y~r k| wkxé} +] zk¥oO]| "
Blue & Black

SothsarrmisarTSsS
Spa—eCSruirm
Analog Drum Synthesize

G Analog A

Drumn Osc _ Filfer

O

I/o‘4 7/449 7/32

8 c
Analog Outputs

1:3

Preset
F 63 Urano FS7

BC ——yr— Prosof—, >
+ Func steps SoOotR3armac's
/Muse  _/Poxt Spazelorurm -

- Exit
[Tempo /ast Step

2<
Analog Drum Synthesizer

Analog A o Analog B | Analog C Angalog D 0
Note
Drum Osc  Filter LFO Randomize [«m Randomizer Song  Setup Sampk Copy P

7/04 1/43 1/32 l/}.‘4 1/'!-:)

Analog Drum Synthesizer S

User Manual V7.78



Table of Contents

[ a1 0o [0 ox (o] o FOU PP PPPPRPPPI 10
Very SPECIAl TNANKS T0:......ceiiiiiieiee e e e e e e e s e e e e e e e e e e e e e e e 12
[T TN = o ) PP PP PTT PP PPPPPP PPN 13
LT L] Lo RS = (T 14
CONNECHING SPAZEDIUML.. ... e e e e e e e e e e e e e e aaaaaaaaaaaaaaaeesssaassassaasnsnnnennnes 14
Y= L4110 To T U o PP PP PRPPPPUPPPPPRPP 18
THE USEI INTEITACE. ... et e et e e e e e e e e e s s e e e e e e e nnnneeeeas 20
SpazeDrunBlack TOUCN SCIEEIN...........uiiiie e e e 22
THE PreSet SEIECT SCIEM......coiiiiii ittt e et e e e s e e s e e 23
Y= CoTeta g To = W o] (=] O 25
OPEratiNng SPAZEDIUIM . ....coeiiiiiiiiiii ettt e e e e e e e e e et e e e e s s s b er e e e e e e e aanbbreeeeeeeeannnnnes 26
Startingand stopping the Sequencer, and trigger parts manually..............ccccvveviieeiiiiiieiieiieeeeeeeen. 26
SeleCtiNg the NEXE PIrESEL... ... e e e e e e st e e e e e e e s r e e e e e e s annnees 27
SeleCtiNng the PrEVIOUS PrESEL....uuuiiiiiiiiiiiieee ettt ettt e s b b eerreeraeseeeeeeeeees 28
SelectingPresets using the SteP DULOMNS............ooooii e 29
SY=] LTt 1 g Lo J= W o T- L SO 30
Sequencer Note Track Steps VIEW/EAIL...........uuviiiiiiiiiiiiieee e 31
Parameter Fine Adjust / Selecting Sequencer Note Tracks and Knob Controller Trackd 8te#32,
B S T aTo IR o I (o T G SRR 32
Setting the last step 0f @ NOIE TraCK ...........ooooiiiiiiiiii e e e e e e e 33
Setting the Scale/Resolution for @ NOte TracK..........ccccviuiiiiiiiiiiiiiiiieeeee e 34
MUEE/UNMUEE NOTE TIACKS ....ei ettt e ettt e e e st r e e e e e s e e e e eeeas 35
CopyMOrph Layer A0 LAYEI.Bu.. ...ttt e e e e e e 36
Preset Reload / Advance Song realtime reCOrd.SeP........uuuuuuiiuiiiiiee et e e 37
P AINIC. .o e e e et e e e e e e e e e e e n e e e e e a e 38
Compare Edited Preset With Saved Presel..... ... 39
I 0] g (oW 1K= (oI =0 [ = Vo T PSSR 41
Quick EXit 0 the Preset SEIECT PAGE........uuuiiii ittt e e e e e e 43
JUMP O TEIMPO PAGE. ..t eeeeieieeeettte et e ettt e e e et e et e e e st e e e e e e et e e e nnesn e s e e e e e e eeeeennrrnnaas 44
RANAOMIZE PAIGMETEIS. ..ottt e e e et e e e e e e s e e e e e e e e s e nbbereeeeeeaanne 45
The Drum SYNTNESIZEr PAILS......ooooiieee e e e e e e e e e e e e e aaaaaeeens 46
= Tod = 1 A 0 =TSSP a7



ANAIOG PEICUSSION......cii i e e e et et e e e e e e e aaaa e e e e e e e e s s e aassassassannnnns 47

F Y o= 1o To T @3] 1 1] o= 1 PSSP 48
Y = | (oo T4 = T o PP UPR RPN 49
SYNMENESIZEN ...ttt e e oot e e e et e e e e e e e e e e e e e e e e ans 50
EXEEINAI MIDLL......eeeeeee et e e et e e e e et e e e e e e e e e e nnees 51
(DT 1= LI o] (o = PO PPPPPPPPPPR PP 52
LiSt Of MOQUIALION SOUICES......cciiiiiiiiiitii ettt e e e e e e 54
Accessing Drum SyntheSIiZer Part PAgES.........ccccoicciiiiiiiiiiiiiriieeeeee e s eee e e aa e e e e e e e e e e e e e e e s e s s annans 56
The Drum SyNtheSiZer MOUUIBS........coo e e e e e e 61
DrUM OSCIIALOL. ...ttt e e e e e e e e e e e e s e e bbb e e e e e e e nnnbr e e e e e e e e nnnrnnes 61
Parameters in Analog PercuSSION MOOE...........uuiiiiiiiiiiiiiii et 62
Parameters in Analog Cymbal MQE..............uuiiiiiiiiiiiiiiiieieeeeeee e 71
Parameters in ANalog Clap MQUE...........oooo e e e e e e e e e e e 82
Parameters in SYNtNESIZEN MOUE...........ooo oo a e e e e e e e e e e e e e e e e 92
OSCL: TYPE 1, TYPLZ, RESO.. it i ittt e e et e e ettt et et e e e e eaaaaaeeaaaesasaassaassaaaaannnnnes 93
(O LYol Il =] (ol o o2 o] £ oxC PO SUPPPP 97
OSCLICYMD, CYM2...iiiiiiiiiie ettt e e et e e e e e e bbb e et e e e e e s asnb e e e e e e e e nnnbnneeeeeeaaans 105
(@ 1= o3t O - T o PPN 110
(O 1Yol S Y= Uy ] 0] LT o F= =Y PP 115
(@ o Bl N[0 =SSP PP PP POPPPPRPPPPRT 121
OSCL: INOIS2...e ettt ettt e e e oottt e e o4 e e bbbttt e e e e e bbb e e e e e e e e e nbb e et e e e e e e annbnnreeeeeeaanne 126
OSC2: TYPE 1, TYPLZ, RESO... ittt ettt ettt et e e et e e e e e e e e e e e e e e e e e s s s s s s e s aaa e nnennnnnnes 131
(O L ol o (ol o] {032 o] o3 TSRS 135
(O 1Yoy 08/ 1 41 o TR O 1 PSPPI 139
L@ 1= o3 O - T o U 143
(O L oy Y= 1y 4] 0] (=Tl o F= = oS 147
Parameters in EXternal MIDI MOOE...........uuiiiiiiiiiieeeee e ere e e e e 152
XTAAE/BENU RANGE.....cciiiiiiiitie ittt e e e e ettt e e e e e s s bbbt e e e e e e e abb e e e e e e e e e annnrees 154
Parameters in Digital VOICE MOGE. .........coo it 155
OSCL: TYPE 1, TYPLZ, RESO... . ittt ettt e e e e e e e e ee e e bbb e e e eas 156
(O LT o3 Rl =T (o o] o2 o] {o2C F TP TP TP PPURPPP 161
OSCL: CYMD, CYIMIZ...ciiiiiiiiiiieeiee ettt e e e e sttt e e e e e sk bbb et e e e e e s nanb b e e e e e e e e annbaneeeeeeaaans 170
(@ 1= o3t I O - T o PPN 176



