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FRESH FRUIT & s

wWe are incredibly proud of this collectlon of
recordlngs. They're our Christmas list of what we think ;
is required to create bothersome music., In addition to
- the mics, dynamic layers, round robins and . technlques,»
' there are some surprises in there. Not least with a full
Bodhran ensemble and use of Strlngs as percussion
instruments which you wont find in other collections.

BUE S

... what sets this plugin aside from others. Makes it
feel fresh and adhere's to Crow Hill's mantra of "if its
already been done why do it again?”. Is 1in its
foundational feature set. Containing everything you
would need to create up-to-the-minute, drum soundtracks.
Along with these rare and unique features:

| PRINTOUT FROM WEBSITE

@ \
PUSH @ |
@ cLICK

RONM

C4 TO C#4
M O 108%

S ALIGN

CUSTOM
p DRUM MAPPING

INDIVIDUAL KEY
DRUM PROCESSING EFFECTS

Map & Layer your own drum
k presets 1ntod 8 dedicated
j drum tracks

Independent control of Play in effects as part of a
pitch, EQ, filter, drive & performance via key triggers
transients for each drum. \

oy

1 AUGMENT FOCUS CUSTOM PRESETS ;

Augment drum sounds with
vintage synthesis.

Alter pitch of drums without Load, save and share your
losing the nature of the presets with a growing
transient attack. community of users
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INSTALLATION

1. Getting The Installer

Each instrument has a dedicated download utility to
assist in downloading each instrument’'s installer. This
download utility (e.g. The vertical Piano Downloader) is
only a few megabytes in size and can be found directly
from the product page or in your customer account on
thecrowhillcompany.com

2. Opening The Downloader

Once downloaded, navigate to your download folder to

R N L ST S A ok o PN A T B e T R B R P F S o TR R L R
that needs to be opened to show the .app and on Windows
a .exe file.

Once you have opened the utility it will ask you to
choose a desired download location.

By default, this will be your Download folder. but if
you are low on system disk space you can choose to
download to an external drive.

o

Select download location

Would you like to download the file to
the default location (/Users/Name/
Downloads) or choose a custom directory?

L CustomjL Default ]

3. Downloading
Once opened the download utility will automatically download
the instrument installer and open/mount the installer file.

I what if the download has been completed and the installer
files have not automatically opened after several minutes:?
In this rare case, you can locate them in your chosen
download location and open them directly by clicking on the
V7 A

\

e A SRR 5 | \\
\
RIS = \\\ \
00O Crow Hill Concussion Drums Downloader N )
Crow Hill - Concussion Drums V
DOWI’\lOa.diI’\g... 240MB of 200GB
C___ w=wan == (P4
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INSTALLATION

4, Installing
The installer has on-screen instructions to guide you through
the process.

By clicking continue you are shown the End-User Licence
Agreement. To install and use Crow Hill products this
agreement should be read and agreed to. This agreement can be
saved for your records and can be found in each instrument's
user manual. Clicking Agree will take you to the next stage.
Clicking Disagree will end the installation process.

5. Choosing A Sample Location

wWwhen installing your instrument, you will be presented with
the option to select an install location for the audio content
( .blob) and to de-select un required plug-in formats.

The default install location for the audio content 1is your
system drive. For smaller products, this is perfectly fine.
However, 1f you are running low on disk space you may install
your lnstrument on an external drive. Select your desired
location from the dropdown menu and proceed as instructed.

6. Choosing Required Plug-In Formats

If you only require a specific format (e.g. AU) then de-
selecting other formats is a great way to save on disk space.
If you are unsure what plug-in format your D.A.W (Digital
Audio wWorkstation) requires, we suggest installing them all to
ensure maximum compatibility.

By default, all formats are pre-selected.

000 @ Install Crow Hill - Concussion Drums V1.0.0 A
O Introduction Custom Install on “Macintosh HD'
O License Location Action size
O Destination Select Audio Content Upgrade 16GB

2 AAX Upgrade 166.7MB
@ Installation Type

VST Upgrade 166.7MB
O Installation VST 3 Upgrade  166.7MB
O Summary AU Upgrade 166.7MB
Space Required 2.29GB Remaining 546.56GB
L Canceg LCOntinue]
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INSTALLATION

7. Confirming space

After clicking Continue the next screen confirms the amount of
system disk space the installation will require. This is a
great time to double-check you are only installing the formats
you require and if you want to use an external drive or not.
To make changes to your previous selection simply select "Go
Back",

8. Time To Install

Once you are happy to proceed click "Install".

