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Making Music with the KORG

DDIVI-110/220

The Korg DDM-110 and DDM-220 use digital
recordings of real drum and percussion in-
struments as their sound. sources. These
sounds are stored as coded digital information
in computer memory chips. To reproduce a
sound, its data is read from memory and con-
verted from digital to analog form. This same
kind of technique is used in the Compact Disc,
today’s newest audio source. And it is the
reason for the clarity, realism and power that
you enjoy with these two new electronic musi-
cal instruments.

The DDM-110 and DDM-220 each have nine
digital sounds. Drum sounds featured in the
DDM-110 are bass, snare, rimshot, low tom,
high tom, closed hi-hat, open hi-hat, cymbal,
and handclaps. The DDM-220 has high conga,
low conga, timbale, woodblock, cowbell, high
agogo, low agogo, cabasa, and tambourine.
These instruments are programmable. You can
create up to 32 different rhythm patterns. Then
you can connect these to make songs up to 390
bars long. Repeats can be added to play even
longer songs.

There are two ways to create patterns. Either
tap them out in real time, playing the keys as
you would a drum kit, a method called “‘real
time write.”” Or play them a step at a time with-
out worrying about the metronome, a method
called “‘step-time write.”

You can also make changes in your patterns
using either method.

A tape interface gives you virtually infinite
pattern and song storage capacity. On the other
hand, without storing anything you can still play
the DDM-110 or DDM-220 in real time, using it
in place of real drums or as additional percus-
sion sound sources. Synchronization jacks let
you hook up the DDM-110 and DDM-220 for
synchronized performance. With the addition of
the Korg KMS-30 it is also possible to synchro-
nize operation with synthesizers, sequencers
(MIDI or conventional), and multi-track tape
decks.

In this book we will give you more details
and ideas for making music with your DDM-110
and/or DDM-220 digital drums and percussion
instruments.
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Special Applications

For your music group

o

ScenNe 1 |
Where’s the drummer?

'SCENE 2
Play it again, Samantha

Add a little percussion

SCENE 4
The sound of the future

F-N

When the drummer can’t make it Everybody else
has shown up for the practice. Where’s the drum-

mer? Finally you get a phone call—the drummer has

It's the tricky changes and breaks that need the
most practice in a song. That's why it’s nice to have
a drum machine that can play exactly what you want

If you listen closely you’ll hear percussion instru-
ments being used in all kinds of music, not just Latin.
Percussion can liven up a song and create a differ-

Rhythm machines once were considered a poor
substitute for real drums. That isn’t true anymore.
The DDM-110 and DDM-220 are so advanced that

1) Bands without drummers.

Not all groups need or want a drummer. The
DDM-110 and DDM-220 can be programmed to play
things that no real drummer would or could per-
2) An extra dimension for a drummer.
With a drummer and the DDM-110 (and/or DDM-
220) you can create a more unusual sound with a
steadier beat. Program the DDM-110 for the drum-

more pressing business, or maybe just forgot. Bring
out the DDM-110 and you can still have a good re-
hearsal.

and play it over and over. Just program it once then
play along till you have it down.

ent feel. With the DDM-220 you have nine different
percussion sounds at your fingertips. Play it in real
time or program it for automatic playback.

you can use them instead of drums for today’s latest
sounds.

form. See how fast a real drummer can play a con-
tinuous series of bass drum notes. Then turn up the
tempo on the DDM-110.

mer to play along with. Or play the DDM-110 in real
time along with the drummer.




For Multi-Track Recording

SCENE 5

Percussion sweetening

SCENE 6

Sync to tape with
the KMS-30

If you are into multi-track recording then you pro-
bably use a drum machine—not only to play demo
drum tracks, but also to put down a click track when
playing with a human drummer. However, what
happens if you want some percussion? With the
DDM-220 you can easily get the up-to-the-minute
conga, timbales, and other lively sounds to sweeten
your productions. What’s really handy is that you

if you're using a multi-track machine you usually
record the rhythm machine first. What happens then
if you want to add a second drum or percussion
track? What happens if you want to change the
drum track after overdubbig other instruments? You
have to play it on real instruments or you can try the
impossible—getting a drum machine to start on cue

can sync up the DDM-220 with the DDM-110 with
just a single DIN cable. Synchronized operation is
also possible with other drum machines. In some
cases internal clock speed of the two units may dif-
fer. No problem, just use the Korg KMS-30 Midi
Synchronizer to match the speeds (and add extra
connection capabilities).”

and then keep time with itself. For a modest invest-
ment you can own the solution to this problem, the
Korg KMS-30. This lets you record a special sync
track on the tape. Then you can operate your
DDM-110, DDM-220, and other units in perfect
time, every time. You’ll have more multi-track
freedom and control than ever before.

For MIDI and Computer Compatibility

SCENE 7

Synchronized perfor-
mance with all MIDI
instruments

If you're in to synthesizers and computer music then
you probably know about MIDI. This new interface
standard for electronic instruments assures inter-
connection compatibility between all MIDI equip-
ment. Now you can also use non-MIDI instruments
in your MID! system. The key is the KMS-30. It con-

verts the MIDI clock data into an ordinary sync or
tape sync signal. it can also do the opposite, con-
verting sync to MIDI clock format. So you can use
your DDM-110 and DDM-220 together with your.
MIDI synths, sequencers, and computer interface.
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Inside

Information
Front Panel

TEMPO controls

VOLUME controls EJ

E DISPLAY

E RECORD switch

ENTER key D
START/STOP key D

SHIFT key | 6 |

E SONG & PATTERN
function keys

B

NUMBER keys

(instrument keys)

[1]RECORD switch|

This is set to ENABLE when you want to record
(write) something in memory. Set to DISABLE
when you are playing things back from memory
or during other operations that do not affect the
memory contents.

[2[SONG & PATTERN function keys

These keys change what happens when you
press the ten NUMBER (instrument) keys. Your
selected function is indicated by the LEDs to the
right of the SONG & PATTERN keys.

\__ Function indicated by LE[KL

NUMBER key operation

]

EDIT Lets you make changes and add re- e v SEET w on
peats to recorded songs. FeEE —*
S !Hlﬂllllll
It % SONG In this mode the first six keys areus- ,  ,
— ed to select the SONG NUMBER [i] .
== which will be played or used for re- || L_‘} ! u l
[PATTERN cording.

PATTERN

Here the keys are used to select the
PATTERN NUMBER for writing pat-
terns or playing them back

0000000000

INST

Select this function when you want
to use the keys to play the in-
struments (for recording or employ-
ment as a percussion instrument).

1 2 3 4 5 6 7 8 9 0

=% = == TE = =
|- i i . L

ACCENT  BASS  SHARE R4 WITOM 1O TOM OCOSDW OFENM  CYMBAL CUPSITRG!

INITIAL

This is used when you select the
resolution (the value of the shortest
note that will be played) and the time
signature before writing the drum
pattern.

liiiiiiiE@

L om nmﬂ:m ooen
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TEMPO controls E{]

VOLUME controls

EDISPLAY

E RECORD switch

2 [SONG & PATTERN ||
function keys

ENTER key [5]

L
WN/CANCEL }

{CONTINUE START)

START/STOP key| 4 |

SHIFT Key| 6 |

NTIAL 3 % [E3] [£3] 1 3) fH o3 E oo
E‘.!‘.%?E\ RESOLUTION = [T} Vs 1= [T Y Tnpiat -

M AGOGO LO AGOGO CABASA T

NUMBER keys E

<o (instrument keys)

|3|NUMBER (instrument) keys|

The effect of these keys depends on which func-
tion you have selected with the SONG & PAT-
TERN keys.

[4]START/STOP key|

Press once to start playback of recorded patterns
and songs. Press again to stop. (If you are not
using the SYNC jack then the SYNC switch must
be set to OUT in order to hear anything when the
START/STOP key is pressed.)

[S][ENTER (UP/DOWN/CANCEL) key |.

This key is used in the following situations:

eWhen setting resolution.

*When cancelling material that has been record-
ed (written to memory).

*When specifying repeat signs and number of re-
petitions.

*When making various kinds of corrections.
eWhen going forward or backward by steps (us-
ing the ““step time’’ method of writing patterns).

[6[SHIFT key

*Holding down this key and pressing the START/
STOP key at the same time will cause playback
to continue playing from the middle of a song
(after stopping or specifying a bar number to
start from).

*Holding down this key and pressing the ENTER
key enables writing something again if you make
a mistake during the writing procedure. Or, in
the step time mode, it takes you back a step.