(@ 1Yol IS Y= U ] 0] L=l F= 1= PP 182

(@ o Bl N[0 S =TT TP PP PPPPOPPPPPPPPRI 189
(@ o Bl N[0 PP TP PP PPPPOPPPPPPPPRT 194
OSC D DIGItalOSCIIALO. ...ttt e e e e a e e e e e n e e e e e e aanns 199
OSCD: TYPE 1, TYPEZ, RESO....ci i i ittt ettt e et e e et e e e e e e e e e e e e e e e s s s s s s s aasaaa e nnnnnnnnnes 200
(O LYol D =T (ol o (o2 o] (o NPT UUP PP PP 204
(@ 1=Tod D T @3] 1 1] o K O3/ 1.4 12 PSPPSR 208
(@ 1T o] D L 1 = T PP P PR 212
OSCD: SAMPIE BN ......ceiiieiiiiei it e et e e e e e e e e e e e e e e e 216
(@71 B I V[0 £ PP TP EPP P PPPPPPPPTPP 221
OSCD: INOISZ...cce ettt e e e oo e et e e e s e bt e et e e e e s e s bbb e e e e e e e e e nbb e et e e e e e e annbnereeeeeeaannen 226
(@ 1Yol = {0 U1 1] o PRSP 231
VCRC ANAIOG OIS ..o e e e e e e e e e e e e e e e e e e e e e e e aeas 232
DGRTHE DIgital FIlEIS. ... ..o oot e e e e e e e e e e e e e e e e e e e e e e e s e e e s s aa s s s s sannsnnrenrearrenees 239
DGF filter groUP Par@METEIS . ......eeeiieeiiiiiiiiee e e ettt e e e e s e e e e e s e e e e e s e b e e e e e e s e e ansbneeeeeeas 241
SPF filter groUp ParaMELEIS. .....eeii ittt e e e s e e e e e r e e e e s sanbre e e e e e e e aaas 251
SVF filter groUD PaIrAMETEIS. ....cci ittt e e e e e e e e e e e e e nnneees 257
TRP filter group ParamMeEteIS........cooviiiii i e e e e e e e e e e e e e e aaaaaaaeeas 263
VO TP UPPPPPPPPPPPTPPIN: 269
ENVEIOPE L @GN 2...uiiiiiiiiiiiieieeeeeee et a e e e e e e e e e e e e e e e 275
I 1 I o T I T PSSP 280
4 RANAOM GENEIALS .......iiiiiiieiiiiiee e e e e e sttt e e e et e e et e s s bbb et e e e e e e s bbb e et e e e e e sanbbe e e e e e e s s annnnnneeaeeas 285
Zone, Preset Level and Z0oNe MaQIC.......ccocccieeiiiiiiiiiiiiiiiiieeiee e e e e e eeeaaaaaaaaaaaaaeaaeaeaassseasssansaannns 286
b o] aT=TN 1Y, Vo o3P 289
Setting Up One Part on the whole Keyboard...............ooo e 291
EffECIS PrOCESSOLS. . ..ottt e e e e e e e s e e e e e e e e e e eas 292
Selecing the effECt PrOCESSOLS......uiiii i eeeas 293
Insert Effects A1, A2, B1, B2, C1, C2, D1 @nd.D2.......couiiiiriiiiiiieeeeee et e e 295
LISt Of INSEIT EffECLS. ....eeeiiei i e e 296
INSErt EffECLS SElEGEAGE. ... . et 299
(O ] TP PUOPPPPPPPPRIR 300
(O3 00 £ U OO PPPP PP 301
(D153 1o 10 o PP PP PP P PP PP 306



O (1] o T 311

PIICN SITTEE.....ee e e e e 316
(YT ] 0= 1o PP 321
1] (o] 01T AR PP P PP PPRPPRI 326
PP PSURPPPPPPPPRIN 331
GIlitch Shifter, GIItCH SIftEE. 2. e e r e 336
[ 1 (ot TS = o= 341
SF= 0] 0] (=1 1 (o o TV A2 346
N IR 351
1] £SO P PP PTPPPPR 356
FILEIS 2.ttt e e e e e e e e e e e e e e e e e e e e e e e e e e e 362
LOT0] g1 o {2510 RPN 367
DT 0= 1 To (o] PP EEURURRPRR 372
[ 10l RS = 1= 2 377
Delayl, Roto delay, Bright Delay and Bright Roto Delay............cccccoviiiiiiiiiiiiiiiiiee e 382
[V Z2 L= o] AP PO EEPPP TP 387
LIS (=1 00] o T PP PP PP PPPPTTPPN 392
F= 0] 0] =T 1 (o o PSP 397
BaSS ENNANCEN........eiiiiieii et e s 402
B Q- ettt ettt ettt ettt e ettt ettt et ettt n ettt ee e e et en e eerenereneeeseneneeenenen AOT
(@] 601 o111 = TP PP S PPPPPPPPTPR 412
B ettt ettt ettt ettt ettt ettt ettt et et et et ettt ettt 417
RESO Q. ettt et e e e e e 422
Y ToTo B =T - YOO 427
(00 ] 0 0] oI 11 (=T PP PPPPPPPRTPT 432
COMPIESSON 2.ttt e ettt e et e e e et e ettt be b b et e e e e aeeeeeee b bbb e e e e e e e aeeeeeeennnnnnnnes 437
Output EffECISL 8N 2....eiiiiiiiiiiieieee e ee e nnneneee e D42
ACCESSING the OULPUL EFFECES. ...ciii i e e e 442
LISt Of OULPUL EffOCES. ..ottt r et et e e e et e e e e e e e e e e e e e eaeaaeaeeaasaaaaaaannns 445
(O 1011 01U W= (=T ot SRS (=T ot o = Vo =SSP 447
Delayl, Roto delay, Bright Delay and Bright Roto Delay.............cooooieiiiiiiii s 448
LT =T U1 F= 1o ] 0 O PSR SEESR 453
[V A= (o ] SR TP PP PO P PP PUPRPTI 458



[ SA L] o T 463

Granulator (UNSYNCEA)..........uuuuiiiiiiiiiiiiiieiieiiierierreer e ee e e e e e e eeaae e e e e e e e e e s s e s s s sesssssssnnsnnsnneenseenen 408
XEAAEGIANUIALOL. .......eiiiiiii ittt e e e e e e 473
LIRS (=1 0e] o TP PP PP PPPRTT PPN 483
SAMPIE PIICK. ... e e e e e e e e e as 488
oL =T - YA 493
REVEID 2.t 498
FAVOIIE SOUNGS.....ceiiiiiiiiiii ettt e e e et e e e e e e s r et e e e e e s st b e e et e e e e e nnnrreeeeeas 503
Selecting The Favorite SOUNdS DANK............oooiiiiiiiiiii e 506
SaVING @ FAVOITE SOUNG......ceiiiiiiiiiiiiii et e e e e e e a e e e e e snb e e e e e e e annes 507
QI L3S0 [ =T Lo Y PP P PRUU R 508
S a1 T aTo R LIRS T=To [N L= g o= PRI 516
Y=o [ T=T g ToT =T g1V = T o PSPPSR 519
(01T T ST To [T o ol PSP PP PPPPPPPRPPRRP 521
SWING Al et e e e e e e e e e e e e e e e e et e e e e e e e e e e e e e e b rrreeeeean 522
INOTE TTACKS . ... eteeeeee ettt e e et e e e e e s bt e et e e e e e s bbb et e e e e e e bbb e et e e e e s annnnneeeaeeas 523
NOLE SUDIIACK ...ttt e e et e ek e e e e s e e e e e e e e 523
RaNAOMIZE SIEP VAIUES........cco i e e e e e e e e e e e e e e e e e e e e aaaaaaaeeas 524
Adjusting the offset of all values atthe same time............cccoooooii i, 525
Gate TIME SUDIIACK . ......eiiiii e e e e e e e e eeeeeas 527
VEIOCIEYSUDTIACK. ... e e e e e e et e e e e e e anes 529
POSITION SUDTIACK. ... .ttt e e e r e e e e r e e e e s 531
SUD POSItION SUDBIIACK ..o 533
N[ (I I = Tod 1 1Y/ (o To I Vo [P USS 535
ClEAr NOTE TTACK ... eeeeeee ittt e e e e e e e e e e s e e e e e e e e e e e e e e e aann 538
DOUDIE NOE TTACK. ....cii ittt e e e e e e e e e e e e nbee s 541
Realtime reCcording Of NOTES..........uuiiiiii i e e e e nneees 542

Y (=T ol L=Too ] do {1 0 o I o B A\ o) (== SO PPPP 543
The KNob CoNntroller TraCKS. ........e ittt e e e e e 544
Knob Controller track Step ValUES..........ooooiiiiiie e e e e e 545
Adjusting the offset of all values at the same tiMEeS............cccccoiiiiiiii e 548
Knob Controller Tracks Draw MOGE. ........c.uviiiiiiiiiiiiiiie e 550