Your operating system will then ask you to enter login
credentials.

As the installer runs you will see onscreen progress, This
process should only take several minutes with an estimated
time presented throughout.

9. Next Steps

After a successful install your computer will ask you (macOS)
whether you want to keep the installer or move it to your bin.
we suggest keeping a backup of all installers so, if needed
you can use them again without having to re-download.

You are now ready to load up your favourite audio workstation,
create a new instrument track. find the Crow Hill folder and
load your new Plug-In.

000 &2 Install Crow Hill - Concussion Drums V1.0.0

O Introduction The installation completed successfully

QO License Location Action Size
Q Destination Select

O Installation Type

O Installation

@ Summary

The installation was successful.
The installation completed successfully




THE

"PLAYGROUND"

when booting up Concussion you will be presented with the

default "Home" screen

. But this is just one four

"panels"”

can be accessed via the panel selector top right of every

SiCHEe e
i

E

Here's a acguick overview of them.

OVERVIEW SHEET

that

@

'Fx

L
HOME PANEL = v O we O [E HEAD SMASHER Pz Dl
% 56% oeavs (0 B cran casa o ¥ Ao o
The default panel gives |[f TGS close wioe Avezent B o ces @ co o ceas
you a broad selection of [? 4 © ©) (©) Y
controls over your preset. 8 A
: E % ancn
Live KeyFX. control of |& ims e G (1 K ¥
. 5 B cs 1o cha B cs 10 cra
volume to adjust the feel |=Z g
S meeze () ————— L ey o
of the preset. Microphone |z
attenuators to alter the o e & @ sumearie o || @ swasn °
tightness and width of expresson B o ces B oce 1o cre
your mix and one of the ‘\ — || ——
two views that enable you <::>
. J < oo of| ® wasrns o
e L £ E EE R ([eww o
your individual drums. | e
D4
= . Qv O = HEAD SHASHER <>0]
CEREERS | D | e | e | e | CREr | D) | CRmetes |
The editor panel will give W[ = 1T = O = [« ST = (e e ][ * [EeT « I
you deeper control over c4 0 cos ® c4 10 cha ® o o Cra®
each of your drum "tracks" g % m O % m DS ey
3 — -— —
from mapping of drums., to
stereo positioning and PostTIon postrIon postTIoN T T ; 3
width controls. Each track z (D (D- (9
) 8 prvon 42 ron ervon
can be tuned and mixed N p
independently of the Avaent Avaens Avament | e et % o
others with totally new At st ® . et e L. Lt
features "augment” and : : @ @ '@ '@
"focus" described in R &S N R 0 ge
A A . vouume voume vouuwe vouume i s vouwe Vouuwe
reater : — -
s g ol ] ) | i e B[] e en) o] exfuaja
PROCESS PANEL H o O e O B FEAD SHASHER <> o] ClEE E
I O | O | R | O | ) | O | O | ey |
The process page allows E e - - 5 - e
you to process each drum |°? (D (D CDf (Q (D '(D (D CD
A e | A B ® Faren @ Faren @ Furen @ Frzen ® Faren ® Faven @ Faren @
each other. with a filter |3j am N | B o L A am il
« EQ stage, A modulation |3 CD' CQ ! CD‘ CD' CD' CQ
e O RS 3 sue sue < e sue sue sue
an < G TLEH 4= el I i
: I < (I R | [ | S S [ =3
some detailed unique ”» l IFZZJAfA—"__J - ___L - Lol —__J
transient stage exclusive (D .(D- '(D' :(D '(D (D .CD
to Concuss l on. More l n fo PUSH ; ® PUSH. ® DRIVE @ DRIVE ® DRIVE ® ORIVE O ORIVE
on page 15. oo 3 e e e a oei o oeu 3 oei @ e o oo a
» INEONEEINEINEHOINEDREEIREERE

EFFECTS PANEL _l

w Qe O

(=

HEAD SMASHER

<> o

L@

&3]

whilst a much requested
feature is “"separate
outputs" which we have
delivered on. The default
"instrument" out will sum
all signals into this
panel, with an 8 step tap
delay. reverb control
before smashing the whole
thing together in a multi
band limiter to give you
YOUR preset.
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GETTING STARTED - PRESETS

The best way of getting a measure of concussion is via the
massive library of presets that we have created and shipped.
with concussion. A library that we're already growing here on
the hill!

