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Drum Programming Guidelines





To take full advantage of the i2/i3's Drum Mapping feature, follow these guidelines when creating styles.  	


Record using Kick 1 and Snare 1 (C2 and D2) exclusively (this will keep things consistent). You can select the other kick and snare sounds in an arrangeinent by using the Kick Designation and Snare Designation parameters.





Don't record drum parts with the sidestick, Record them using the snare instead. You can use drum map 3 or 4 to change these snares to sidesticks. lf the sidestick is used in the drum track, it will change to the snare when using drum map 3 or 4.





Likewise, don't record drum parts with the ride cymbals.  Use the hi-hats instead.  You can uft drum map 4 or 6 to change these hi-hats to rides. lf the ride cyrnbal is used in the drum track, it will change to the hi-hat when using drum map 4 or 6, If you wish, record the data first using the ride cymbals; then transpose their note numbers to those for the hi-hats.





Do not record percussion data on the drum track.  Record it on the percussion track.  Essentially, the only things on the drum track should be kick, snare, four hi-hats, toms, and four crash cymbals.





Record hi-hat parts primarily using the closed hi-hat sound.  You can use drum map 7 to change these to open hi-hats.





Use the accent hi-hat (F#l) only for accents.  When using drum map 8, the open hi-hat and accent hi-hat become Crash 1 and Crash 2. If you use the accent hi-hat for 16th-note parts, for example, it will sound a bit overwhelming when you switch to drum map 8.





Look at the examples below, for details on how to "hide" various hi-hats, which later can become crashes and pedal hi-hats at the appropriate times.





Make sure that any open hi-hats (A#2) have a duration of at least one measure (see examples). If they play closer together than that, set the duration so that the note plays until the start of the next note.





Make sure that any hi-hat accents (F#l) have a duration of at least one measure (see examples). lf they play closer together than that, set the duration so that the note plays until the start of the next note.





Make sure that snares have a duration of one beat (see examples).  If they play closer together than that, set the duration so that the note plays until the start of the next note.





Make sure that any regular crashes (Crash 1, Crash 2, China Crash, Splash) are programmed with durations of at least one measure (see examples), If they play closer than that, set the duration so that the note plays until the start of the next note.





Make sure that the other things, which never become crashes, are programmed with short duratiom so that they do not steal voices from more important parts.  This includes the kick, closed hi-hat, and pedal hi-hat (see examples).





Finally:





Try to make sure that your data works with as many of the drum maps as possible.  After writing a drum part with the hi-hats, check it with one of the ride cymbal drum maps (4 or 6) to see what happens. Check it with the crash cymbal drum map (8) to see what happens. lf it sounds bad, perhaps, you can switch some of the hi-hats around so that the other drum maps will sound better, without ruining your original idea.




