Knob Controller Tracks COM PAOE.........cceeeeeie i ee et e e e e e e e e e e e e e e e aaaaaaaaaaaanas 551

Clear KNob Controller TIACK .........coiuiiiiiiiiieeiiie ettt 553
Double KNob Controller TIaCK...........coiiiiiiiiieeiiii e 556
Knob Controller Tracks RealtiRECOIdING...........cuviiiiiiiiiiiiiiee e 557
Knob Controller Tracks Step RECOITING.........uuviiieiiiiiiiieiieeee i 559
Drum Parts and Sequencer MOIPRING. ........ooiiiiiiiii e 560
Y] (1 o RS RUSUPPUR 561
L] 1 011 1o T o PP PP PP PPTUPRRIN 564
(010 1Y PO PUUPPPPTPRPIN 566
INITAIIZE PIESEL ... .ttt e e e e e et e e e e e e s bbb e e e e e e e b b e e e e e e e e annnees 568
Parameter SNAP MOGE.........oiiiiieiii e e et e e e e e e s r e e e e e e e e e e e e 569
N TP PTRPPTPTRRT 570
Delete the SAMPIE BaANK.......ooooviiiiiiiiiie e e e e e e e e e e 571
Delete all PreSets @nd SOMGS. ... .uuuuiiiiiiiiiiiiiieieiiei e e ee e e e e e e e e e e e et e e e s s e e s s s e s e e e b e rarseraeseneeeeeeees 572

L = 1 o I ] PP 574
Preset Change CONTILIML.........ii e e e e s e e e e e e b e e e e e ans 575

F Y g F= 1o o | T[T TR P PP PPPPP PP 579
SAVE PIESEL.....ceeiiiiii et a e e reeees 580
Yo o 1117 (o Lo [ SO 584
ACCESSING SONG MOUE.....eiiiiiiiiiieiieee e e e e e e e e e e e e e e aaaaaaaeeas 585
THE SONEEAIT PAJE.....cei ittt e et e e e e e et r e e e e e e e bbb e e e e e e e nnenees 586
THE SONQ SEIECT PAGE.....c ittt e e e e e e e e e e e e nnnnee s 588
SoNg Realtime RECOITING.........ueiiiieiiiiiiiie e e e e e e e e e e s e reeeeeaaans 590
ST V< T 593
LOT0] o) Y/ = 1 (=PSRRI 598
SY=To [ T=] g Tt =] ST (T 6 o] )Y/ = T = 601
Edit Knobs ANd X/Y CONroller SEUUR.........uviiiiiieieiiiie et nr e e e e e 604
S F= 1001 o] (= = o[ ST PP 607
o [N T= a1 o] 1 o PSSR 608
SIS = 101 o] 11 o 612
Y= 10 410 LT 4 T o LSRR 621
Generating Sample ChOp POINLS.........uuuiiiiiiiiiiie e e e 624
SAVE ChOP POINLS. ... e e e e e e e e e e et e e aaeaaaeeaeaaeaeeasseassaassanannnnnsnnes 626



(D1 (== W ol o o I o To 1 627

[T =T 1] o = Y= 1 0] ] 11 Lo S PSS RSRUPR 628
Graphical SamPIe EAIING.......uueeeeiiiiiiee e e e e e 631
SAMPIE STAM POIML . ....eeiiiie e e e e et e e s s s e e e e e e e e s e e e e e e e nnnnes 633
SAMPIE ENA POINL. ...t e e e e e e e e e e s s e e e e e e e e r e e e e eeeas 634
Selecting and €dit CNOP POINES........uuiiiiieiiiiiii e e e s e e e s r e e e e e s e nnnreeeeees 635
Yo [0 [1gTo =T ed s [0 o 18 o Lo 11 637
Adding a chop point at the selected end PaINL............cccciiiiiiiieiiiei e 640
Delete @ CNOP POIML. .....ieiiiiiiieie ettt e e e e e e e e e e e e s e e e e e e e e e anbne e e e e e e e e annneeees 642
Saving the start, end and CREPINTS...........c.uiiiiiii e 645
Creating a new sampling from a portion of the selected sampling............cccccceeeiiiiiiiiieee e, 646
L0 0] PRSP PP PTTPPTPTR 648
ACCESSING the USB PAgES.......co oo it e e e e e e e e e e e e e e e e e e e e e e e e e e s s e e s s e s s e s aaaaanes 649
USB SAMPIE PrEVIEW......cco e e e e e e e e et e e e e e e e aaaaaaaaaaaaeeaeeeseeessansannnnnd 651
Open a direCtory (OF TOIARL). .. ..ie i ittt e s e e e e e e enneeees 653
IMPOITING IS, ...ttt e e e st e e e e e e e e e e e e st b e e e e e e e e s annnnneeeaees 655
IMPOIrtiNg MUILIPIE TIES. ...ce e e e e s e e e e e 658
Reload MUIIPIE FIlES.........oo o e e e e e e e e e e e e e e e e e e e e e e e e e e s e e e s sensannand 660
Import Multiple Samplings From Directory As one sampliitly Chop points...............ccccccoee. 662
MAKE 8 NEW QIFBCIOIY. . uutiiiiieiieiiiee ettt e e e e e e e e e e e e e e aeeaaaaaaaaaaaens 664
Delete file from USB GIIVE........ooiiiiiiiiiiiieieee ettt e e e e e s e s e e e e e e e nnnne ) 666
Export samples, presets and sonNgs t0 @ USB.AIIVE ........cccoiiiiiiiiiiieeiiiiieee e 668
Updating the SpazeDrum fITMWAIE............ooii e re e e e e 670
0 s o T o 675
R IV ..ot e oot e e et e e e e e e e e s 675
LI L] 111 PO PP PPRTP PP 678



This product is produced and tested to comply with the low voltage dire(20&4/35/EU) and the
electromagnetic compatibility directive (2014/30/EU).

| hope that yu will deform some great beats!



Introduction
Thank you very much for purchasing/consider to purcHaseD 2 G K| NI y Q& { LJ T S5 N.
SpazeDrunare a 16 part/8soice analog drum synthesizer with effects and sequencer.

SpazeDrum Blue is based on the SSI12144 filter chip, while SpazeDrum Black is based on the
SSI12140.

Each of the 16 parts can be set up to be analog drum + digital oscillator/sahapks +up to 2

digital filters + VCA up to 2 insert effects, or to be 2 digital oscillators/sample players + 2 analog
filters +up to 2 digital flters + VCA + up to 2 insert effects, or 1 digital oscillator/sample player +
up to 2 digital filters VCA + up to 2 insert effects (Digi Voice).

Every 4 parts (part-&, part 58 etcX 0 A a 2y S | yI tparBcadbéRamie)harh vyt & (&
analog group at a timél analog voice and one digital voic)morethan two parts are activated
at the same timein the same group, only thzhighest numbered pasgwill play back.

The insert effects can be set for each analog group, not for each part.

The analog drum oscillators can be set in Analog Percussion (for most drum sounds), Analog
Cymbal or Analog Gianodes.

The digital oscillators can be set to waveform (a waveform that can morph from sine to triangle to
saw to pulse to feedback wave), Resonap@ricussiol-3, cymball2, clap or sample player

The sample players play back samplings stored intamia FLASH memory (No loading times!),
which can hold up to 2047 samplings/max. 18 minutes. Samplings can be chopped by level peaks,

wave zero points, or in equally sized slices. Up to 64 chop points are possible for each sampling.

Thedualanalog filtes operates only in lowpass mod&he analog filter in SpazeDrum blue is 24
dB, while in Black they can be set to 6, 12 or 18 dB.

Thedigital filters have 4different filter types.

Each part can be panned and sent either to the stereo audio output®phenal analog outputs
06 Al0K | ydtOnhRtEe 4aralbgydicksor to the 2 output effect processors.

10



alye Y2RdzZ I GA2Y &a2dz2NOS&a INB F@FAflFoft S AyOf dzR
generators per part, 4 knobs + sequencer kiiohl: O1 & LISNJ LJ NIz @St 20Aad¢8
The 16 parts can be sequenced from a binldequencer, that has 16 note tracks, with up to 64

steps eachEach note track has a position track, that makes it possible to alter the position of each
step, making itpossible to move steps arourahd make the sequencer run warious direction

modes A sub position track is also available for micro timing.

Realtime, step time and xox style recording are possible.

