





Associating the HatsTipTrig Articulation:

1. Select ‘Hats' from the Instrument section in the bottom right corner then the ‘HatsTipTrig’ Arficulation
2. Engage the ‘Learn’ button
3. Hit your pad with the tip of your drumstick in the bow area of your pad

Repeat for each controller position in which the module sends a different note as you hit the pad.

Verify the assignment for the HatsCtrl Articulation:

You should check the MIDI implementation chart that should be available from the manufaturer of your E-drum
module, typically located at the back of the operation manual to ensure Controller data is transmitted as (C04
or CCO1. If this is not the case then you will be required fo type the controller type manually.

1. Select the ‘Hats’ from the Instrument section in the bottom right corner then the ‘HatsCtrl’ Articulation
2. Click inside the ‘Key' field underneath the Arficulation menu
3. Type the controller type as ‘CCxx’ where xx is the controller type appropriate for your module

['] Some module do not support Continuous Controller transmission at all. In this case you should assign the
note being sent by the module when in the closed and open position, typically unique, fo the ‘Closed’ and your
prefered ‘Open’ Articulation in SUPERIOR ('Open 2 is recommended).

7.3 Pedal Correction

Unfortunately, foot controllers that send a CC stream that can be plotted as a straight line on a value vs pedal
position, usually referred to as a linear response, are rare. It is also possible that your own style of playing
demands a specific response curve for you to be at ease and the performance representative of your best
efforts. For all these reasons it is important to know how you can affect the Hats Controller response from
within SUPERIOR, through the modification of the ‘HatsCtrl’ Articulation.

But before we go into the finer details, please note that a number of presets are included under the
‘MIDI > Pedal Correction’ submenu available from the Load/Save menu at the top of the interface.
We suggest you try all these optins, and decide which one is the most appropriate choice for you.

If none of the presets included offer a satisfactory experience, or even if you find one that seem appropriate,
we recommend you read the following discussion, as understanding the underlying factors may help you find
an opfimum configuration.

Essentially the data sent by your E-drum module will be as a succession of values comprised between 0 and 127,
where zero corresponds to fully open and the maximum theoretical value of 127 to fully closed (in fact, more than
closed: a controller should ideally require a certain amount of physical pressure to reach this value). Let us repeat,
a high value is when your foot is down and a low value when your foot is in the air - not the other way around!




Atypical issue, although not necessary widespread, is for controllers to send a maximum value inferior to 127.
If this value is less than 120, SUPERIOR will be unable to produce closed sounds (let alone ‘Tight' sounds).
To remedy this situation you should ry to set the ‘HatsCirl’ Hard Velocity Cirl to a value slightly under the
maximum value you can register in your sequencer when applying some reasonable pressure on the controller:

A more common issue is a distinct jump in CC values from low to high when stepping on the pedal as progressively
as possible. In effect, the window of opportunity for infermediate open arficulations is almost non existent and the
impression is that only one level of Open is available. To help in this scenario,
try adjusting the ‘HatsCtrl’ Soft Velocity Ctrl around the current value.

The screenshot to the right is an example of corrective measures fo try to
compensate for a less than optimal response from a generic foot controller:

Experimenting with the Hard and Soft values should improve your experience

greatly but remember to engage the ‘Edit Arficulation Only” switch to restrict
your actions fo the ‘HatsCtrl’ response.

[T] Seting the Velocity Cirl ‘OUT upper limit fo a value of 125 or below will, in effect, prevent any ‘Tight' sounds
from being accessed. This may however be desirable in some cases if your controller is too prone to frigger them. l

7.4 Positional Sensing

Positional sensing is addressed through Continuous Controller data, typically CC16. It is automatically enabled through
the use of the ‘E-Drum’ preset mentioned at the beginning of this chapter. In the unlikely event your positional sensing
capable module does not frigger tonal variations when the edge of the pad is hit, proceed as follows:

1. Select the ‘Snare’ from the Instrument section in the bottom right corner then the ‘SnareTrig’ Articulation
2. Engage the ‘Learn’ button

3. Hit your snare pad

4. Select the ‘SnareCirl’ Arficulation

5. Type in the appropriate CC type manually in the ‘Key' field

7.5 Cymbal “Chokes”

The SUPERIOR instrument can automatically treat your module Key Aftertouch messages to choke a cymbal.
To enable this function for a particular cymbal. please proceed as follows:

‘Enuelope @ O
1. Select the appropriate Cymbal ‘Crash’ Articulation T

2. Switch the ‘Edit Articulation Only’ filter ON

3. Enable Envelope section

4. Toggle the switch to the far right to Aftertouch
5. Set the ‘release’ and ‘hold’ parameters to taste




8 RESOURCES MANAGEMENT

The next few pages give essential fips and recommendations for smooth operation of the SUPERIOR Drummer.