[ZITEMPO controls]

*COARSE: Used for rough adjustment of tempo.

*FINE: Used for fine adjustment of tempo after
setting with the COARSE knob. Ordinarily this

knob can be left in the center position.

*TEMPQ indicator: This flashes with the beat ac-
cording to the tempo set by the COARSE and
FINE knobs.

[8]VOLUME|

oMASTER: For overall volume adjustment.

eHH CYMBAL: For adjustment of hi-hat and cym-
bal volume.

*CABASA TAMBOURINE: For adjustment of
cabasa and tambourine volume.

*METRONOME: This adjusts the volume of the
metronome.

[9|DISPLAY

Shows a variety of information to help you write
patterns and check patterns. Also confirms tape
interface functions.




inside
Information

Side Panels/Connections

+Be sure to set the TAPE switch to the DISABLE position and set the
SYNC switch to the OUT position during normal use. If not at these
positions then you will not hear any sound.

[ﬂ@ [ﬂ E '5 B:] [ Lett sice | | [Right side | [7] @ @
N - % U I A
L I T T woes oo mrge e
o 60— o j ﬁ 0-0-0 0—O
=3

Another DDM-110 or DDM-
220, KPR-77, sequencer or
other unit equipped with a
sync jack. KMS-30 for sync
to tape or connection to
MID! equipment.

Cassette
tape
recorder

Headphones

Foot switch
@ Amplifier or (Korg PS-10r
mixing con- é similar).

sole

=SH

AC Adaptor wall socketJ

Trigger input
jack on synthesizer.

1]DC 9V

For connection of the supplied AC adaptor.
[2]POWER switch |

[3]TAPE input/output jacks (FROM/TO) |
Connect a tape recorder to these jacks when you
want to save data on tape or load data from tape
to the DDM-110.

|4] TAPE switch|

Ordinarily this should be set to DISABLE. When
using the tape interface, select “'LINE-LINE” or
““EARPHONE-MIC” depending on what kind of
tape recorder you are using.

[5]SYNC input/output jack]

This DIN jack is for connection to a SYNC jack of
the same kind on another DDM-110, DDM-220,

8

sequencer, or other unit. It enables synchronized
operation.
[6/SYNC switch|

This must be set to the QUT position for ordinary
use. You will not get any sound out of the DDM-
110 if this is set to IN when not using the SYNC
jack. See ‘‘Advanced Applications” for more de-
tails.

[7]PHONES jack]|

For headphone connection.

[8]STEREO output jacks (R/MIX, L)]
Both jacks can be used for stereo connection to a

“mixing console, two instrument amplifiers, or a

stereo amplifier. Use the R/MIX jack alone for
connection to a mono amplifier or when only a
single input is available on a mixing console.

[9][START/STOP jack]

Lets you use a foot switch (Korg PS-1, S-1, etc.)
or other source of a trigger signal (J1_GND) for
remote controlled starting and stopping of DDM-
110 playback.

HO[TRIGGER output jack]

This puts out a trigger signal at every point that
the CLAPS sound is programmed. This trigger
signal (1.GND) can be connected to the trigger
input jack on a synthesizer or other device. Then
you will hear the sound of that device instead of
the handclaps. A

If anything is plugged into this jack then you will
not hear the CLAPS sound from the DDM-110
STEREO or PHONES outputs. (TAMBOURINE
sound from the DDM-220)




Super Ideas for Super '
Performance

A tight rock rhythm *Example 1
Let’s start with something that can really
: CYMBAL qﬁ'ﬁﬁﬁ'ﬁﬂ asalsnalzzalzns!
get people out on the dance floor. e A Tdssdssdsdddddsss [dedsdsseidesdsse
SNARE ) . L. L. o o
HI TOM [ d ) r y) L {
LO TOM J P [ P )
BASS - -
eeert geept  goergeergeset  f o v ff [Fsger =
9909400090004090 | Jodddsdddididdds « N, doy
) J ) ) N ) N | dddddddddddddddd | ddddddddtd’’ 4
& « b < . oddddddde
oo o0000000
FoYg - [ Fyeer - EESrEeErr f
Take it a bar at a time. «Example 2 - @-2
. . .. . N CYMBAL CYMBAL
This music can be divided logically into T ; : o —
three sections, with two bars in section A, L Tow a7 « o L S—
four bars in section B, and two bars in sec- BaSS geert peert? BASS eeereeereeer!
tion C. Each of these will use a different e ™ R LR o, B2 ===
HH dosdddddersdadid HH dddddidsdssdidddd
rhythm pattern. TSNARE ) ) 2 r) SNARE 2 rl 2 [l
__HITOM (3 [ HI TOM [ [
_LOTOM . LO TOM o P upPpe -
BASS F Y g - BASS [ = R
-3 aaainnnlnaalamn! B)-4 == T B e
E{Y«MBAL ddddddddddsdedidd E«LMBAL dddddddddddvedds
_ SNARE ) ) 1 ] SNARE ) o ) rryl
__HI TOM < S HI TOM & *
_ELXSTSOM E(zs‘SOM u :{ g
F g = :
-1 Cl-2(F 520 8R) 3.
CYMBAL S e e e e S S e D e CYMBAL > > > > A
HH HH Y
~SNARE ddddddddddsddddd NARE C Crr Je'y 4
_HITOM - doddddadd HI TOM -
LO TOM Fd Xy 0 TOM deddddes -
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STEP 1

Getting ready to write.

1 Set the RECORD switch to the ENABLE posi-
tion whenever you want to write or change a
pattern. When set to ENABLE, this switch lets
you program and store new information.

RECORD

ENABLE ﬂﬁ DISABLE

ON
2 Press the [PATTERN] —==—tomm
key. You'll see the little Swer™
PAT

CTINITIAL

LED light up above the
word “PATTERN.”

TERN| e

3 When the PATTERN LED is on, you can
choose a pattern memory number from 1 to
32. Press key number [0] followed by key
number [1}. (For now, think of a pattern as be-
ing one bar long.)

10

Rhythm patterns and step chart in the first bar

A-1

CYMBAL

HH

SNARE |

]

HI TOM ) Ll ) o

e At b L
Example 1 The rhythm patterns of A -1{(Resolution)=78% Time %)

Beat & 1 2 3 4

Sound t'3"1234123412341234
ACCENT
CYMBAL
OPEN HH
CLOSED HH
SNARE
HlI TOM o [ J
LO TOM ® o
BASS o000 000
Beat 1 2 3 4

4 Press the key

again. This time the IN-
ITIAL LED will light up.

— e —
T PATTERN

o 32

CNsT

ENTIAI. : ON
PAT TERN | CIRECORD

NST ERASE )

5 Now press the number [0] key which is also

marked [PATTERN ERASE]. Then press
[ENTER]. This clears your chosen memory
number so you won'’t be bothered by any pre-
viously stored pattern information.

6 Find the shortest note (or rest) in the bar that

you are going to write. This lets you decide
“resolution.”” A 16th note is the shortest note
in the first bar of our example. Our time signa-
ture is 4/4. Press the number [2] key since this
is above the 4/4 and 1/16 markings. Then

press the key.
You are now ready to start writing.

What is Resolution?

Resolution represents the shortest note in a
pattern or how finely you want to break up the
rhythm.
o TR RS
“SNARE L [
H TOM __4 }
BASS r Y pr ’

In the above example the shortest notes are
the 16th notes played by the hi-hat and bass
drum. Therefore, we choose 4/4 from among
the time signatures in the RESOLUTION =
1/16 section.

CYMBAL
H

e W - M B
¢ ddd ddd did 47
) [ ]

Hi TOM ’

LR

if you look closely you'll see that we have a
32nd note here played by the bass drum in
the 4th beat. Therefore, we choose 4/4 from
among the time signatures in the RESOLU-
TION = 1/32 section.

On the DDM-110 you have three choices of
resolution: 1/16, 1/16 TRIPLET, and 1/32.

1/16 is for typical 8-beat and
16-beat rhythms.

1/16 TRIPLET is for swing,
szi{{jet shuffle, reggae and other
rhythms with triplets.

1/32 is for 32-beat rhythms
and any rhythm that has very
fine rhythmic detail.

=R

=TT %




STEP 2

There are two ways that you can use to write patterns on the DDM-110 and DDM-220.