External MIDI devices can be controlled from 8@azeDrum sequencer as well.

Knob movementgsan be recorded, both in realtime and step time on km®b controller tracks.

¢KS ad2dzyR ASYSNIGAYy3 LINIHAE&AX GKS [ChQax (GKS S¥
parameter settings, layer A and lay®, that can be independently adjusted, and morphed

between, using the Morph and Seq Morph knobs.

All the parameter settings can be stored in any of 1024 rewritable preset locations, and recalled at
any time.256 favorite sounds can be stored for instaatall, when selecting sounds for a part.

1024 song locations are available, for programmed playback of presets, and for tracks mute
automation.

| hope that you will enjoy your SpazeDrdar a long timeand deform a lot of great beats

11
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In The Box

In the SpazeDrunbox should be:

-SpazeDrunitself
-A power supplyMulti plug¢Works in most countries.

LT ye 2F (KSasS AGSYa IINB YArAaaAiay3dazr LX SrHasS 3Si
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Getting Started

Connecting SpazeDrum

On the baclpanel of your SpazeDrurgou will find the power switch, corection for power
supply,audiooutputsand MIDI in and out.

Audio outputs L(hp) and R

The2rightmostmk n€¢ 21 O] 02y y SO( 2 NA Thad&areiire ®veMaldioy & (0 S NI
outputs, and yu would probably lik to connect theséo a mixer or an amplifier, or anything else

that ends out in a spdeer/a set of speakers. Since SpazeDRi2 S & Y Q ( t irkKspedkers, d dzA f

just needs to be connected to something, that can transfer its amazing sound to you. These should

A 2 4 oA

0S O2yySOUSR: dzaAy3d o0oé¢ Yzzy2 2101 OlFofSaod
¢CKS STl FdzRA2 2dziLdzi O6YINJ SR a!!5Lh h! ¢ [ 0KLS

Please mke sure that nothing is connected to the right audio output, when plugging headphones
into this connector.
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Analog Audio Outputs

¢KS ySEG n mkné 2101 O2yySOiG2NAR | N8B GKS 2LJA?2

outputs, and should beonnected to a line audio input, like a mixer. Pure analog signals can be
outputted from these, with an analog VCA in the final stage.

MIDI In and Out

It is possible to connect a MIDI pad controller, a MIDI keyboard, a MIDI sequencer or any other
MIDIdeh OS> (KIFG GNIyavyAda alL5L yz2a6Sa FyR M/ Qaz
is also possible to connect anything that transmits a MIDI clock, fwald like the sequencer of
SpazeDrunto sync to the rest of your setup.

On MIDI out, MIDtlock anda L 5 L fran/the @&dit knobsare transmitted.The sequencer note

tracks can also transmit MIDI notésy R G KS 1y20 O2y iNRffSNI (NI O &

pitchbendA ¥ | LJ NI A& &finectiahy MID gedr $oNtds | tHzau walul8 IIke tab
control from SpazeDrum
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Analog D

Drum Osc  Filfer

7/04 1/45 1/. 72 1 ,;,-;

On the frontpanel of your SpazeDrumgou will fird the USB annector.
USB Connector

To the USB connector, a USB drive can be connected.
This should be:

-Maximum 32 GB

-FAT formatted

With a USRIrive connected, you can:

-Import, export and back up samples as .wav files
-Import deFormer .lds samples

-Import, export and back uBpazeDrunpresets and songs
-Import LD3, Tiny LD and Urano sequences

-Update SpazeDrum

16



To import a .wav file from ano#r device, it must be:
-Mono or stereo

-44.1 KHz sample rateSpazeDrunwill import other sample rates, but they will play back in a
wrong speed

-16 bit or 24 bit native PCM
{0FryRIENR ¢l @Qa 2NJ oNRIFROIFaAd ¢l @Qa
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Starting Up

Connect the supplied power adaptor to the Power input, &md 100V to 240V power sourge
Usually a wall socket.

V/ =
. s
7

MODEL: HK:
INPUT : 100
QUTPUT
podla

[

LGQ&A T X YAYAYdzY wodn! GeL)S gAGK | supplymn YY
the picture is only for reference. Tlaetual one might look different.

18
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Turn it on

tdzZa K GKS aLé¢ 2y 6GpaDriudhéull Nowduénlon e show, tie SpareDrum
Blue Icon on the screen:

SpazeDrum Black will show a black icon:

19



The User Interface

Analog Outputs

o o O
t 1

F 63 Urano FS7

.vl ‘ “ . l I
(i
. |

Seq Rec Pres:
p,ayr— - e srjp Sotharmanr's
/Bc 501 /Mute  /Part bDELEDFLJm - » » o
OSiacks [Tempo /Scale /LastStep
Analog Drum Synthesizer

O Analog A @ Analogs | Analog C | Analog D 0
Drum Osc  Filfer EFX nv LFO Randomize Edn Ra doml zer Song Setup Samples Copy Paste Save use

12 113 14
7/04 1/43 7/32 1/24 1/1 !/'.2 1/8 1//~ 1/4 13 1

SpazeDrum Blue hagia> n é-0 ¥ &YgK RAALI I &@X { LI T S5NHzy .01 K

They both havé 6 step/trigger/part select/quick jump buttons, a Morph Seutton, a Func/Mute
button, a Steps/Part buttomnd a Sequecer Play button. It has 4 Ed&ihobs for controlling and
SRAGAY I LI NI YS{SNRE (SynfhiMoiplSkyidR,a Feguercér Marph knodfidia>
volume knob.

Pushing thelrigger 116 buttons, with Func/Mute and Steps/Part unliill triggerthe respective
SpazeDrunpart. When atrigger is triggé, the button will light up

ThePlaybutton will start and stop Sequencer playback. When the sequeng#aysng backihe
Playbutton will lightup.

TheMorph Setbutton, will toggle the parameters on any Synth and Sequencer page, between 2
layers of parameters, A and B. TMerph knob (MIDI CC#Lwill morph between the two layers of
Synth parametersand theSeqMorph knob (MIDI CC#Rwill morph between the two lagrs of
Sequencer parameters.

The Morph knob and the Seq Morhob will always work globally.

It has 4 buttons right under the display. That is used for changing preset/song, and for navigating
in the edit menus. These also have some shortcut functidaessktting the track last step and

scale (resolution).

20



When theFunc/Mute button is held down, it is possible taute/unmute the 16note tracks, by
pushing any of the 16 step buttons. When it is lighting up, the 16 step buttons functidpsicls
Jumpbuttons, that will take you to the edit pages, which nhames are showed right above each step
button.

When theSteps/Partbutton is held down, the 16 step buttons functionsResrt Selecbuttons.
Pushing any of these, will select part 1 to 16.

When it is lighting up, the 16 step buttons will show #tepsof the selected sequencer note
track. Steps that are on will light up, steps that are off will not light.

TheVolumeknob always adjusts the audio output volume.

The Edit1-4 Knobsto the left of the display, adjusts the parameters on eadit page. On the

Preset Select screeithey acts as modulation sources, that controly @arameters that has

knoblto4a S & Y2 RdzZ I 42 NE BHach EBdit&idb tyadsits iisownaVllB CC / / Q3
for each part. Please see the MIDI implementation pages for a completédis. Edit Knob has,

for each part, a sequencer knob controller track (64 tracks in total). The sequencer knob track can
control the knob. It can be programmed inputting valuesttom sequencer edit pages, or by

realtime recording knob movements.

The Edit knobs can also be set up to control the levels of each analog group and to morph each
analog group separately from each other.

21



SpazeDrum Black Touch Screen

i /'W ff;flmvmf"“‘\“‘i";‘“ ”

)

i
i

SpazeDrum Black has a touch screen.

On the Preset Select page (the main page), this works as an XY controller, that can be set up to
O2y UNRE (GKS a2NLK I yR 9RA iWhéng2ryséuIouck tfie séréeBond Y b h
this page, the main page wile replaced by a green line, indicating where you have touched the
screen. It will revert to the main page after a couple of seconds with no touch actions.

On the Sequencer track pages, the touch function can be used to program the sequencer step
values.

On various edit pages, sub menu functions can be selected by touch, and on the Sample Edit
pages sample playback can be initiated by touch.

When touching the screen on an edit page, that has no sub mamtibns, touch will function as
exit.

On variousnenu pages, menu selection can be done by touch.
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The Preset Select Screen

A

FPreset

This is the first screen you will see, right affgrazeDrum l@onstart-up screen, unless you left
your SpazeDrunm Song mode, the last time it was turned off. Here you can change perxikt,
jump toSpazeDruf & ahdRsktiings pages.

