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before entering Global mode is the only way to make sure you are editing a kit that's used by that bank. Once in Global mode, select which of the two kits you wish to edit. (If you're editing a specific program, don't forget to check out which kit it's using.)

Easy Access. Holding down the A softkey and playing a key on the keyboard will cause the cursor to automatically scroll to that drum sound in the display. Once there, you can easily make changes to the drum's tuning, pan position, and so on.

Voice Assignments. A drum can be assigned to any of the nine voice groups (called "Exclusive Group" in the display). When drums are assigned to the same exclusive number, any one of them that is sounding
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will be cut off when another drum in the same group is triggered. For example, by assigning all of the hi‑hat sounds to the same group, you can cut off a sustained hit with a short one ‑just as on a real hi‑hat. Other possibilities include choked cymbals, gated toms, and a variety of percussion effects.

More New Sounds. Don't forget that pitch‑envelopes can be very effective on drums. Subtle envelopes with velocity routed to move pitch up can go a long way toward simulating the natural response of a drum being struck really hard. Or you can create fun effects, as demonstrated in programs A69 and 1349.

Stacking drums can also be very effective. Check out combinations A09, 1309, A49, and B49 for effects, pan assignments and layering possibilities.

Armed with these tips, you should be able to take your O1/W anywhere and tackle any situation with confidence. The more you learn about your instrument, the less time you'll spend worrying about how Combination mode works, or how to make the sequencer do what you want, and the more time you'll spend making music. And to me,

that's what it's all about.
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most of the time. Added to all this was the fact that the time allotted for dubbing this film was roughly half of what was needed. By the second day, we were already far behind, and tempers were getting hot. Hooray for Hollywood.

I was an advocate for quiet music, and overall contrast in the soundtrack: Loud parts should be very loud, and soft parts should be soft enough to make the loud parts seem even louder ‑ a basic aspect of music production (and common sense) that seemed to elude the mixers on this film. They apparently had come from the sonic pudding school of film sound. They took great offense to most every suggestion of reducing or (God forbid) tossing sound effects.

Fortunately, for the most part, common sense prevailed, and the effects didn't eat up the entire soundtrack. The music was well mixed to the perspective of the film, and I left feeling that the film sounded surprisingly good. Many of my suggestions were used and seemed to be helpful. The director was pleased with the music, and only one cue was thrown out. All in all, a success, and now it was over. My first free afternoon in over a month. I weighed my options and decided to go to a movie. It was an action film loaded to the gills with chases, crashes, sound effects galore, and an over‑the‑top score. Everything the opposite of the film I had

just finished work on. I loved it.
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