HOME PAGE ¢ PRESET BROWSER

BO PRESET / FILE WINDOW
7 B3 TOGGLE PRESETS

Bl PRESET BROWSER

B2 PRESET NAME
[ B4 FILE SAVE/LOAD

\ HEAD SMASHER <> o‘ g .

| FACTORY L L
USER Traditional Surdos

T | Traditional Taikos High

)
|
n

Traditional Taikos Low
| Traditional Taikos Mid
Attic Buckets & Boxes
Attic Odds n Sods
Attic Plastics

Attic Pottery

Attic Ratchet Rolls

Attic Ratchet Strikes

ke

Click on Bl or B2 the Preset name to pull up two dropdowns.
To see what we have shipped click "factory" clicking on the
desired preset will close the dropdowns and youre ready to
go.

Alternatively click on the arrows (B3) to advance to the next
or previous preset in that list.

B4 is how to save your own presets. These will then be listed
in the "USER" 1list. Use B4 to save your tweaked preset (if
vou have edited one from your user list and wish to overwrite
it simply use the same preset name (the save button will
darken as an indication that you're about to overwrite an
existing preset). Otherwise simply enter a name and your
preset will now become part of your user list.

For more information about managing presets. Saving. sharing
and loading presets skip over to page 19,

10 S Ja.



HOME SWEET HOME

This is the home panel which gives you a general control of the
preset youre working with. You'll see with just these very basic
controls how versatile and instantly pimpable Concussion 1is.

HOME PANEL
CO PANEL SELECTOR |
BO PRESET / FILE WINDOW
AQ MASTER SECTION 2 B3 TOGGLE PRESETS C2 EDITOR C4 EFFECTS
R A3 TUNE Bl PRESET BROWSER
A2 VOLUME CONTROL B2 PRESET NAME C1 HOME | C3 PROCESS
r T B4 FILE SAVE/LOAD
';
GO TRIGGER FX - T 5
AP e z voo O e O = HEAD SMASHER <> ol |Q”@" Nl ‘F;\
(2]
G1 TRIGGER EFFECT 3 "
= 56% oetavs (B) A GRAN CASA o g Ao o
T
G2 DYNAMIC CTRL = DYNAMICS cLose WIDE AMBIENT M cs 1o cka M cs 1o cra
o
; —© © © e
G3 TRIGGER KEYS —
o
o
z
[
L 56 % & CRASH o § prre o
G4 NOISE o NOISE
o (a7 M c4 1O cH#4 M c4 1O cH#a
z
( ez | ),
G5 HOVER INDICATOR E rreeze ()
=
2 7
SNARE LARGE
DYNAWICS @ [} T sMAsH )
EXPRESSION M c4 1O c#4 M c4 1O c#4
( __ _ cramroral L voam
=& BARTOK o > TRASH HATS 0-1
E]M [js DM [:]S DM ljs M c4 1O cH4 M c4 1O cH#4
§> | [ wml [I-.-::::::l
|
T |
E2 MUTE/SOLO S
F1 EXPRESSION  F2 DYNAMICS AT
D2 DRUM VOLUME D4 ACTIVITY -
J
| FO LEVELS PANEL BN | E0 MIC PANE D1 NAME/ICON | Do DRUM PANE

A0 MASTER SECTION E0 MIC PANE - Controls general mic levels
Al VU METER - Lets you see how hard youre cranking El ON/OFF - Loads / Unloads mic signals & samples
A2 VOLUME CONTROL - Controls the general volume. E2 MUTE/SOLO - Mutes & Solos that signal.
A3 TUNE - General course and fine tune. E3 MIC VOLUME - Alters volume of that signal

BO PRESET/FILE WINDOW FO LEVELS PANE - All important expression & dynamics
Bl PRESET BROWSER - Takes you to the browser F1 EXPRESSION - Mapped to C11
B2 PRESET NAME - Displays current preset F2 DYNAMICS - Mapped to Cl - This controls the
B3 TOGGLE PRESETS - Advances to/back next preset sensitivity of velocity vs drum timbre. All Cam does it
B4 FILE SAVE/LOAD - Save, share and load back! control a filter or mixture?