On the top of this screen, the Sequencer bar/beat, that is currently being played back, is shown.
To the right of the bar/beaindicator, you will find a sequencer record indicator (REC) and a
sequencer tempo indicator. When the REC indicator is red, the sequencer ammid mode.

¢KS GSYLR2 AYRAOI SpaznDrubg setfto entdnalRIDosync.¢ ¢ = A T

To the right othe Rec/Tempo indicators, the currently selected part number is shown.

Below the bar/beat indicat® A (i & | & SpazeDridSH SO&ZMNB Wit & Ay LINBA-S
if it is currently in song mode.

Below this, the number and name of the currentlexted preset/song is shown.
Below the preset name/number, you wiihd 8 large Vtimeters, twofor each analog group, or a
note grid over the sequencer note trackhe dark blue&/U-meters/steps show th analog voices,

the créme whiteVU-meters/steps sbws the digital voiced. 2 f R a9 EA G ¢ | YR Llza K
between the 2 views.
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Preset

F 680 FlazH 2

Push the 2 arrow buttons to select preset, or to navigate in the menus. Press Edit to access the
edit menus, press Exit to leave the menus.

24



Selecting a preset

When on the Preset Select page, simply push one of the arrow buttons right under the display, to
select the next or the previous preset.

Holding down an arrow button will scroll through the presets. Holding down one arrow button,
while pushing the other arrow button, will activate fast scroll. SpazeDrum will not change preset,
until both of the arrow buttons has been released.

1024 presets can be selected, from AO1 to P64.

If the seqencer is playing back, the Start/StbfD will nowstartto flash YR G KS GSEG ab
will show right above the new presets nanaayaiting track 1 to reach itstart/end step. As soon

as this happensspazeDrunwill switch tothe newly selected preset, the Start/Stop LED will stop
FEFaKAyYy IS illdiRpear. i i9 alsd possiblg to immediately switch to the next preset, by
pushing the Play button, while it is flashing.

If the sequacer is not playing backpazeDrunwill immediately switch to the ne preset, when

you release the arrow buttons

When SpazeDrunis turned off, it will remember which preset was selected, and start up with this,
when turned on again. It will also remember if it was in preset or song mode, and start up in the
same mode, and if it was in song mode, it will also rememidech song was selected.

Presets can also be selected, usinggtepbuttons. This is described in the next section

& h LIS N$pardDyiild d

LF yeé LINFYSGSNARA 2F GKS LINBaSi KFa 0SSy SRA
appear rightoetween the preset number and the preset name.

When this appears, you will need to save your preset, in order to keep your edits.
tfSFrasS aSS Kz2g (2 R2 (KAA AY (GKS a{l gS t NBaSsSi
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OperatingSpazeDrum

Starting and stoping the Sequencerand trigger parts manually

To start the sequencer playback, pustd release the Playutton, so that it lights up.

The sequencer will now start to play back. When the Func/Mute and the Steps/part buttons are
not lighting up, everyime a part is trigged to play back, the corresponding step button will light
up shortly.

The sequencer playback will either start from the selected start stépach track (Play mode =
Rese}, or it will continue to play back from the point, whatevas stopped (Play Mode = Cnt
You can find the Play mode parameter on the SEQ MAIN>Swing All page.

Swing All 1: 4
Swing Src Pl Ski
o es &

Envl Reset

To stop the segencer, simply hit the Playutton again, so that it is no longer lighting up.
To trigger the 16 parts manually, make sure thaitimer the Func/Mute button or the Steps/Part

button is lighting up, and then push any of the 16 step buttons, to trigger the sounds that are
programmed on each part.

26



Selecting the next preset

AR )
gl .

When on the Preset Select page (the main page), push and release the >/Scale Wwhitbnis

locatedright below the display SpazeDrunwill now select the next presetf the seqenceris

playing back, the Pldy will now start to flashand thetextda b 9 - ¢ Y€ At f aK2g NAR
new presets namen the displayawaiting track 1 to reach itstart/end step. As soon as this

happens SpazeDrumvill switch tothe newlyselected preset, the PlayED will stp flashing, and

G b9 - ¢Ysapeahlfistalsdpbssible to make the preset switch immediately, by pushing the

Play button, while it is flashing.

If the sequacer is not playing bacKpazeDrumvill immmediately switch to the n& preset when
the >/Scale button is released.

To scroll througimultiple presets, simply hold down the >/Scale button, until you reach the
desired preset. SpazeDrum will not actually change preset, until the >/Scale button is released.

To fast scroll through the presetshile holding the >/Scale button down, push amald the
</Tempo button.
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Selecting the previous preset

SRR )
g as

When on the Preset Select page (the main page), push and releaséTgmpobutton, which is
located right below the display. SpazeDrum will now select the previous priéske sequencer
is playing back, the PlayD will now startto flash- Yy R G KS GSEG ab9- ¢YéE GAf
new presets name on the displagiwaiting track 1 to reach itstart/end step. As soon as this
happens SpazeDrumvill switch tothe newly seleted preset, the Play LED will stop flashing, and
Gb9 - ¢Yé g Alfifalsdpbshible tth dsakeNd®d preset switch immediately, by pushing the
Play button, while it is flashing.

If the sequacer is not playing bacKpazeDrumvill immediately switcho the new preset, when
the </Tempo button is released.

To scroll through multiple presets, simply hold down the </Tempo, until you reach the desired
preset. SpazeDrum will not actually change preset, until the </Tempo button is released.

To fast scrolthrough the presets, while holding the </Tempo button down, push and hold the
>/Scale button.

28



Selecting Presets using the step buttons

i o \ J bk A kl lj
s s
80000000e0000000

Push and hold the Steps/Part button while pressing the Func/Mute button. Now both of these

buttons willlight up.
It is now possible to select the 64 presets in the currently selected preset bank, using the step
buttons. Step button 1 to 8 selects the lower digit of the preset number, and step butfd 9

selects the higher digit.
When pushing the samigautton combination again, the Steps/Part button will still light up, while
the Func/Mute button will start to flash.

It is now possible to select preset bank A to P, using step buttons 1 to 16.

Pushing the same button combination yet another time, wiit éom the preset select mode.

29



Selecting a part

Push and hold the Steps/Part button.

The selected part number will now be shown, by one of the 16 step bsitightning up. The
number belowthe step button, is the part number that is currently selected.

To select another part, while still holding down the Steps/Part button, push any of the 16 step
buttons.

The selected part, is the part which parameters will be shown on the display, wienngnthe
edit pages.

Selecting a part, also selects the equally numbered Sequencer Note Track.

When entering the Sequenc&nob Controller tracks, track 1 to 4 is selected in the same way.
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Sequencer Note Track Stepgew/edit

SR 0000
anE e
 aas aan aae | @e

First,select the part, for which you would like to view/edit the note steps, as described earlier in
this manual. You can, of course, select another part at any time, also after you have entered note
step edit mode.

To enter note step edit mode, push and reledke Steps/Part button. This should now light up.
Any note sequencer steps that are switched on to play back, will now also light up on the 16 step
buttons.

If the sequencer is running, the light state of each step button will be reversed, when a step is
playing back.

To switch a step on or off, simply hit the corresponding step button, at it will toggle its state.

When the sequencer ara irecording mode (the Playutton is flashing), pushing any of the step
buttons, will set record mode to step modand select this step for recording. The step button will
now flash.

When using the SpazeDruwsequencer as a usual step sequencer, the steps will play back from left
to right. In this case, step 1 plays back at position 1, step 2 plays back at positidrs@ an.

On the SpazeDrumsequencer, it is though possible to break this pattern, and make each step play
back on any position, using the position stamk. But more on that later inth | y dzI £ X

Only 16 steps are shown a time. The note tracks @pazeDrunhas 64 steps. Please read on, to
experience how to switch between stepl®, 1732, 3348 and 49%4.
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Parameter Fine Adjust Selecting Sequencer Note Tracknd Knob Controller Traclsteps 116,
17-32, 3348 and 4%0 64

N N N Kl Ij
5l 0000
QD00 ™ T
8888 0000000000

To fine adjust a grameter, first adjust the parameter, as you would normally do, with a knob.
Then push and hold the Morph Set button, while adjusting the parameter again, using the knob.
The parameter will now be adjusted inside a narrow range, and it will be easier itata

specific value.