[tis] Please read this chapter in full: operation of a sampler requires an understanding of the demand on
resources in a platform specific environment. Your time reading this chapter may avoid many frustrations!

As you may know, a sampler is essentially a DJ in the computer world: upon receiving MIDI information, it will
play back the sounds in the order in which the requests have been received, just like a good DJ is supposed to!
The main difference is the speed at which the requests are required to be honored. This is obviously an overly
simplified picture although other comparisons could be drawn to great effect.

The fastest way fo feed the sound to the audio engine of your host program is to store the samples in physical
memory, otherwise known as RAM, for instant availability. This can be very demanding on resources however.
In an ideal world computers would have an unlimited amount of memory available and you would be able to
store multi-gigabytes libraries entirely in RAM. This is of course not the case.

To greatly enhance the user experience, Toontrack Music's revolutionary Toontrack Percussive Compression
(TPC), an on-the-fly compression/decompression technology, ensures the memory footprint remains as low as
possible, without compromising playback quality. In addition, memory requirements can be controlled quite
comprehensively, as will be described in the following pages.

The aim of this chapter is to show you how tailor the library to your music production system and not, as is
often the case, the other way around. We strongly believe that flexibility is the key and we are sure you will
appreciate the variety of memory saving features on offer.

8.1 RAM Considerations

By default, the sampler will play back samples at full quality with the help of the TPC technology. The TPC algorithm
is capable, on average, of a savings of up to 70% when compared to the same uncompressed 24 bit data.

The cost in term of CPU consumption for the compression/decompression is negligible, voice count being equal,
so the net result of having TPCin place is that you will be able to load more samples in RAM, and ultimately get
a lot more out of your host computer.

You can also force the sampler to operate in 16 bit mode for extra savings. Remember that, unlike TPC, 16 bit
playback has an effect on quality. It is however important fo stress that, whatever mode you choose fo use in real-
time, the rendering quality of the offline bounce, as mentioned in the previous chapter, will not be affected.

As you probably have realized by now, the numbers in the hottom right of the interface
gadd| indicate how much memory is required by the combination of all the instruments present
=l in the project. The TOTALis the amount of memory required for your selection to it in RAM.




It is important to understand that this figure does not include your sequencer’s own memory requirements, nor does it
reflect usage of other virtual instruments used in your song.

It is usual to consider that approximately 300Mb is necessary for a modern operating system and a typical
virtual insirument host to operate comfortably underneath SUPERIOR. This is called the system headroom.

[7is] The more you eat into that vital allocation, the more likely you are to starve your system and possibly hard
crash your computer, placing a strain on all electronic components. Please preserve system headroom at all fimes
as not doing so may cause irremediable loss of data and possibly physical damage to your computer.

As implied above, there is an obvious relationship between kit composition and memory requirement: the
higger the kit, the more samples will be necessary for playback.

The best advice we can give you to reduce memory requirements is therefore to assign only as many
instruments as is necessary. X-Drums are obvious candidates for this type of optimization.

Reduce the number of instruments of a specific type if you find yourself only using a few of them. Ask yourself
if you really need those 6 crash cymbals all at once: maybe you find yourself only using 3 of them after all and
perhaps you only hit the third a single time in the course of a song.

If you are still unable to load the kit you desire in RAM there are multiple ways to work around the problem.

A very effective way to keep the sampler memory footprint to the minimum for any given pre-programmed
sequence is the memory caching feature. In a nutshell, when engaged, only samples requested by the MIDI
sequence will be read from disk and loaded in memory. Click the ‘Cached” fo start loading samples on demand.

There is a side effect that should be noted however: caching introduces a delay in playback the very first fime
a sound is requested. This will manifest itself as a temporary stuttering which will continue until samples are
loaded in RAM. This inconvenience is a small price fo pay however when RAM is at a premium.

[7ies] While in ‘Cached’ mode you can force load the kit info RAM by pressing ‘Load". Press ‘Clear’ before caching
aguin to free up all memory of samples that were previously loaded. l

Another way to reduce a kit requirement is to restrict the sample pool using the Voices and Layers section:

TR - select any number of instruments (see chapter 3 for details)
St i | - decrease the number of samples for Soft, Gradient and Hard hits by clicking in
the field and typing manually.

7s] Unloading articulations that do not apply fo a particular situation can be performed using, the
el switch mentioned numerous fimes already. Simply select the articulations you would like
to remove from RAM, for example Snare Rolls, and type 0-0-0 in the Layer Limits fields.
Don't forget to save your prefered layer population configuration as a preset when done.