Writing the first bar
of section A

How to Write in Real Time

key so that the INST Ewer N
LED lights up. i

EDRECORD
TERN ST ERASE)

1 Press the [PATTERN PaTTERn

2 Press the key to start the met-
ronome. Adjust the TEMPO controls.

3 Play the rhythm by tapping the keys for a part
at a time as written in our sample score. Start
with the bass drum, then add low tom, and so
on. Two or more sounds can be played at
once, with practice.

4 if you hold down the key, the instru-
ment keys will erase sounds instead of record-
ing them. This makes it easy to correct any
mistakes. ‘

5 Press the [START/STOP] key when you finish
writing a pattern (or if you simply want to take
a break).

1. Real Time Write
You play the keys along with a metronome as
if you were playing drums. Sounds are re-
corded at the closest metronome position to
which they were played.

2. Step Time Write

Here you play whatever keys you like for each
step before going on to the next step. At 1/16
resolution a step is a 1/16th note. With this
method it is easier to write more complex pat-
terns.

The method you choose is up to you and you
can switch between the two methods at any
time. Here we'll go ahead and write in real
time.

How to Write a Step at a Time

1 Press the e
key to turn on the INST bt
LED (as you did to en- o
able writing in real |parvean| =ecom
time). -

2 (1st beat)
Press (the bass drum key) four
times. (Only the bass drum plays in the first
four steps, as shown in the chart.)

3 (2nd beat)
1st Step: Here the high tom and low tom play
a quarter note. Think of this as a 1/16th note
followed by three 1/16th note rests. Hold
down the key and press the

key. (You can speed up the
writing process by holding down a key and

£ INST ON

then pressing any other keys that will be
sounded on the same step.)

2nd-4th Steps: These are considered as rests.
Simply press the key three

times.

4 (3rd beat)
Press four times.

5 (4th beat)
1st Step: Hold down and press
[6/LO TOM].
2nd-4th Steps: Press three
times. This completes the first bar. Press
to here what you have written.

If it sounds like you made a mistake, you can cor-
rect it by using the key with the appropri-
ate instrument key. Or you can go back to STEP 1
and start over.

1




What's a Step?

1 Astep is the smallest division of a pattern.

if resolution is 1/16 then you can consider
one 1/16 note to be one step. If you are in
4/4 time then you have sixteen steps to
the bar.

At 4/4 time, 1/16 resolution, you have 16
steps per bar and four steps per beat.

12345678910111213141516
STEP > DIXDDIIDIIIIDIDD
1st beat 2nd beat 3rd beat 4th beat

16 steps altogether

2 When writing a step at a time, you need to

remind yourself that a quarter note is writ-
ten as a 1/16th note followed by three
1/16th note rests (assuming 1/16 resolu-
tion and 4/4 time).

These examples are different ways of ex-
pressing the same thing.

FOIFERIETSroE N ITTS

STEP > AMMMIMMIMY

st 2nd 3¢ 4th
beat beat beat beat

The “‘step charts’’ used in this book make
it easy to keep track of where each key
should be played.

3 On the DDM-110/220 you can store up to

32 different patterns. Pattern (or memory)
numbers 1-16 can be used for patterns of
up to 32 steps. The remaining patterns
17-32 can only take a maximum of 16
steps. This means that pattern numbers
1-16 actually can hold two bars of 4/4
time, 1/16 resolution music apiece.

STEP 3

Writing the second bar
of section A

ON

CIiNITIAL

lights up. = | Srecom

INST ERASE)

1 Press the M
so that the PATTERN LED l@ Swst_
PAT

2 Select pattern number 2 by pressing the [0]
key followed by the [2] key.

3 Press the [PATTERN] key == mew
so that the INITIAL LED E_'T_sv_
P

: :ﬁ‘ﬁTON
lights up. arenn| oo

{INST ERASE)

4 Press [0/PATTERN ERASE | then press
ENTER.

B Press key number [2]to select 4/4 time and |
1/16 resolution. Then press [ENTER].

6 Press the[PATTERN] key === iz

so that the INST LED Hwar ON
"ghts up I INITIAL

AT TERN ﬁ'sﬁ?‘?;‘g




Rhythm patterns and step chart in the first bar
CYMBAL

HH
o | B —
LG TOM - [ Ca
BAsS geereeereeer!
Example 1 The rhythm patterns of A -1 (Resolutions =% Time %)
Beat & T 1 2 3 [ 4
step
Sound 1]2]3]4]1]2]3]4]1]2]3]4]1]2|3]4
ACCENT | ]
CYMBAL
OPEN HH
| CLOSED HH |
| SNARE ,
HI TOM [ o
LO TOM 11 °
BASS ooo0o0 000000
Beat 1 2 3 | 4

If writing in real time...

7 Press the key to start the
metronome.

8 Tap the keys to play the rhythm.
If writing a step at a time

7 (1st beat)
Press four times.

-8 (2nd beat)
Press four times.

9 (3rd beat)
Press four times.

10 (4th beat)

Hold down [s/Hi TOM| and press [6/LO

TOM] . Then press three
times.

STEP 4

Writing the first bar
of section B

so that the PATTERN LED Swst_

1 Press the (PATTERN] key [m== e
i C3INTIAL
lights up. 2 mTiaL

EDRECORD
ERN ST ERASEY

2 To store this pattern as number [3], press
(0] then [3].

3 Press the [PATTERN) key [ =™
again so that the INITIAL @ St
PA

. B ON
key lights up. | o

ONST ERASE)

4 Press [0/PATTERN ERASE], then press
ENTER].

B Press key number [2] to select 1/16 resolu-
tion and 4/4 time.

6 Press the key ===y e
so that the INST LED ‘W—ON
PAT

llghtS up. CIINTIAL
TERN ‘fﬂ‘ﬁ?&g

To write in real time...

7 Press the key to start the
metronome.

Rhythm patterns and step chart in the first bar
CYMBAL

ON.

®-1 EFAT%EM % ‘ % ‘
L0 T0M
BASS r bl g
Exampie 1 The rhythm patterns of A -1|(ResolutionJ=/x% Time %)
Beat & 1 2 3 4
Sound stepﬂzs412(3412341234
ACCENT
CYMBAL L J
OPEN HH
CLOSED HH 0000 000 0 6 6000 6o e
SNARE ® ®
HI TOM
LO TOM
BASS | ] o0
l Beat 1 2 3 4

To write a step at a time

7 (1st beat)
Hold down and press
(7/ICLOSED HH] then [9/CYMBAL].

Press [7/CLOSED HH| three times.

8 (2nd beat)
Hold down and press
[7/CLOSED HH].
Press [7/ICLOSED HH]. Hold down
and press [7/CLOSED HH]. |
Hold down and press
[7ICLOSED HH.

9 (3rd beat)
Press four times.

10 (4th beat).
Hold down and press
[7/CLOSED HH.
Press three times.

13




STEP S

Writing the second bar
of section B

ON

so that the PATTERN LED Swst_
|ghts Up. O INITIAL

TERN T s

—_—
1 Press the [PATTERN] key paTTERN
PAT

2 Press [0] then [a] to select the 04 pattern
memory number.

3 Press the [PATTERN] key pATTERN
PAT

so that the INITIAL LED L
||ghts up. INITIAL

TERN| S RECORD

4 Press [0/PATTERN ERASE], then [ENTER].

5 Resolution is 1/16 and time is 4/4 so press

[2], then [ENTER.

6 Press the —r
so that the INST LED “ E ieb:..m on
lights up. o Swma

TERN| SIRECORD

To write in real time

Rhythm patterns and step chart in the first bar
CYMBAL

STEP 6

e e
R
BASS U qw‘ ‘
Example 1 The rhythm patterns of A -1 (Resolutions =A% Time%)
Beat & 1 2. 3 4
Sound s'ep12341234123412[34
ACCENT
CYMBAL
OPEN HH
CLOSED HH 0|0 ©® ¢ 00000 00eeee
SNARE [ e
HI TOM
LO TOM
BASS e o | o0
Beat 1 2 3 4

To write a step at a time

7 Press [START/STOP].

The metronome will start.

8 Tap the keys for the sounds 1o be played.
14

7 (1st beat)
Hold down and press
[7/CLOSED HH].
Press [7/CLOSED HH]. Hold down
and press [7/CLOSED HHJ.
Press [7/CLOSED HH].

8 (2nd beat)
Hold down and press
[7ICLOSED HH].
Hold down and press
[7ICLOSED HH). (Repeat this two more
times.)

9 (3rd beat)
Press four times.

10 (4th beat)

Hold down [3/SNARE| and press
7/ICLOSED HH].
Press [7/CLOSED HH] three times.