To select the sequencer track stepssh and holdhe Morph Set/Bar Sebutton. Now pushing

step buttons 1 to 4 will select bar 1 to 4, of the currently selected track. The button of the bar that
is selected, will light up. Thather 3 bar select buttons will flash.

Note tracksMWhen you are located on any other pages, than the sequekmel controller tracks
pages, bar is selected to be viewed for a note track. The selected bar, is the bar that is shown on
the step buttons, ad on the note track pages.

Hit Bar Sel, so that it lights up.

Controller tracksWhen you are located on any of the controller track pages, bar is selected to be
viewed for the currently selected controller track. The selected bar, is the bar tehovgnon the
controller track pages.

32



Setting the last step of a Note Track

UUUU\I lj

This can be done on the Note Tracks edit pages, but it can also be done via the pushbuttons.

First, select the Bar, where you want the last step to be, as descoibéide previous page. Now,
while on the Preset Select page, push and hold the Exit/Lastbategn. If the last step of the
selected note trak is already located on the selected ptris will now be shown, as a step button
that lights up. Push any stdqtton, while still holding dowmthe Exit/Last Stegputton, to setthe

last step of the selected Note Track.
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Setting the Scale/Resolution for a Note Track

% N

While on the Preset Select page, push and hold the Exit/Last Step button. While holding this, puch
and hold the >/Scale button. Noane step button will light up, indicating the currently selected
resolution for the currently selected Note Track. The reBoh values is shown right below the

step button numbers.

While still holding the Exit/Last Step and the >/Scale buttons, push a step button to set the desired
resolution.

This can also be set as a parameter on the Note Track edit pages.
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Mute/Unmute Note Tracks

UU\J\JK[ Jj

SEQR e 3 ’
Play Morph Set Func Steps G o H—la rranr é [ J [ ] ( ] [ J
7 /BarSel /Mute /Part 4 -

Daée ro Edit < B Exit
.[ ] [ ] [ ] Analog Drum Synthesizer /Tempo /Scale /Last Step
Analog A | Analog B | Analog C | Analog D
Nofe
Drum Osc  Filter LFO Randomize Ecm I"cmcnovw er Song Setup Samples Copy Paste Save
9 1 0
1/04 1/t8 1/32 2-1, 1/10 12 1/8 1/0 1/4 1/’? 1/1

To mute, unmute or view the mute state of the 16 note tracks, push and hold the Func/Mute
button.

Unmuted tracks will now be shown by a step button that is lighting up, and shortly flashes off,
every time the track is triggerg.

Muted tracks are shown by a step button that is unlit, and that lights up shortly, every time the
0N} O1 62dzZ R KI @S GNAIIASNBR a2YSUKAy3Is AF Al ¢

To mute or unmute a track, simply hit the corresponding step button, while still holding dosv
Func/Mute button.
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Copy Morph Layer A to Layer B

Push and release the Func/Mute button, so that it lights up, to enter the function buttons. Now
push and release step button 13 (Copy), so that this also lights up. Instructicctpioand panic

will now be shown on the screen. Push and release the Morph Set button. Morph layer A synth
parts and sequencer parameters has now been copied to morph layer B. If you turn the Morph
knobs, you should now hear the same sound/sequence, nibtemahat position the knobs are in.
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Preset Reload / Advance Song realtime record step

UUUU\I Ij

Push and hold the Morph Set buttpwhile pressing the Pldutton, to reload the currently
selected preset.

While realtime recording a songgloading the preset, will cause the song recorder to advance to
the next song step. This is useful for recording track mutes of the same preset into the song.
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Panic

LA S Y '
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if
] Edit < > Exit
D D . D S R o

Analog A Analog B | Analog C Andadlog D

Push and release the Func/Mute button, so that it lights ugerter the function buttons. Now
push and release step button 13 (Copy), so that this also lights up. Instructions for copy and panic
will now be shown on the screen. Push and release step button 16 (Exit).

Now allinternal noteswill be shutoff, and alloscillator sample playback will stop.
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Compare Edited Preset With Saved Preset
N/ N L N/ &l I j

Random
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When you are editing a preset, and you would like to compare this with the originally saved
preset, this is possible, using the Compare function.

Tolisten to the originallysaved preset:

-Push and release the Func/Mute button, so that it lights up.
-Push and release step button 13 (Copy).

-Push and release step button 15 (Save).

You can now play with the previously saved preset.

To deactive the Comare function, and jump back to the edited preset:

-Push and release the Func/Mute button, so that it lights up.
-Hit step button 15 (Save) again.
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To deactivate the Compare function, and discard your edits:
-Push and release the Func/Mupatton, so that it lights up.
-Hit step button 13 (Copy). The display will now show:

COPY P 1

~-Push Copy To De-activat
e Compare Mode

B

If you are absolutely sure, that you would like to discard your edits, hit step button 13 (Copy)
again.
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Shortcuts to Edit Pages
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Push andelease the Func/Mute button, so that it lights up. Now push and release the step
button, that has the name of the editageover it, that you wish to jump to. When pushing some
of these buttons a number of times, it will toggle through a number of pages:

Drum Osc:
When in analog drum mod&nalog drum oscillators > Digital oscillator
When inSynthesizer modeDigital drum oscillators

Filter:
When in analog drum mod®igital filters
When in Synthesizer modé@nalog filters > Digital filters

EFXThe currently selected effect, og the currently selected analog group
VCANCA

Env:Envelope 1/2

LFOCurrently selected LFO

Seq EditSeq Main > Note tracks > Knob controller tracks

Note RandomizerThe Note Randomizer page of the currently seledtete Track

Setup:Setup main page
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SamplesThe sample edit pagesReSample

Save:Save Td’reset select > Save to nam& > Save to name-8%> Save to name-92 > Save to
name 1316 >Saving Preset

USB USB main page
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Quick Exit to the Preset Select page

O U U U &I J j
s setnsrmans ()
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s 2 : Edit Exit
[ ][ J [ J[ J i s - ,y&:'n;‘u ;:ale /tLL:l;‘ Step

Analog A l Anadlog B | Andalog C Analog D
Drum Osc  Filter EFX CA En LFO Randomize ECHA T‘a.x‘:«,’:"iy:iizu:-r Song Setup Samples Copy Paste Save USB
1 2 3 4 | 5 6 74 8 | 9 10 11 12 | 13 14 15 16
1/64 1/48 1/32 1/24 1/16 1/12 1/8 1/6 1/3 1/2 1/1

From any page, push and hold the Steps/Part button, and push the Exit/Last Step button.
SpazeDrum will now jump to the Preset Select page (the main page).
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Jump to Tempo page

= Seq Rec — Prc—‘:e?T ;
Play Morph Set Func Steps G - H_I Srrrianri 5
/BarSel /Mute /Part SDEIZE’DFI_JFTI
% : Edit < > Exit
[ J( } [ ][ ] Analog Drum Synthesizer /Tempo /Scale /Last Step

Analog A [ Analog B | Analog C | Analog D
Seq Nofe
Drum Osc  Filter EFX VCA Eny LFO Randomize Edit Randomizer Song Setup Samples Copy Paste Save UsB
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1 2 3 4 | 5 6 7 8 | 9 10 11 12 | 13 14 15 16

1/64 1/48 1/32 1/24 1/16 1/12 1/8 1/6 1/4 1/3 1/2 11

Push and holdhe Exit/Last Step button, while pushing the </Tempo button. SpazeDrum will now
jump to the Sequencer Main page, where the tempo can be set.
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Randomize Parameters
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paxzebrum -
D D . D MHC”O(J Drum Synthesizer = /'Tr::lmo /scale /’lfxtiysf Step
Analog A Analog B I Analog C | Andalog D
Drum Osc Filter EFX VCA Env LFO Randomize E'Iﬁ Fﬂnl ](oflm er Song Setup Samples Copy Paste Save UsB
1 2 3 4 | 5 6 7 8 | 9 10 11 12 .1 )3 14 12 16
1/64 1/48 1/32 1/2 1/16 1/12 1/8 1/6 1/4 1/3 1/2 11

Push and release the Func/Mute button, so that it lights up.

Hit step button 7¢ Randomize. Now the 4 parameters, that you can currently adjust, using Edit
Knob 14, will be randomized.
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TheDrum SynthesizeParts

SpazeDrum has 16 partsach 4 parts (part-4, part 58, part 312 and part 1316) forms one
analog group. It is only possible for two parts in each group, to output sound at the samé.time
analog part and one digital part. If multiple parts of the same analog group isdreggbe same

time, only the 2 highest numbered parts will output a sound.