And it is now fime to mention perhaps the feature with the most dramatic effect on RAM, the bleeding of
instruments in the microphones.

You may have noticed that enabling or disabling bleed in the BLEED CONTROL section of a microphone channel
(see Refined Microphone Controls earlier in this manual) affects the TOTAL RAM figure noted in the hottom left
corner of the interface. This i because bleed correspond to actual samples required for playback.

As you can imagine, loading instruments bleed in all the microphones would demand a gigantic amount of
RAM, quite possibly o lot more than you have available. It is therefore important to note that the opposite is
true: a completely ‘dry” kit will have a significantly lower footprint.

[7ies] Remember that the Offline Bounce process reviewed in the previous chapter makes use of all available samples
and instrument bleeds, as well as the complete pool of samples attached to the different layers available for the
instruments. It should therefore be noted that regardless of the optimization you may have to perform to keep your
kit's RAM requirement in check, you can always access the full sonic quality of the product by rendering to audio.

8.2 CPU Considerations

As previously discussed, the microphone BLEED SECTION has a substantial impact on your system’s resources -
each fime an instrument is ‘heard’ through an additional microphone, more samples are being utilized. Each
‘voice' creates additional demands on your computer’s memory and CPU, so additional bleed can negatively
affect these resources, if left totally unmanaged.

To help relieve your system, especially if you intend to use numerous FX in the Mixer, SUPERIOR allow you to
optimize the voice count for each and every insirument present in the Studio window. Again the ‘Voices and
Layers' section is where the optimization takes place. Simply select any instrument combination using the usual
shortcuts and type the desired value in the ‘Voice Limit' field: IR

The number of voices for an instrument dictates how many concurrent samples of the same articulation are
allowed fo ring unfil automatic muting of the lowest in volume occurs. High values require more CPU.

[Tes] Note that the Voice Limit can be specified at arficulation level using the EEEEETTEmTE switch.







9 SETTINGS AND PREFERENCES

9.1 Instrument Settings [

The Setfings window contains the sampler preferences.

o Mono All Channels - outputs are freated as independent mono channels. This is useful for some hosts or
for creative routing, giving you access to 32 individual channels. This configuration applies globally to all your

projects so do not select if you are in the middle of a project, working to a tight deadline!

* Bounce Splits Stereo - bounces overheads and ambience files as split stereo as opposed fo interleaved.
Useful to avoid conversion on import with some hosts.

* Keep Intermediate Bounce - when bouncing through the Mixer you can opt to keep the raw files created in
the process, as fed fo the Mixer to produce the final result.

o MIDI keys as numbers - displays MIDI notes as numbers in the key input field of the Edit window. Useful if
you are used to GM conventions or otherwise require a host independent notation.

o Record-start at MID/ - bounces from the first MIDI event in the song instead of bar 1 beat 1. Useful for some
hosts that transmit MIDI song event inaccurately. Bounced files need to be imported af the first MIDI events.

* Force Cache Mode - instructs the sampler fo start in Cache mode regardless of the saved state. Useful if you
wish to check that your system is meeting the memory requirement of the kit recalled before loading a bank.

o Default 16-bit - makes 16 hit playback the default for all new projects. Useful if you wish that all your songs
operate in this mode. Previously saved files are unaffected and will load with their own defaults.

* No Visual Hits - disables the drum animations. This can be turned off for convenience if you prefer a static
interface. Visual hits also impacts slightly performances so you should turn this OFF if you experience issues.

* No Meters- disables the Mixer VU Meters. This can be turned off for convenience if you prefer a stafic
interface. Meters updates also impact system performances so you should turn this OFF if you experience issues.

o F7 Mixer follows selection - You can force the EZ Mixer to be confextual to your selection in the Studio View.
When this option is ON, selecting a different drum will automafically switch the acfive microphone in the EZ Mixer.

o ((7 controls Master Vo/- Specifies whether CC7 MIDI messages have an effect on the Master Volume.

* Memory Usage Limit- The memory limit is there fo ensure your computer does not crash as a result of
loading too many samples into RAM. The exact value that is, in effect, the critical mass for your system and
is dependent on your setup. This may vary from project to project. 1200 Mb, the default value, should be
appropriate for most users but a different value may suit your situation more adequately.




9.2 Status Box

SUPERIOR's status box is a useful tool to froubleshoot various issues that usually affects the triggering of
samples and may have undesirable side effects.

* Not Loaded - will light if a MIDI request is understood but cannot be honored. This usually means that the
MIDI note received is part of the keymap but that no instrument is loaded in the appropriate Superpad.

o Unmatched Key - will light up if a MIDI event has no equivalent in the current key configuration. You should
assign the incoming MIDI note to the subpad of your choice or modify the MIDI sequence.