Writing the third bar
of section B

5——ON
1 Press the PATTERN key aTE
- so that the PATTERN LED Swst_
Lights up. ot Smmar

TERN| CARECORD

2 Press [0] then [5] to select the 05 pattern
memory number.

3 Press the [PATTERN] key s
so that the INITIAL LED ‘:F::—%TON
lights up. PATTERN| CIRECORD

4 Press [0/PATTERN ERASE), then [ENTER).

5 Resolution is 1/16 and time is 4/4 so press
(2], then [ENTER].

6 Press the key -
so that the INST LED Enst_
P

lights up. S

AT TERN| CIRECORD

To write in real time
7 Press [START/STOP).

The metronome will start.

8 Tap the keys for the sounds to be played.



Rhythm patterns and step chart in the first bar 1

CYMBAL
e LSt et
B-3 {0 PR B W—
LO TOM [
BASS r Y gg ¢
Example 1 The rhythm patterns of A -1 (Resolution) =534 Time %)
Beat & l 1 2 3 4
Sound $tep1234123412341234
1 ACCENT
[ cvmeaL
[ OPEN HH
CLOSED HH OQQO0.00QOOOOQOJ
SNARE ® )
Hi TOM |
LO TOM |
BASS o | oe
Beat 1 ] 2 3 | 4

To write a step at a time

7 (1st beat)
Hold down [2/BASS | and press
7/CLOSED HH|. Press [7/CLOSED] HH

three times.

8 (2nd beat)
Hold down and press
[7/CLOSED HH].
Press [7/CLOSED HH]. Hold down

and press [7/CLOSED HH]. (Repeat this
once).

9 (3rd beat)
Press four times.

10 (4th beat)

Hold down 3/3NARE} and press
[7ICLOSED HH].
Press [7/CLOSED HH] three times.

STEP 7

Writing the fourth bar
of section B

Rhythm patterns and step chart in the first bar

CYMBAL

PATTERN
1 Press the [PATTERN] key m (F mc»m
so that the PATTERN LED
lights up.

PAT TERN| C2RECORD

2 Press [0]then [6]to select the 06 pattern
memory number.

—

HH ddddddididddddd
B-4 SNARE DY ) - Kl
Hi TOM & &
LO TOM
eret |
Example 1 The rhythm patterns of A -1 (Resolution)=/B% Time ‘/.ﬂ
Beat & 1 2 3 4
step -
ON Sound ~|1]2]3]al1]2]3]al1]2]3]4]1]2]|3]a
ACCENT
CYMBAL
T WITIAL
OPEN HH
aniliasnai CLOSED HH 00 ©®® 0 0 0000000060
SNARE i o o0 e
HI TOM
LO TOM
BASS o o | oo
S N Beat 1 2 3 4

3 Press the [PATTERN] key @ e
so that the INITIAL LED

lights up.

ERECORD
TERN] T taase)

4 Press[0/PATTERN ERASE], then [ENTER].

B Resolution is 1/16 and time is 4/4 so press

(2}, then [ENTER).

6 Press the [PATTERN] key
so that the INST LED
lights up.

PAT TERN | =2RECORD

To write in real time

7 Press [START/STOP].

The metronome will start.
8 Tap the keys for the sounds to be played.
To write a step at a time

7 (1st beat)
Hold down and press
[z1CLOSED HH].

Press [7/CLOSED HH]. Hold down
and press [7/CLOSED HH|.
Press [7/CLOSED HH|.

8 (2nd beat)
Hold down and press
[7/ICLOSED HH]. Hold down and

press [ 7/CLOSED HH]. (Repeat this two
more times.)

9 (3rd beat)
Play four times.

10 (4th beat)

Hold down [3/SNARE] and press

[7/ICLOSED HH]. (Repeat this two more
times.)

Press [7/CLOSED HHI.

15



STEP 8

Writing the first bar
of section C

Rhythm patterns and step chart in the first bar
CYMBAL > >

HH

ic-1 J SNARE ddddddeddddddaa
HI TOM - doddadas
LO TOM - { deee

Example 1 The rhythm patterns of A -1 (Resolution,=/R% Time %)

Beat & 1 2 3 4
step
Sound 1]2]3]a|1]2]3]4|1]2]3]a]1]2]3]4
ACCENT oooo00000000
CYMBAL
OPEN HH
on CLOSED HH
1 Press the [PATTERN] key —ﬁ SNARE cocoocooo0oeoeee
50 that the PATTERN LED @ SheT_ E(') TT‘;“:” . LIl : : :L:
|Igh'[S up. PAT TERN| C2RECORD BASS { | 1
2 Press [0 then [7] to select the 07 patten L %2t ! 2 3 4

memory number.

3 Press the [PATTERN] key m EAT RN
so that the INITIAL LED Swer_

\ m
|Ight5 Up PATTERN EJRECORD

(NST ERASE)

4 Press [O/PATTERN ERASE], then [ENTER].

5 Resolution is 1/16 and time is 4/4 so press
* [2), then [ENTER].

6 Press the key ey
so that the INST LED SHwar OV
PAT

lights up. o Z__:‘c’;:

GNST ERASE)

To write in real time

To write a step at a time

7 Press [START/STOP).

The metronome will start.

8 Tap the keys for the sounds to be played.
16

7 (1st beat)
Press four times.

8 (2nd beat)
Hold down and press
[3/SNARE]. (Repeat three times.)

9 (3rd beat)

Hold down and press
[3/SNARE| & [6/HI TOM]. (Repeat three

times.).

10 (4th beat)
Hold down and press
[3/SNARE], [5/HI _TOM], & [6/LO TOM|.
(Repeat three times.)

STEP 9

Writing the last bar

ON

1 Press the Key == Sy
so that the PATTERN LED (@ Swer_
lights up. Swma

PAT TERN| SIRECORD

2 Press [0] then [8] to
select the 08 pattern
memory number.

—_—
3 Press the [PATTERN] key e

so that the INITIAL LED| Cﬁ;
Iights up. PATTERN| SReCORD

{INST ERASE)

4 Press [0/PATTERN ERASE], then [ENTER].

B Resolution is 1/16 and time is 4/4 so press

(2], then [ENTER].

6 Press the [PATTERN] key === o™
so that the INST LED@%'—
lights up. S mmaL

. PAT TERN | S2RECORD

To write in real time
7 Press [START/STOP].

The metronome will start.

8 Tap the keys for the sounds to be played.




Rhythm patterns and step chart in the first bar
CYMBAL > A

= |

oy
.

o e
[g-2 J SMRE dddddddd ey e
Hl TOM R :
10 TOM ddosddd
o peereeerr f
Example 1 The rhythm patterns of A -1 (Resolution's =% Time %7
Beat & | 2 3 4
step ——
Sound 1121(3]4a]1]|213|4|1[2[3]4]1]|2(3|4
ACCENT o0o000000 O o
CYMBAL B
OPEN HH HOBER
cLosed HH | | | | O
SNARE coeceeee o | @
HI TOM BB
wTom _ |ee/eeeeee | | |
BASS oooooooee | | o
Beat 1 2 3 | 4

To write a step at a time

7 (1st beat)
Hold down and press

[2/BASS], [3/SNARE], &
(Repeat three times.)

8 (2nd beat)
Repeat the above key combination four
times.

9 (3rd beat)

Press [2/BASS|. Hold down [1/ACCENT
and press [3/SNARE]. Press [UP/ENTER
two times.

10 (4th beat)
Hold down and press
[2/BASS), [3/SNARE], & [8/OPEN HH].

Press [7/CLOSED HH).
Press [UP/ENTER] two times.

Make aWhole
Song by
Linking Your
Rhythm
Patterns

Up to now we've been recording rhythm
patterns. But the DDM-110 and DDM-220
also let you link these patterns together to
make whole songs. So far, we have eight
patterns stores in memory. The DDM-110
“knows” these as the numbers 01 through
08. To write a song, you tell the DDM-110

“which pattern to play first, second, third,

and so on.

Pattern number| 01 | 02 | 03 | 04 | 05 | 06 | 07 | 08
Stored pattern | &)1 {A)-2 |81 |Bl2 | B3| B4 |LC1]T02

So, for our example, we would tell the
DDM-110 to play our stored patterns in the
order shown here.

booi 1 o2 o3 ) 04| 05| 06l o7 | o8 il

Let’'s go ahead and try it.