To analog out
Sample and chop
| Dual analog Analog Digital Editor » AndioOueL:R
| oscillator / Lowpass Multimode
Filter* Filter
M oscillator®/
r Sample TFM 16 global |\ rien
. player* LFOs o Output Effect
M 1
| sy,,cl TFM Analog Digital
| Lowpass Multimode
: Filter* Filter "
s Digital Gotharman's SpazeDrum Structure Outpt Eifect
o oscillator/ IFM -
- Sample
-] playver *: In Synthesizer mode
M Part Modulati
4 Random ENVI VCA ENV 4 knob ctrl
Generata ADSR ADSR tracks Analog Group A
PARTI |— H
PART2 INS INS Ll yea i INS i
PARTS—] 1| FFX1° EFX 2% : {EFX1* |} EFX2*
PART4—— : ;
PART: I *: Insert effects can be placed pre or post to VCA
PART6 [—
PARTT—— ] —
PARTS Analog Group B
PARTY |
PART10 — r1
PART1 1 f—— —
PARTI2[——
PARTIS} Analog Group C
PARTI4[——
PART15 ——
PART16[——o Analog Group D
From part 1-[4 Fmp?ns-s From part ?-12 meplan 13-16
Note sequencer
iscgcnce ! | Analog outputs *optional | ig
MIDI IN
MIDIOUT Analog Analog Analog Analog
VCA A VCA B VCAC VCAD
T T T T
A M A A4
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Each part has:

-A drumoscillator. This can be set um one of sixdifferent configurations:

Noise
Source
FM )
v Analog Percussion
Analog Digital
Percussion ] [~ Mult]mode
Oscillator Filter
FM M > Analog > Digital
v Shaper Buzz
Analog Digital
Percussion — = Mulﬁmode
Oscillator Filter
FM
Digital
Oscillator/
Sample Player

Analog Percussion

A dual analog percussion oscillator andigital oscillator. The analog percussion oscillator has
special parameters like Shape, Buzz arday feedback. The digital oscillator can run in several
modes, like waveform, resonator, percussion oscillator, cymbal oscillator, clap oscillator and
samplea. Each oscillator can have most parameters modulated by any modulation source. The
analog percussion oscillator can be FM'ed by a percussion noise source and by the digital
oscillator. Can produce kicks, snares, analog hihats, toms, claps, noise anthorech
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Square FM
Source
FM
v Analog Cymbal
Analog Digital
Percussion B ™ Multimode
Oscillator Filter
3
M M Analog > Digital
v Shaper Buzz
Analog Digital
Percussion [~ | Multimode
Oscillator Filter
TFM
Digital
Oscillator/
Sample Player

Analog Cymbal

A dual analog percussion oscillator and a digital oscillator. The analog cymbal oscillator has special
parameters like Shape, Buzz andR&y feedback. The digital oscillator can run in several modes,

like waveformyesonator, percussion oscillator, cymbal oscillator, clap oscillator and sampler. Each
oscillator can have most parameters modulated by any modulation source. The analog Cymbal
oscillator can be FM'ed by a multiple square wave source and by the digitiédtoscCan produce
metallic sounds like cymbals and hihats, noises and much more...
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Noise
Source
FM Analog Clap Clap
v Envelope
Analog Digital
Percussion ] > Multimode
Oscillator AJ Filter
1 Anal
c o
FM FM I ‘lld 0g > VCA
v Shaper
Analog Digital
Percussion — = Mult]mode
Oscillator Filter
TFI\I
Digital
Oscillator/
Sample Player

Analog Clap

A dual analog percussion oscillator and a digital oscillator. The analog clap oscillator has special
parameters like Shape andRay feedback. Ehdigital oscillator can run in several modes, like
waveform, resonator, percussion oscillator, cymbal oscillator, clap oscillator and sampler. Each
oscillator can have most parameters modulated by any modulation source. The analog Clap
oscillator can be mmdulated by a clap oscillator, to produce the classical clap sound, and it can be
FM'ed by a noise source and by the digital oscilla@@m produce hand claps, noises and more...
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Synthesizer

Digital Analog Digital
Oscillator/ > Lowpass "|  Multimode
Sample player Filter Filter
R b
S¥ic i FM
v
Digital Analog Digital
Oscillator/ Lowpass = Multimode
Sample player Filter Filter
I ? FM

Synthesizer

2 digital oscillators, going into 2 analog lowp#ksrs with separate cutoff and resonance

controls, and GRay feedback. Each of the digital oscillators can run in several modes, like
waveform, resonator, percussion oscillator, cymbal oscillator, clap oscjllad@se oscillatoand

sampler. Each oscillator can have most parameters modulated by any modulation source. Most
analog filter parameters can also be modulated. Oscillator 1 and the analog filters can be FM'ed by
Oscillator 2. Crossfade is possible between oscillator 2a@n produce a wide variety of
synthesizesounds, including drum sounds.

FM, sync and Xfade is possible between 2 oscillators.
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ExternalMIDI
The Sequencer Note Traakd knob controller trackef the part will control a MIDI device,
connected to SpazeDrum MIDI out.
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Digital Voice

Digital R Digital
Oscillator/ = Multimode
Sample plaver Filter
Digital
> Multimode
Filter
Digital Voice

One digital oscillator, that can run in several modes, like waveform, resonator, percussion
oscillator, cymbal oscillator, claygscillator, noise oscillatoand sampler. Most parameters of the
oscillator can be modulated by any modulation source. A digital voice will not cut off an analog
voice, so this is useful for adding some extra voices to your pattern.
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Each part also has:
-Up to 2 digital multimode filterswith resonance43types.

-1 VCAwhere both output level and pan can be adjusted and modulated.
-3 envelopes Two ADSR types and one decay envelope.

-4 Random Generata. Always key trigged.

Shared between the 16 parts:
-m ¢ [ v@th odiphable waveforms.

Each part can be sent to the stereo audio outputs, the analog outputs (if instgliely the 4
analog voicesor the 2 output effect processors
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List of Modulation Sources

Env1:The output of ADSR Envelope 1
Envt: The output of ADSR Envelope 1 Inverted
Env2:The output of Decay Envelope 2
Env2: The output of Decay Envelope 2 Inverted
Aenv:The output of the VCA Envelope
Aenwv: The output of the VCA Enepe Inverted
LFO1The output of LFO1

LFOZ% The output of LFO1 Inverted
LFO2The output of LFO2

LFO2 The output of LFO2 Inverted
LFO3The output of LFO3

LFOZ: The output of LFO3 Inverted
LFO4The output of LFO4

LFO4: The output of LFO4 Inverted
LFO5: The output of LFO5

LFOS: The output of LFO5 Inverted
LFO6The output of LFO6

LFOG6: The output of LFOG6 Inverted
LFO7The output of LFO7

LFOY: The output of LFO7 Inverted
LFO8The output of LFO8

LFO&: The output of LFOS8 Inverted
LFO9The outputof LFO9

LFO9: The output of LFO9 Inverted
LFO10The output of LFO10

LFO1@ The output of LFO10 Inverted
LFO11The output of LFO11

LFO1% The output of LFO11 Inverted
LFO12The output of LFO12

LFO12 The output of LFO12 Inverted
LFO13The output ofLFO13

LFO13 The output of LFO13 Inverted
LFO14The output of LFO14

LFO14 The output of LFO14 Inverted
LFO15The output of LFO15

LFO15 The output of LFO15 Inverted
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LFO16The output of LFO16

LFO16& The output of LFO16 Inverted

Rnd1:The output ofPartRandom Generator 1

RndZ%: The output ofPartRandom Generator 1 Inverted

Rnd2:The output of Part Random Generator 2

Rnd2: The output of Part Random Generator 2 Inverted

Rnd3:The output of Part Random Generator 3

Rnd3: The output of Part Rando@enerator 3 Inverted

Rnd4:The output of Part Random Generator 4

Rnd4: The output of Part Random Generator 4 Inverted

Knb1:Edit knob 1 or Knob Ctrl Trk1 value or the last Knob MIDI CC value received

KnbZ: Edit knob 1 or Knob Ctrl Trkl value or the ksbb MIDI CC value receivieerted
Knb2:Edit knob 2 or Knob Ctrl Trk2 value or the last Knob MIDI CC value received

Knb2: Edit knob 2 or Knob Ctrl Trk2 value or the last Knob MIDI CC value received Inverted
Knb3:Edit knob 3 or Knob Ctrl Trk3 valuetioe last Knob MIDI CC value received

Knb3: Edit knob 3 or Knob Ctrl Trk3 value or the last Knob MIDI CC value received Inverted
Knb4:Edit knob 4 or Knob Ctrl Trk4 value or the last Knob MIDI CC value received

Knb4: Edit knob 4 or Knob Ctrl Trk4 valuetioe last Knob MIDI CC value received Inverted
Velo: The last note velocity value received for the part

Velo-: The last note velocity value received for the part Inverted

CC3The last MIDI CC 3 value received

CCZ2 The last MIDI CC 3 value received Insert

CCA4The last MIDI CC 4 value received

CC4: The last MIDI CC 4 value received Inverted

CC5The last MIDI CC 5 value received

CC5: The last MIDI CC 5 value received Inverted

CC7The last MIDI CCvalue received

CC* The last MIDI CCvalue received Inverted

Ktrl: The output of Knob Ctrl Track 1, when it is in OffSM mode (independent of knob).