CO0 PANEL SELECTOR - (current will be illuminated) GO TRIGGER FX - Trigger effects on the fly! No need for
Cl HOME - Takes you back to home panel any fancy automation simply play / program in the
C2 EDITOR PANEL - Takes you to the editor effects as part of the performance.
C3 PROCESS PANEL - Takes you to the process panel Gl TRIGGER EFFECT - Displays effect triggered.
C4 EFFECTS PANEL - Takes you to the effects section G2 DYNAMICS - Dynamic curve adjustment to suit you

controller

DO DRUM PANE - Displays the 8 drums loaded G3 TRIGGER KEYS - Hover over these keys to see what
D1 - NAME/ICON - Shows loaded drum in panel effect sits on each key (effect is displayed in Gb5)
D2 - DRUM VOLUME - volume control for drum G4 NOISe - Controls the amount of room tone playing
D3 - MAPPING - Selects range drum is mapped to in realtime
D4 - ACTIVTY - Illuminates when drum is triggered G5 HOVER INDICATOR - Displays what KeyFX sits on

keys you hover above on GUI.

B o2t , - ‘ '. -



THE DRUMS

The venue, Clockwork Studios., Glasgow... A [Ffomtnight of
snapping, cracking, shaking, banging, phuckindg and splanging.
By the best in the business. e

NAPP\NG Bass

-

— — i




LOADING DRUMS INTO PRESETS

what sets Concussion apart from other drum libraries is the
ability to create customise and share your insane drum preset
creations. You can browse and map drums from the editor Page
but also the Home page as displayed here.

i

i

HOME PAGE & DRUM BROWSER

DO DRUM PANE | D4 MAPPING

D1 DRUM/ICON
D3 DRUM VOLUME

D2 DESTINATION

D5 ACTIVITY =

. =4
0 7 ' °
> ‘ — —ff GRAN cAsA o § Tao
,- M c4 1O Cc#a M c4 TO CcH#4
rl@ KIT FKICK EMPTY v T
ﬁ CONCERT SNARE LARGE l SNARE LARGE Vv
& CRASH o & eree “
@ TRADITIONAL D AREIALL EMPLY Y ‘“’ C4 TO C#4 M C4 TO C#4
v . |
( % CcYMS r TOMS Low EMPTY vin . B
@' METALS TOMS MEDIUM EMPTY v @D SNARE LARGE S SMASH =
| M c4 10 c#4 M c4 10 c#4
& sTRINGS TOMS HIGH MID EMPTY {
( _ rermmaven =)
L @ ATTIC L TOMS HIGH MID EMPTY v J
*§ BARTOK o & TRASH HATS fe)
J
M c4 10 c#4 M c4 10 c#4
2z]1 DRUM CATEGORY 224 ARTICULATION
(PULL DOWN & SELECT) Pr——— e ——1
L. 223 DRUM TYPES
222 ACTIVE CATEGORY lzzo DRUM BROWSER _{

Clicking on D1 (either the icon or drum name)
pop-up a mappling menu.

will open up a
zz1l - Are 7 categories of drums to allow you to filter to the
type of drum you're browsing for.

Clicking on zz2 or the drum name will reveal a list (zz3) of

drums in that category.
Each drum has been recorded with a variety of playing styles.
This will be displayed in the drop-downs (zz4). Click on the

drum you want to exit this screen and return to home.

D2 click on these to choose the destination tracks for the
drums (this one has been loaded into to bay / track 5)

D3 attenuates volume for that individual set of drum samples.
D4 maps your selected drum and style.

D5 will show you when it is being triggered.