STEP 10

Getting Ready to

: Write a Song

4 Set the RECORD switch to RECORD

the ENABLE posmon ENABLE I% DISABLE
2 Press the key so =
that the SONG LEDlightsup. W‘“\ = ON

3 Let's assign this song the number ‘1", Press
the 1 key. Six of these ‘‘song numbers’" are
available. (So you can store up to six songs
“‘on board”, without saving data on tape.)

EBRECORD
4 Press the [SONG] key so % B o

that the EDIT LEDights up.

[ mes]
SONG
16

B Press the 0/SONG INITIAL key, then the

ENTER] key, to clear your selected song
number’s memory area.

6 Press the SONG key so
that the PATTERN LED
lights up. You are now
ready to start ‘‘writing".

PATTERN
i



STEP 11

Writing Songs

1 Press [0], then [1], then[ENTER). This selects

pattern number 01 which is where the first bar
of section A (in our example) is stored.

2 Press [0, then [2], then [ENTER]. (Since the

second bar of section A is stored as pattern
number 02.)

3 Press [0, then [3], then [ENTER]. (To select
pattern number 03 which holds the first bar of

section B in our example.)
Keep going in this way. Select your pattern
number, then press ENTER for each bar.

4 Press (0], (4] then [ENTER | (for the second

bar of section B).

5 Press (o], [5] then (for-the third bar
of section B).

6 Press [0}, 6] then (for the fourth bar

of section B).
7 Press [0], (7] then (for the first bar of

section C).

8 Press [0), [8] then[ENTER] (for the final bar).
18 ‘

STEP 12

Writing Repeats
Recall that section B is supposed to be repeated.

How do we make the DDM-110 repeat these four
bars?

1 Press the key SO [ song | =

EIEDIT ON

that the EDIT LED lights ;’—“‘“’ S

up.
We want to repeat the third bar through the sixth
bar. So we need to put a (begin) repeat sign at
bar 3 and an (end) repeat sign after bar 6 (that is,
at bar 7).

2 (Putting a begin repeat sign at bar 3.)
Press the key, then press the

number [3]key.
Press [ENTER]. (This selects the third bar.)

Press the [2] (begin repeat) key.

3 (Putting an end repeat sign after bar 6.)
Press [1/BAR SELECT], then press [7].

Press [ENTER)]. (This selects bar 7.)
Press the [3](end repeat) key.

Next, we need to tell the DDM-110 how many
times to play the section between the repeat
signs. After it plays those bars once, we want it to
go back and play them again. That is, we want
the section played two times.

4 Press the key.
5 Press the (2] key, - then press [ENTER).

You have now finished writing the sample music
and storing it as a ‘‘song’’. Easy, isn’t it? To save
your work, set the RECORD switch to the DIS-
ABLE position.

STEP 13

Playing the Song

To play a song, you select its song number and
press the START/STOP key.
Here’s how.

1 Press the key so
that the SONG LED lights

up.

2 Press the number [1] key since this is the
song number that you used when you wrote

the song.

3 Press the key to begin
playback.

Then adjust the volume and tempo controls as
you like.




' Ready-to-Run
Rhythm Patterns

Soul-Jazz-Fusion 1

Techno-Soul

A A 16-beat pattern with unusual bass drum
Synchro-PIay for Extra Powe_r entry timing. Also check out the cabasa

rhythm on the DDM-220, a seemingly mi-

You can play both the upper and lower parts of these nor addition that helps bring it all together.
patterns by connecting the DDM-110 to the DDM-220. Since this pattern is one of the more com-
Here’s how: plicated ones, it is easier to write a step at
) a time. Set resolution to 1/16. If you
1 First write the rhythm pattern into the DDM-110 and DDM-220. select a pattern number between 01 and
16 then you will be able to use it to store
2 Set the SYNGC switch-to IN on one unit and to OUT on the other. both bars in this example.
Connect the two with a 5-pin DIN cord.
m==l==zl=zslzz=lll=aslza=lz=zlass]
HH dIIddddddddddiddd] dJddddddddedddds
SNARE ! C 3 C ')‘ o o h,':’ C
(E:lL\Psg iﬂ!:?" P. e PP;PZ:P: e
vl L LI T EH | R Bl
am=ll N , == | \ )
CABASA gddddi S S rrrrr)
The one with its SYNC switch set to out will be the ‘‘master,”” while
the other will be the “‘slave.”” Press the START/STOP key on the - T bt (Resnlu;ion-»;f;, %s'll'imez%) o o (RlesnhgionTa,?:ﬁ %Cms%\l
master unit to start or stop play. Tempo will also be determined by the Sound 8P {1 LR RERE R I TR R E L R E R 3
TEMPO control settings on the master unit. ' CLOSED HH_|e|e[e[e[e/e]o]e[e[ee]e/ee|e]d|e[e/0]s|e|e[e/e/e/0e/s[e/e/0®
SNARE ® o [J [
10 ~cps o o o DEED
BASS o0 o o 00 o e oo o o o9 © 00
220 | CABASA Looeg 00
Beat 1 2 3 4 5 6 7 8
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Soul-Jazz-Fusion 3

o e P P P e T ' = 2
o aaasn | SoulJazz-Fusion
gkgg 4!- oy AP : . .- p:- ap :1 "

 —_| 4l 14 l—>= 2 1% I -

dﬁ ’ sddvd # diFd ’ =d é: iﬁd tln soul
g”—;’:‘f’:—%h“‘—zv’ IR AT | With its five percussion sounds this is a
H A0S0 P S — —— moving pattern that’s hard to resist. Since

[ G G resolution is 1/16, both bars can be stored

':BF/ as one pattern number if you choose a
1st bar (Resolution-)=/7%) Time-%){2nd bar (Resolution-) =73 4 Time+%)
DOM Beat & 1 2 3 4 5 6 7 ) number from 01 tO 16
Sound tep123411234123412341234123412341234
ACCENT o) 0 C O o o o
OPEN HH o
110 CLOSED HH |®| @ @ |® o o |0 (o o (o (@ 0 (@ |0
SNARE C ® ® o
CLPS O o 0 o | |®
BASS C ® o0 o |0 [ L0 ®
ACCENT C O O 0 o o O °
CABASA °
WOQOD BLOCK O @ C o (ele (o
20 COW BELL o O DROBOCHRCEOD
HI_ AGOGO C C o C
LO AGOGO |ef | |® | |o o o o o 0
Beat 1 2 3 4 5 6 7 8

4-Beat

This blues-related shuffle pattern uses an
interesting combination of rimshot and
congas. Since this is technically a triplet
pattern, resolution is “*1/16 Triplet”’ (and
4/4 time). Here, each bar requires its own
pattern number. Remember that [’} is
programmed as %77, as shown in the

step chart.

Shuffle

20

3= 8> 8= 802 ~8-~—8-—~3-—8 <
LN ONT NN TN N NN
HH e e de_d | ¢ dé i dd 9
) I ) } ) 1 )Y |
RIM S ) * ] * i L3 ]
BASS
AT LA T R AR FT L AR
| ! | ] | T |
CABASA ) ] ¢ ) ) ) 0 7
HI CONGA ’ ] ; ) . PN
1O CONGA S | : I' 5 d | I' {}
—3— 3 \_.34
1st bar (Resolution | = 5774 Triplet Time+%;) 2nd bar (Resolution - =771 Triplet Time +4;)
DDM Beat & 1 2 3 4 1 2 3 4
sound P 1172[3[4]5]6[1[2]3]415]6]1[2[3]415]6]112[3[415[6}1]2]3|4]5(6!1[2]3|4{56]1]2[3;4|5|611]2]3{4
OPEN HH C o) o O ® ®
110 CLOSED HH |® o o O O o o o
RIM o o o ®
BASS o o |o) D o @
CABASA J L) ® LJ L) ® ® LJ
220 [ HI CONGA D o ]
LO CONGA o O ] C
Beat 1 2 3 4 1 | 2 3 4