9.3 Sound Paths

Sound Libraries can be managed from the Settings tab by specifying custom paths to the sounds, as well as
setting up ‘Backup’ paths that can be used when using SUPERIOR on-the-go. For instance, the screenshot below
shows a primary path used in the studio (full install) and a backup path with minimum install, that is presently
in use as our example user is away on the road fouring:

Library Path

2] N.Y. - AVATAR ¥ ssuperior Drummer /SL-Avatar ser ) [Loess ]
Backup /Library/Application SupportsSuperior Dromrmer ASL-Awvatar

To set the path to the sounds, start by choosing the library you would like to set from the ‘Library’ pull down
menu then simply click the ‘set’ button to the right and navigate to the library’s root (usually the folder named
after the library, please refer to the manual that came with your product for further information). You can also
clear paths that are no longer in use.

To add a sound library you just acquired to expand your sonic arsenal, click [ZEzseramovensg
and navigate to the root folder for the library. The sound library will thereafter be available from the main
selection menu in the top section of the interface. You can remove sample sets using the ‘remove’ button.

Once all your sound libraries are in place and registered with the SUPERIOR instrument so they can be accessed
from the Construction window, you may designate which kit should be loaded on startup. Just select the
appropriate kit af the top of the interface then, in the Settings window, click [Cmeeumeue sereus].

Finally, should you wish to do so, you can specify where your presets are stored. Press
and navigate to the desired directory. This can be any folder with read/write access including shared folders
and network drives so you may, for example, share presets between several workstations as far as you specify
the same path on both.

It is worth noting that you may also locate sound libraries themselves on network volumes but depending on
your exact setup this may result in slow loading time.




APPENDIX

Troobleshooting common issues

The below are the most common issues preventing normal or full operation of SUPERIOR Drummer. Please
review and follow the advice available below. Should the instructions be insufficient or unrelated to your
parficular problem, please visit http://www.toontrack.com/suppori/ for our comprehensive FAQ.

o Authorization Codle rejection: to resolve any situation where you are unable to authorize SUPERIOR
Drummer, we recommend you download Toontrack solo and try to authorize from within this application
instead of your host. It is available for download from your Toontrack user area or the following URL:
http://www.toontrack.com/toontrack_solo.asp

You should also ensure that you have downloaded and installed the latest version of SUPERIOR Drummer.

If you are still unable to resolve the problem, please review all the FAQ entries under the Authorization section
for your producis, one of them s likely to help you get past this initial hurdle. If after reviewing them, you are
sfill no further, please use the ‘Contact Support’ form available from the Support Portal (FAQ) to confact our
support team. Please provide as much detail about your situation and system configuration as possible.

o No sound can be loaded: if you experience issues loading the core library or any new expansion pack you
have purchased and installed, please verify that the Settings page references the ‘N.Y-Avatar’ library (or any
other expansion pack recently installed) and that the path is valid.

If this is not the case, please use the ‘Add Path to Library’ button to link the library manually. Please refer to
section 9.3 of this documentation for additional details.

Note that you should also ensure that the path is pointing fo a full installation, as some instruments may be
unavailable if you originally chose a partial installation.

o Drag and drop of MID/ packs cannot be performed: drag and drop issues are very often host or operating
system related. For all situations where installing MIDI packs to the SUPERIOR Groove Browser is impossible, we
recommend you download Toontrack solo, and try to install as per instructions using this application instead of
your host.

As noted in chapter 1, the MIDI library may need to be downloaded from your user areq, located at
http://www.toontrack.com/userarea.asp

Please review the Toontrack FAQ for all other ‘Getting Started’ types of issues or unexpected behaviours in
operation. Again, ensuring that you have the lutest product update is usually the best first step you can take
and will in all but the most complex cases resolve the matter stopping you from making music!




Default Key Layout

GM EXTENDED CORE MAPPING

Cymbals

Crash A Mute
Ride Bell

Ride Bow

Crash A

Toms

Racktom 1
Rackiom 2

Racktom 3
Floortom 1

Floortom 2

Snare

Rimshot
Ruffs
Head
Sidestick

Kick

Right

Hats

Open 1
Open 2
Open 3
Foot Splash
Closed
Pedal

X-DRUMS GENERIC MAPPING

X-Snare

X-Hats

Sidestick
Rimshot
Head
Open
1/2 Open
Closed

X-Ride

Edge 118 A#5
Bell 117 A5
Bow 116 G#5

X-Crash Crash 56 G4l

[¥Tom

Rack /Floor [50 D4]

[ XKick

Right 35 B3]

Please refer fo specific key layout included with your Toontrack product for full mapping.