Ktrl-: The output of Knob Ctrl Track 1, when it is in OffSM mode (independent of knob) Inverted.
Ktr2: The output of Knob Ctrl Track 2, whemsiin OffSM mode (independent of knob).

Ktr2-: The output of Knob Ctrl Track 2, when it is in OffSM mode (independent of knob) Inverted.
Ktr3: The output of Knob Ctrl Track 3, when it is in OffSM mode (independent of knob).

Ktr3-: The output of Knob Ctrlrdick 3, when it is in OffSM mode (independent of knob) Inverted.
Ktr4: The output of Knob Ctrl Track 4, when it is in OffSM mode (independent of knob).

Ktr4-: The output of Knob Ctrl Track 4, when it is in OffSM mode (independent of knob) Inverted.
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Accesgig Drum SynthesizePart Pages

Preset

A 45 Land Mines

Fromthe Preset/Song Select pagaush the Edit button right below the display.
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Now SpazeDrum will show the main groygage:

ANALOG TUNE

From here you can enter the different SpazeDrum edit groups. Selebbttes by navigating up
and down, using the < and > buttons right below the display. When you have selected the right
box, hit the Edit button, to enter the edit groupxit to the Preset Select page, by pushing the Exit
button. On SpazeDrum Black it is@fsossible to enter any of these menus, by touching the box.

In the top right corner of this page, the currently selected part number is shown.

Since this chapter is describing the drum synthesizer, we will just leave the SYNTH box selected,
and hit theEdit button.
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Now SpazeDrum will show another group of boxes. If the selected part is in an analog drum mode,
the boxes will look like this:

i FL 5

[LFO*s
ZONE+PRS LVL

If the part is in Synthesizer mode, the boxes will look like this:

ENV

LFO’s

LFO*s
ZONE+PRS LVL
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If the part is in Digital Voe mode, the boxes will look like this:

ZONE+PRS LVL

The boxes on these pagesshéwK S RAFTFSNBY G daY2RdzZ Seleetthe T GKS R
module you would like to edit, using the < and > buttomsby touching a module on SpazeDrum
Black Enter the module bpushing the Edit button, exit by pushing the Exit button.
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When entering a module, it might look something like this:

DRUM 0OSC PART 1

Etiinel Tine? Pitch Mod
3 () LEOZ2 176

Most module pages show 4 parameters at a time. These can be adjusted by turning the 4 Edit
Knobs.

The row of small otles in the top left of these pages, shows that the module has multiple pages.
Navigate through the pages, by pushing the < and > butidnssome pages, the Edit button has a
function. Pushing the Exit buttomr touching the screen on SpazeDrum Black make it jump

back to the drum synth group of boxes.

w»

¢CKS a{[h¢é ydzYOSN) aK2ga 6KAOK LI NI A& asSftSod

Part 1 to 16 is selected by holding down the Steps/Part button and pushing a step,lagton
SELX I AYSR Ay GKS dhLISNFGAYy3a {LIT S5NHzYé OKIF LIGS

TheDrum Synthpages can also be accessed, using pushbutton shoyasitsxplained in the
GhLISNIF GAy3 {LITS5NHzYé OKI LI SN
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The Drum Synthesizer Modules

In this section of the manual, you will find a description of the parameters of each part, and the
para¥ SG SNE NBf I (ke efféds gidéeSsofs Ch Q &

Drum Oscillator
The oscillatos are the first blockin the audio chain of a part. These aesponsible for generating
the basic sound of each part, that can be modulated, filtered and effected, for shaping a sound.

A SpazeDrum drumscillator can b set b various analog and digital sound generating modes,
explained in the beginning of this apter.

The first Drum Oscillator page:

DRUM 0OSC PART 1

Form_ Trnps

Analog Percussion -

Form: Sets the Drum Oscillator mode. Choices are: Analog Percusgsiatog Cymbal, Analog
Clap,SynthesizerExternalMIDI and Digital Voicdlease find each of these maxplained in
the beginning of this chapter.

Trnps:Transpose. Transposes the whole part up or down in semitones, as indicated by the

settable number. Please notice, that in order to make the analog oscillators transpose, the
G! Gdzy S¢ LI NI Ve iS tNiEmo8ule nlist-b tyirSel up.
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Parameters in Analog Percussion Mode

The drum oscillator has aftérent set of parameters, depending evhich mode it is in. At first,
the parameters for the Analog Percussion mode will be explained.

From thefirst drum oscillator page, hit the > button, to enter the next page:

DRUM 0OSC PART 1

Tunel TuneZ Pitch Mod
192 (5] LFO2Z2 176

Tunel:Sets the pitch of analog percussion oscillator 1.
Tune2:Sets the pitch of analog percussion oscillator 2.
Pitch Mod:Select the pitch modulation source, and set the amoihte pitch modulation can

either affect both analog percussion oscillators, one of them, or one inverted to the other. This can
be set by the Pmod parameter, explained a little bit later in this module.
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Hit the > button again, to enter the next pag

7 DRUM 0OSC PART 1
Atk At ime Shape Buz=z
E—o 16 "398 8

Atk: Attack. Adds a short boost to the sound, simulating a drumstick hitting the drum.

Tip: For analog style kick drum sounds, use this in combinationamtenvelope modulating the
Noise parameter, for creating a good analog attack.

Atime: Attacktime. Sets for how long the attack boost should last.

Shape:Turning this up, will add a bit of character to the analog percussion oscillators.

Buzz:Turning this up, will add buzz to snare and other noisy sounds. When added to kick, toms
and othernon-noisy sounds, it will sound like distortion.
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Hit the > button again, to enter the next page:

~ DRUM 0SC PART 1
Nbié Nozgu Nozlv Level

Nrm +111

Noiz: Set the amount of noise FM applied to the analog percussion oscillators. Useful for snare
drums, hihats and other noisy sounds.

NozPW:Noise waveform intensity.

NozWv:Noise waveform select. Normal (Nrm), squared (Squ), Ring Modulated Ry
Modulated squared (RiP), Metal (Met) or ring modulated metal (RiM).

Level:Sets the output level of the analog percussion oscillators. Negatiues attenuates the
signal, positive values gains the signal.
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Hit the > button again, to enter the next page:

~ DRUM 0SC
:G—Ray Mode Feed
- %

Norm

G-Ray:Adjusts the amount of RAY intermodulatiofior the analog percussion oscillato& no
intermodulation, 3: maxntermodulation 4-7 generates a softer-Bay intermodulation. Range: 0
to 7.

Mode: G-Ray mode.

-Norm: Normal 1:1 feedback.

-Neg:1:1 feedback with the signal inverted (a 180 degree phase shift)
-Ultr: Boosted feedback.

-Uneg:Boosted feedback with thagnal inverted (a 180 degree phase shift)

Feed:0 to 511.GRay feedback le}.

FM: Sets how much the digital oscillator should modulate the analog percussion oscillators.
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Hit the > button again, to enter the next page:

Shape ModSelect anodulation source and adjust the amount of modulation for the Shape
parameter. The small \\iheter next to the modulation source selector, shows the output of the
selected modulation source.

Atk Mod: Select a modulation source and adjust the amount of mation for the Attack

parameter. The small \\iheter next to the modulation source selector, shows the output of the
selected modulation source.
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