= o ) o ) ) o Y ) "’
o — I s — e — s — A vy —- B e — s — |
Soul-Jazz-Fusion 4 - SHRIR R R
BASS . . . . . . .
AOR Samba s [ T S A LJLJQ;EL:‘
The kick drum plays an orthodox samba | =T*Coro — N G 2 :
pattern. The interplay of open and closed | oo 4 - re = — FF FL 25 1
hi-hat is a bit different from the standard === <=
16th nOteS. The Share at the end Of eaCh [ 13t bar (Resolution~ | = 73 % Time+%;) | 2nd bar (Resolution»,= T3} Time-%)
icti H r /=) 4 =Tk 4%
- beat adds a distinctive feel. oDM il E 7 T3 g T T 4
: Sound t""12341234123412341234123412341234
OPEN HH O O 0 [ [ O O 9
CLOSED HH @\ @ @ 9@ ® ol® L 0 ®\ 0
10 [SNARA E o 0
ASS o 0 oo oo Co 00 00 oloe (@
CABASA oo (ooe [ooe o0 oo [oojo doe (oo |®
HI AGOGO @ o o o
220 | LO AGOGO LJ [ ® o
H! CONGA 0|0 ®| 0 [ | 9|0 o0
LO CONGA |® HOE0 O o |0 0
Beat 1 2 3 4 1 2 3 4

o+ o __+ - [ ]
= gﬂ CECECECNoNC RS Latin Fusion 1
T o NT o N | [
RIM 9 ¢ e[ e 4 &4
BASS F 1 }ﬁ 1 JL"E 1 Reggae
TaEoURINE JoJdlddd | Fddddides - The rimshot on the backbeat is a basic
il G060 £ - < feature of this pattern. The bass drum rest
1 CONGA » at the start of the second bar is also in-
T e teresting. Resolution is different between
' the first and second bars. For the first bar
[ 15t bar (Resolution = )= 773 %; Time-%4) 2nd bar (Resolution - ) = 5% 15, Time %) ] 1/16 is Okay_ In the second bar the tam-
DDM Beat & i 2 3 4 1 2 3 ) - - -
Sound 8PN sTa o T R A T2 S T e B e B2l s le e 22 sjel g bourine requires 1/32 (eight steps to the
OPEN HH 0 0 beat) resolution.
CLOSED HH o] @] (o] o lo |® @ '@ (@ ® ° ® D ®
10 —om ° ° ° ° ° ° °
BASS O ® o o
TOMBOURINE (@ (@] [@ @ @ @ @ o |® ® O O O ® ® D000
COWBELL ° o o |® O ®
220 HI  AGOGO hod
LO AGOGO . .
HI CONGA ® [ ® [ ®
LO CONGA o O @ o @ [ [ J [ J ([ ] [ J L |
Beat 1 2 3 4 1 2 3 4
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Latin Fusion 2

Salsa

This example is based on interplay bet-
ween bass drum, snare, and congas. Note
the effect of the timbale at the end of the
second bar.

HH

SNARE Y I} e v m ] [

® i —y * * T
BASS r Yy 9./ p qp ‘ 7&;.’ g.l p
;Y ) .‘IE

TIMBALES s Yddee o9

COWBELL z

HI_CONGA T ® P PPl . @ .PPP PPES P

LO CONGA s | 7 ki

1st bar (Resolution -+ )= T3 Time %) | 2nd bar (Resolution = J= 57 )4 Time-%)

DDM Beats&m 1 2 3 4 5 6 7 8

Sound p1234123412341234123412341234123L4

OPEN HH C
110 CLOSED HH |@ o/o0o000000000ee 0000000060009

SNARE [J J @ @

BASS [ [ Ll ) o @ [ [

TIMBALES oo0e o0
220 | HI CONGA [ ® O o o@ | (@ olo/o (o000 |00

LO CONGA |® ooe | @ | | IBEC O

Beat 1 2 3 4 5 6 7 8

Pop & Rock 1

Latin Progressive
An orthodox 8-beat rock pattern, so
resolution is 1/16. Snare and timbale
unison gives a different atmosphere from
the usual. This is one of the valuable ad-
vantages of using the DDM-110 together
with the DDM-220.

BT e I s O e SN s B e N
HA o 0 d ¢ & 9 o o ¢ ¢ J d @
SNARE ' ) 2 L] L Cl 2 Cl
L3 [ [ [
Py ’Y
BASS r ‘] p r ‘/ D L3 " P r L
TIMBALES L ¢ J I g 2 4
— ., | | 1 | 1 ] 1
COWBELL ) ) ) ) ) ) [
_HI CONGA » . lp
LO CONGA__ ¢ | I 1 g % L [
1st bar (Resolution-) = fT7%; Time -%;) | 2nd bar (Resolution )= Tl Time »%;)
DDM Beﬂtsﬂt'ep 2 3 4 5 6 7 8
Sound 11213]4]112[3]4l1]2]3]4] 1]2]3][4] 1]2]3]4]1]2|3]4]1]2]3]4{1]2]3]4
OPEN HH C
110 CLOSED HH o (o [of (o o o (o o (o (o 0 o o |®
SNARE C ® ® o
BASS o o |0 9 o |®
TIMBALES C @ | ®
COWBELL o @ ® ® o O o
220 Wi CONGA ® ° 0 B
LO CONGA | REREREERERENEREE! | o |o
[ | Beat 1 2 3 4 5 6 7 8
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B

- A aaaaaaa Pop & Rock 2
i S S S—_— ] L S——— |
v V= Disco
— . - i A techno-pop disco sound. Note the high
Lo TOM 3 ) LA Ol and low tom interplay and the accent on
BASS P v AP v et v ae g the fourth beat.
| R 4 N V1 %
1st bar (Resolution = )= TF )¢; Time-+8;) | 2nd bar (Resolution » )= TR} Time -8;)

DDM Beats [ 1 2 3 4 5 6 7
Sound P Tol3Tal 1123l 1234l 12 3[4 1] 2[3]4] 1]2[3[4]1]2]34[ 1[2[3]4
ACCENT [J ®
OPEN HH
CLOSED HH [o| (o |0 (o (o (@ |0 (@ [0 (0 (@ o ® o © ®

110 SNARE [J [J @ o o (@

CLPS [ o |0 (@
HI TOM o |® (] (L) o @ [ J
LO TOM [l ] ® [ o |0
BASS ® o |® [J o |® [ )
Beat 1 2 3 4 5 6 7 8
Pop & Rock 3 eI e Teus| [y aepne B Ennean
SNARE 9000007 | dodedddd| ddddderd| sd i sdee
Compu-Pop . S R SN TN A LTI
An electronic bossa nova pattern with 8th P N U | S W S . B
note snare instead of hi-hat. Note the ac- | —eas At @ F Tt et eeif et e cees
cent. The 4th bar uses 32nd note timbale — N -f£e - - P2
(a real standout) so this must be written at ! !
1/32 resolution.
[ 1t bar (Resolution = )= /37, /% Time—8;) | 2nd bar (Resolution -» /= T} ' Time +8,)] 3rd bar (Resolution - =TT Time +%) 4th bar (Resolution- | = [TTT377: V4 Time %%)

DDM Beat & 1 2 3 4 5 6 7 8 1 2 3 4 1 | 2 | 3 4
Sound P 727314111 23]4| 12134 1} 2[ 3[4 1] 2[3]4] 1] 2[3[4[ 1] 23] 4| 1]2[3[4[1[2[3]4] 1] 2[3]4] 1] 2] 3[4[1]2|3[4 112]3]4[5[6 7\8\1\2\3\4\5]6]718[1[2\3\4\5\6\7\8\1]2]3]4]5]6}7]8
ACCENT O o o o @ 0 ° O [ 1le 11 1o 111

110 | SNARE o o o (o (o [0 o [0 [0 @ @ 0o o @ o o © o ® O O © O O O ® ® O ° ® ®
BASS o o @ ® o O [ o (O [ [ ] [

TIMBALES o ® [ o @ (] @ [ J 000 00e [J ®

220 | _HI_CONGA o o ° °
LO CONGA ° D
Beat 1 2 3 4 5 6 7 8 1 2 3 4 1 2 3 4
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1 1 1T 1 — 1| | | | I 1 T 1
HH o J d 0 0 ¢ 4 o s ¢ o 0 ¢ ¢ &
SNARE i [ [l [J [
"o F T vp gt o)
% Ny N & N |--‘ o o h (% A
CABASA J 7 o/ " &/ ' &7 o o ' d 7 ¢/ T
Ht CONGA v R I P
LO CONGA Ve . e | [ ||
T | - ]
15t bar (Resolution =, == Time +8,){ 2nd bar (Resolution -, = 7. )4 Time %)
DDM Beat&t 1 2 3 4 5 4] 7 8
sound P To73[4] 112]3[4[ 11234l 1[2]3[4] 1[2[3]4] 1] 2 3[4] 1[2[3[4] 1[2[3]4
OPEN HH (]
10 CLOSED HH |eo| (@ (@ @] @ (@ |® @ [o (o (@ |0 (o (o o
SNARE ® [J ]
BASS [ [ [ o
CABASA o |® 0 ° o [0 |@ o o ol
220 | HI CONGA ° [ o o
LO CONGA 0 o | | o] o
Beat 1 2 3 5 6 7 8

More COmp\l,l-Pop |

The simple 8th note bass-drum pattern
underlies what is really .quite a catchy
bossa nova like rhythm.

