
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X / Y Limits 
Each scene lets you set 
independent min and 
max limits for both the X 
and Y parameters, 
defining the range of 
motion that gets 
mapped to the CC 

value. To adjust a limit, touch and drag the min or 
max indicator on the edge of the scene. 

Narrowing the range restricts the object's usable 
area and maps it to the full CC range, giving you 
finer control over a smaller zone of movement. 
Widening it lets the object use more of the scene 
before reaching the extremes of the CC range. 
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Scene Parameters 
 
 
 
 

Each scene has the following physics parameters: 
 
• Speed: The initial velocity of the physical object. 
Higher values make the object move faster. 
• Gravity: The downward force applied to the object. 
Higher gravity pulls the object toward the bottom 
more aggressively. 
• Bounce: The elasticity of the object when it collides 
with walls or other objects. A value of 100% produces 
a perfectly elastic bounce; lower values absorb 
energy on impact. 
• Impulse: An instantaneous force applied to the 
object, giving it a sudden push. Useful for creating 
sudden jumps in the CC value. 
• Angle: The direction of the initial velocity or applied 
force, in degrees. Allows you to control the trajectory 
of the object. 
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Additional Objects 
Each scene supports adding extra objects that 
interact with the main physical object, creating more 
complex and unpredictable motion: 
 

• Static Object — A fixed, immovable 
obstacle. The main object bounces off it. 
 
 
• Bumper — Similar to a static object, but 
applies a stronger repulsive force on 
contact, like a pinball bumper. 

• Planet — Exerts a gravitational pull on the 
main object, attracting it toward its center. 
 

 
• Repulsor — The opposite of a Planet: 
pushes the main object away from its 
center. 
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Multiple additional objects can be combined within a 
single scene to create intricate physical 
environments. 
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3. Notes Page 

The Notes page lets you generate MIDI notes using a 
single shared physics scene. Physical objects bounce 
around the scene, and each collision with the top or 
bottom wall, or with an additional object (Static, 
Bumper, Planet, or Repulsor), triggers a MIDI note. 
The horizontal position of the object at the moment 
of impact determines which note is played, mapping 
your scale across the width of the scene. 
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3.1 Global Settings 

Play / Stop 
Starts and stops the physics simulation. When 
stopped, all object motion freezes and no MIDI notes 
are sent. 

Speed 
Controls the initial velocity of all physical objects in 
the scene. Higher values make objects move faster, 
resulting in more frequent note triggers. 
 

Gravity 
Controls the downward force applied to all objects. 
Higher gravity pulls objects toward the bottom wall 
more aggressively, affecting the rhythm and density 
of note triggers. 
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Polyphony 
The Polyphony slider controls how many notes the 
Physics Engine can play simultaneously. The value 
ranges from 1 to 16 voices: 
• At 1 voice, the Physics Engine plays a single note at 
a time — each new note triggered replaces the 
previous one, producing a monophonic, melodic line. 
• At higher values, multiple notes can ring out 
simultaneously, creating chords and layered 
textures. The higher the polyphony, the denser and 
more complex the result. 

Adjust the polyphony to taste depending on the 
musical context — a low value works well for clean, 
melodic patterns, while a higher value produces 
richer, more harmonic and ambient textures. 

Note Duration 
Controls how long each triggered MIDI note is held, 
in seconds. Shorter values produce staccato notes; 
longer values produce more sustained, overlapping 
notes. 

Page ￼  / ￼21 28 MIDIx User Guide © Fingerlab 2026



3.2 Physics Scene 

The Notes page has a single physics scene shared by 
all objects. Unlike the CC page, you can add as 
many physical objects as you want to this scene. 
Each object moves independently and contributes its 
own stream of notes. 

How Notes Are Triggered 
A MIDI note is triggered each time a physical object 
hits the top or bottom wall of the scene, or collides 
with an additional object (Static, Bumper, Planet, or 
Repulsor). The horizontal position (X axis) of the 
object at the moment of impact determines which 
note from the current scale is played. The scene 
width is evenly divided across the available notes: 
objects hitting the left side play lower notes, objects 
hitting the right side play higher notes. 
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Eraser 
The eraser tool lets you remove individual objects 
from the scene. Select the eraser, then tap any 
object to delete it. 

Additional Objects 
As with the CC page, extra objects can be added to 
the scene to create more complex and 
unpredictable motion: 

• Static Object — A fixed immovable obstacle. 
Physical objects bounce off it. 
• Bumper — Applies a strong repulsive force on 
contact, like a pinball bumper. 
• Planet — Attracts nearby physical objects 
toward its center. 
• Repulsor — Pushes nearby physical objects 
away from its center. 
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3.3 Scale Mode 

The Scale Mode lets you define which notes can be 
played by toggling individual notes of the chromatic 
scale on or off. Only active notes are used when 

mapping the scene width to pitches. 

The Scale Library button opens a list of predefined 
scales (Major, Minor, Pentatonic, etc.), letting you 
apply a scale in one tap. You can then further 
customize it by toggling individual notes in the 
Current Scale view. 
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Scale Settings 
 
• Root Note:  Sets the root note of the scale (C, C#, D, 
etc.). The Physic Scene view updates to reflect the 
new root. 
 
• Base Octave: Sets the starting octave for the note 
range. 
 
• Octave Count: Defines how many octaves the note 
range spans. A higher count spreads notes across 
more octaves, giving objects a wider pitch range as 
they move horizontally. 
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3.4 Custom Mode 

Custom Mode gives you full control over which notes 
the Physics Engine will play. Instead of using a 
predefined scale or mode, you build your own note 
set from scratch — choosing exactly the notes you 
want, in any combination. 
 
 

ADD NOTE 
Tap the Add Note button to add a new note to your 
custom set. Each new note appears in the list and 
can be immediately customized. 
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SETTING THE NOTE VALUE 
For each note in the list, you can adjust its pitch 
using either: 
• The slider — drag left or right for quick, fluid 
adjustment across the full range 
• The − and + buttons — for precise, step-by-step 
control over the note value 

REMOVE 
Tap the Remove button next to any note to delete it 
from your custom set. 
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