1 Pop & Rock 4

Pop & Rock 5

Techno African

The 16th note cabasa pattern forms the
base of this rhythm. The drums are in the
background, used for fillins, while the tim-
bale is out in front.

24

) N P PO i
AR il [ SIS Yo
SNARE 2 - Y = 2 ) . Ppp
HI_TOM —dod 3 L ]
BASS FTE Tt vEr !
= BN __W___A___&___N___N___|
CABASA deodddssdddsdedd| ddddddedddddidad
TIMBALES r ’ de Y
HI_ CONGA % v R « R o v o ) v 2 o
LO CONGA Y T e ) T ee[ T P YY)
) g ¥ ) =
1st bar (Resolution -, =7 1, Time -8%;) | 2nd bar (Resolution =, =553 ) Time =+%;)
DDM Beat&ste 1 2 3 4 5 6 7 8
Sound p1234l234123412341234123412341234
OPEN HH o
CLOSED HH o @ e |®
110 | SNARE o|0/0
HI TOM o000
BASS ° OO O oloo
ACCENT - | |® ° D ° OOBREC oo | (o)
CABASA ooje/o/e/e/o s/0/ejo/0/0/0/0/0/o00e/ceeeeeeeeelee
220 | TIMBALES o ® [ |el® olo| | oo
Hi CONGA [J J ® J ® [J
LO CONGA DORE oo | | [o]®
Beat 1 2 3 4 | 5 | 6 7 8




Some New Ones 1

Voodoo

No hi-hat and an unusual cabasa pattern
make for something strange. Definitely

out

of the ordinary.

Ai - I\ { ) !
SNARE 4 4 X ) b LX)
'y
BASS & :/U L T 9 “/U 13
CABASA 5 3 g-, PR 5 s 9 D da
TIMBALES D M o 4 o r
HI CONGA 2 [ 4 [ d [ d
LO CONGA pp Pl P P oo
|- ]  — '
1
8t bar (Resolution =, = 7T, % Time +2,) | 2nd bar (Resolution-, =, 77,/ Time %)
DOM Beat &' 1 2 3 4 5 6 7 8 |
sound —PIT213[4| 112[3]4[ 1[2[3[4] 1] 2[3[4[ 1]2[3[4]1]2[3]4[1]2[3]4] 1][2]3[4
110 SNARE O o |® o ole®
BASS o/0® o o0 QA0 o (00
CABASA 0 O ® ® o |® O ® o o |®
20 TIMBALES O 0 0 o0® |
HI CONGA @ 0 J ®
LO CONGA |el®] |® 0 o0 o o | o o |00
Beat 1 2 3 4 1 5 6 7 8

Some New Ones 2

Reggae Disco

An irresistable combination of techno-pop

disco and reggae, especially when accom-
panied by sequenced synthesizer (corres-
ponding to the percussion part in this ex-

ample).

rFrErreErErem f
HH Z‘ ddd dsé s04d o 0 o6 000 dod 4
SNARE ¢ v ¢ ’ ] ’ } L
CLPS r h < * o
BASS [ 3 r! .’, ‘p) Q I8 r.,, D s 9 g
cABASA JT 207 944 35T 3| T3 35735775
R o = - e o =
WOOD BLOCK dd ' a4 990 ds T—=. N
COW BELL P Py @ P py g [P ey R & ¢
HI AGOGO i Tl . P
10 AGOGO ez |
1st bar (Resolution - j= TR/ Time-%) | 2nd bar (Resolution =, = FY; Time %)
DDM Beat 5"0 2 3 4 5 6 7 8
Sound P 121374 121314 1[213[4{ 1 ]2(3[4[ 1[2[3[4[ 1[2[3]4| 1[2]3]4[1[2[3]4
OPEN HH [J
110 |_CLOSED HH [¢| [e[e/e] [e/e/e] [e/e/e| (o0 [oele| e/e/e] [oe/e | | |
SNARE o ® o o |
CLPS o
BASS [ o [ ] ® o [
CABASA o0 006 o000 000 o0 (000 000 000 O
WO0D BLOCK [@|® (L o0 o0
220 COWBELL J [ o (@ [ o |® [J o (@ @ [J
HI AGOGO o0
LO AGOGO | | , | | ] ° Bl
Beat 1 2 3 4 5 6 7 8
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Some New Ones 3

Not Quite Waltz
It all depends on what you play on top of it...

N 4

HH % ¢ N 3 v o 4 o ¢
RIM Z ¢ i [ & ¢

oSS T 3 R S

o N | } ) ) )

CABASA ey 4 4 * [3 ¢ ¢

TAMBOURINE - I - ]

z T i

1st bar (Resolution+)=75'% Time +%) 2nd bar (Resolution-/=73% Time -¢;)
DDM Bea'sfe 1 2 3 4 5 6
Sound pl23412341234123412341234
CLOSED HH e le i@
110 | RIM ® [
BASS [ °
2 CABASA o |®
TAMBOURINE ® o
Beat 1 2 3 4 5 6

Some New Ones 4

it
i
i
i
l.

Open Ended

Soul-Fusion
The 32nd note snare roll in the second

=t z deereces |deedeiag o and fourth bars is a major feature of this
E{‘S‘@—i L -1 S — W one. The unison of high tom and snare
ELipr & (1pwf pr & v gives a heavier sound. The timbale in the
TTRBALES Dypt—+ P30l | third and fourth bars spice things up.
i Resolution is 1/16 for the 1st and 3rd bar,
1/32 for the 2nd and 4th bar.
1st bar (Resolution-,="5% Time-%) 2nd bar (Resolution- , = eeees /% Time 2% 3rd bar (Resolution-, =71 Time~+%) 4th bar (Resolution- , = T % Time +%)

DDM Beat & 1 2 3 1 2 3 4 1 2 3 4
Sound tep 3 3 213/415]6/7!8]1 5 781234123412341234l234567812345]6781234567812345678
ACCENT @ @ @ @ @ LJ LJ @ LJ {J 0
OPEN HH 0

10 CLOSED HH @ @ ® [J @ o (o @ |® |® o @ @ {® [J (J @ J ® (J
SNARE LJ @ & J @ o (@ @ J ®
HI TOM @ ® ® J @ o 10 L] @ [J
BASS id LJ @ LJ o |® [ [J ®

{220\ T\M BALES [T o | @ o o ® o OBC

L | Beat 2 1 2 3 4 1 2 3 4
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What can you do with the
~ DDM-110/220?7 @
~ Whatcan't you do i
~ withthe DDM-110/220?

DDM-110 or KPR-77
plus DDM-220

All three of these rhythm machines  quarter note) all you need for con-
have sync jacks for synchronized nection is a DIN cord. Set the
operation. Since they all use aclock master unit's sync switch to OUT;
pulse rate of 48 per beat (per set the slave’s to IN.

e

DDM-110

SYNC IN

SYNC QUT

DDM-110
or
KPR-77

DDM-220

A el S s ™t~ e, e ™ ey T K O G it W)

DDM-220
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Put It All Together with
the KMS-30

KMS-30 MIDI SYNCHRONIZER

The KMS-30 lets you put togeth- ferent clock rates, chances are
er all of your equipment — MIDI  that the KMS-30 can take care of
synths, sequencers, and rhythm it. The SYNC input and outputs
machines, non-MIDI rhythm all have switches to select 48 or
machines and sequencers, and 24 as the number of clock
multi-track tape machines. You pulses per quarter note (per
select which to use as the beat). For extra convenience
“master,” then let the KMS-30 you can leave equipment con-
convert that input into ap- nected when playing normally
propriate outputs for the other  (that is, without sync). Flip a
units. Even if your rhythm switch when you want to go
machines or sequencers use dif-  over to synchronized operation.

KMS-30 MIDI SYNCHRONIZER

MIDt SYNCHRONIZER

28

DDM-110 or KPR-77
Add the KMS-30

when you need extra compatibility with

other rhythm machines

If you have other rhythm machines,
the Korg KMS-30 can let you take
advantage of their capabilities.
Depending on which unit is used as
the master, the other unit may run
at double the controlling tempo.
Most rhythm machines with sync
connectors are built to run at either
24 or 48 clock pulses per beat (per
quarter note). Korg units run at 48
so if you use a Korg machine to
drive a 24-pulse unit it will run at

double what you might expect. The
KMS-30 can take care of this dif-
ference by converting one clock
pulse rate into the other (either
way). So if you have a library of
patterns on another machine, you
can add a new dimension with the
DDM-110 and/or DDM-220. Or you
can operate the other way around
and take full advantage of your new
equipment.

SYNC IN
SYNC OUT SYNC IN SYNC OUT
Other rhythm DDM-110/220
machines KmS-30 (}=28)
(J=24) SYNC N SYNC OUT SYNC IN
SYNC OUT




3 MIDI Sequencer Control

Using a MIDI sequencer to control
non-MIDI equipment is easy with
the addition of the Korg KMS-30.
The KMS-30 will convert the clock
data of a MIDI signal into a standard
clock pulse which can drive an or-
dinary rhythm machine (and vice
versa). As you can see, the KMS-30
is the way to go for compatibility —

you can even add a MID! synthesiz-
er (or two since there are two MIDI
outputs on the KMS-30) for\special
percussion effects, arpeggios, and
so on. (If other MIDI equipment is
connected then remember that the
KMS-30 MIDI outputs work as MIDI
THRU jacks.

Using the Poly-800 to Drive
the DDM-110/220

Here's another idea for system
development. Connect the EX-800
to one of the MIDI QUT jacks on the
KMS-30. Or connect two EX-800s
for even more additional voicing
capabilities. Since you have one
MIDI IN and two MIDI OUT (or MIDI
THRU, depending on which way
you use them) jacks, you can use

the KMS-30 as a MID!I extension
box. Connect the DDM-110 and/or
DDM-220 to the SYNC OUT jack(s).
The KMS-30 will convert the MIDI
timing data into conventional
start/stop and clock signals for con-
trol of the DDM-110/220 or other
synchronizable rhythm machine.

SYNC IN

SYNC OUT

SYNC SYNC IN

MIDIHIN

KMS-30 OUT

DDM-110/220 MITEQUT.
o (THRU) MID!IN

DDM-220/110 EX-800

DIGITAL
SEQUENCER

SYNC IN

MIDI OUT
POLY-800

MIDI
N

MIDI  SYNC
ouT 0OuUT

DDM-110/220

KMS-30

The MIDI OUT jacks work as MIDI THRU jacks, outputting all MlDi data (not
just clock and start/stop) when the Paly-800 of other MIDI synth is used as
the input.
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SYNC OUT
DDM-110
LSIGNAL OUT

SYNCIN TAPE
out

KMS-30

TAPE DECK
1 TRACK

First record a sync signal on one of the tape tracks.

MIDI IN
POLY-800

SYNC iN]
DDM-110

SYNC IN}
DDM-220

SYNC MIDIOUT

ouT TAPE
KMS-30 IN

After putting a sync signal on tape you can use it to control other
equipment for synchronized overdubbing.

Multi-Track Recording with
Sync for Overdubs

If you own a multi-track tape
machine you'll really appreciate
the tape sync capabilities of the
KMS-30. Use the DDM-110 or
DDM-220 as your input and set
the KMS-30 MASTER CLOCK
SELECT switch to the SYNC po-
sition. You can then record your
rhythm pattern on one track and
the sync on another track. After

recording, you can play back the
taped sync track and use it to
control your synths, sequenc-
ers, and rhythm machines as
you record more tracks. You
can even completely redo your
basic drum rhythm (after guitar
or other overdubs) and/or add
more drums and percussion.
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The High End — Using
a Personal Computer
with the DDM-110/220
and EX-800

'With a suitable interface, most

computers can control MIDI
equipment such as the Korg
EX-800 and (via the KMS-30)
non-MIDI units such as the
DDM-110/220. The interface
takes the data from the com-
puter and converts it to the
standard MIDI signal format for
control of any MID!I sequencer,
synthesizer, or rhythm machine.
[The KMS-30 converts MIDI tim-
ing data into conventional

(analog) sync signals.] The in-
terface in this example also
allows the Poly-800 to be used
for inputting data to the com-
puter, running appropriate soft-
ware for this purpose. With the
CRT's display capability and
floppy disc storage and quick
access, this kind of system can
give you incredible freedom in
musical composition and perfor-
mance. '




COMPUTER

FLOPPY
DISC

MIDI
INTERFACE

MIDI

SYNC

i

POLY-800

EX-800

EX-800

EX-800

EX-800

EX-800

IN
KMS-30

DDM-
110/220

TO AMP
or
MIXER

Blrm DDM‘"O/ gl{lgglﬁw DDM—HO

SPECIFICATIONS

BTONE GENERATORS—DDM-110: Bass Drum, Snare Drum, Rimshot, High Tom-
Low Tom, Closed High-hat, Open High-hat, Cymbal, Handclaps. MTONE GENERA-
TORS DDM-220: Hi Conga, Lo Conga, Timbale, Woodblock, Cowbell, Hi Agogo, Lo
Agogo, Cabasa, Tambourine. MACCENT: All Instruments; ON/QFF, Stop. BTEM-
PO CONTROL: Coarse (SLOW ~ FAST); FINE (+ ~ —); Tempo indicator. BVOL-
UME: Master, Metronome, HH/Cymbal (DDM-110), Cabasa/Tambourine (DDM-220).
WPATTERN KEYS: Pattern Mode, Instrument Mode, Initial Mode, Record Mode.
WSONG KEYS: Song Mode, Pattern Mode, Edit Mode, Record Mode. BINUMBER
KEYS (SOUND SOURCE KEYS): Pattern Number Select, Song Number Select, In-
strument Select, Initial Select, Pattern Erase, Song Initial Bar Select, Repeat, Repeat
Time Select, Song Repeat (ON/OFF), Insert, Delete, End, Memory Avail, Tape Inter-
face (Save, Load, Verify). MIRECORD SWITCH: ENABLE/DISABLE W START/STOP
KEY: START/STOP MENTER KEY: Enter, Step Up/Down, Cancel. BSHIFT KEY:
Enter Key Function Select; Continue Start; Instrument Erase. MPATTERN
MEMORY: 32 Patterns (Maximum number of steps: 32 for pattern numbers 1~ 16;
16 for pattern numbers 17 ~32). MISONG MEMORY: 6 Songs; Maximum Memory
Capacity: 385~390 bars. MDISPLAY: Pattern Number, Song Number, Bar
Number, Step Number, Beat Count, Key Number, Memory Avail, Tape Interface
Modes, Battery Check. BISYNC: 5-Pin DIN Jack IN/OUT Switch. WTAPE INTER-
FACE: Tape Switch (DISABLE/FROM/TO), FROM Jack, TO Jack. WINPUTS: DC 9V;
Start/Stop (1 GND). MOUTPUTS: Stereo Out (R/MIX, L), Phones, Trigger Out{ =
GND). WPOWER SUPPLY: Six 1.5V *“Penlight” AA size (SUM-3) batteries or AC
adaptor (DC 9V, 300 mA), Power Switch. BDIMENSIONS: 226(W) x 196(D) x
49(H)ymm WWEIGHT: 880g (including batteries) MSUPPLIED ACCESSORIES:
Shielded Auto Cord (2.5m), Batteries (UM-3 x 6), AC adaptor.

OPTIONAL ACCESSORIES
W Pedal Switch/PS-1 BStereo Headphones/KH-1 B Soft Case B5-Pin DIN Cord

KMS-30

SPECIFICATIONS

MMID! SECTION: MIDI INx 1, MIDI OUT x 2, BSYNC SECTION: SYNC INx1,
SYNC QUT x 2, 24/48, Clock Frequency Switchesx 3 BTAPE SECTION: TAPE IN
x 1, TAPE OUTx1 BSYNCHRONIZATION: ON/OFFx 1 MASTER CLOCK
SELECT: MIDI/SYNC/TAPE Selectorx 1 MTEMPO: LED Indicator x 1 IPOWER:
ON/OFF x 1 BINPUT/QOUTPUT JACKS: MIDI INx 1 (DIN Jack), MIDI OUT x 2 (DIN
Jacks), SYNC INx 1 (DIN Jack), SYNC QUTx 2 (DIN Jacks), TAPE INx 1 (RCA
Phono Jack) TAPE OUTx1 (RCA Phono Jack), DCOV INx 1 HWDIMENSIONS:
232(W) x 35(H) x 131(D)mm EWEIGHT: 850g MSUPPLIED ACCESSORIES: AC
Adaptor (V) x 1

OPTIONAL ACCESSORIE
EMIDI Cable
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( *Soecifications and features are subject to change without notice for further improvement
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