THE EDITOR

The meat and taters.. The plugin is divided into 8 "tracks" you
, can position a drum on each track and alter the pitch, volume,
position, augmentation on this panel but also a bunch of
prOCeSSi“” conteals within the nrocess vanel caoverleaf).,
. ] = - e 3
r
EDITOR PANEL
220 DRUM SELECTOR PR B e A
B3 ALIGN
222 DRUM B4 ENABLE TRACKING
[ B2 MAP RECORD
221 ENABLE | 223 TOGGLE B5 TRACKING AMOUNT
Bl MAPPING
1 (@ GRAN CASA <>l' o TAIKO () l Lo CRASH <;] fo PIPE <>'] BSNARE LARGE ‘)jto SMASH () IEO BARTOK < Lo TRASH HA] S()v]
A 00 | N I | [ | T | [ | S
!
[_‘ C4 TO C#4 ® c4 TO C#4L c4 ]o 4 ® ——1
O m & 100% o m & 100% ﬁ ® 100%
C) [ —ree
(e =) ===~V C=nM—_—=t=r =\ == —\
POSITION POSITION POSITION POSITION POSITION 3
AA VIEW A 3 @ @ |- BB VIEW B
18 45 " \_. .
AUGMENT AUGMENT AUGMENT AUGMENT AUGMENT
[E2F VOLUME VOLUME VOLUME VOLUME VOLUME VOLUME VOLUME VOLUME -1
oo 5 Y s o e i | e e | e Y e ey e i N e e
1 o .
}
A2 MUTE A6 VOLUME A8 ACTIVITY
A3 OUTPUT A5 AUGMENT B6 FOCUS
A1 SOLO A4 SPACE YOKE BS PITCH
3 A7 POSITION it 7
A0 VIEW A CONTROLS | BO VIEW B CONTROLS contd |
YOU HAVE 8 TRACKS TO WORK WITH AND CAN LOAD ANY DRUM
INTO ANY TRACK.
zz00 DRUM SELECTOR BO VIEW B CONTROLS
2201 Enables/disables track Bl RANGE Indicates mapping of your drum. Click on
2202 Indicates/selects drum this to alter manually..
2203 Loads next/previous drum B2 MAP Or use this to map them via your
controller. When click on it will turn red. Hit your
EACH TRACK ON YOUR EDITOR HAS TWO VIEW MODES. preferred low note to map to and your high. The red

A = BALANCE CONTROLS

B = DEEPER EDITING CONTROLS

AA INDICATES & TOGGLES THE A VIEW
BB INDICATES & TOGGLES THE B VIEW

AQ VIEW A CONTROLS

Al SOLO Puts that track into solo

A2 MUTE Mutes that track

A3 OUTPUT Selects how your track 1s outputted
A4 SPACE YOKE This has dual control of the

position slider (see below) on the X axis and stereo
spread on the Y axis
A5 AUGMENT Augments sound with synthesised
counterparts
A6 VOLUME
A7 POSITION

A8 ACTIVITY

Controls general volume of your track
Determines position in stereo field
Indicates when drums are triggered

o AR
I

lamp will come off indicating that the drum is now
mapped.

B2 ALIGN If you want a more natural
attack of the drums to capture more of the sample this

(looser)
lever rolls back the sample start time. (Compensate on
vour DAW with pre-delay)

B3 ENABLE Switched pitch tracking on/off. This
means the drum will change pitch across the key range.
It will do this by looking at the low note and the high
note and calculates the half way point in between
(which will become the root note)

B4 PERCENTAGE
tracks pitch 100%
No change in pitch.

B5 PITCH Alters pitch of drum within track

B6 FOCUS Like Pitch but only changes the tonal
frequencies,
followed by a re-pitched decay.

—

This controls how much your drum

1 semi (or half) tone per step Oz

so you maintain the original transient

::SY ‘-- \ ——

.

12




PROCESS

As we get deeper into concussion you will unlock 1its true
potential. Each drum track has its own dedicated processing
controls in two stages; EQ/Filter and then FX control
determining delay., reverb and drive amounts.

PROCESS PANEL

|
A0 DRUM SELECTOR B0 EQ STAGE ‘
A2 DRUM B2 FILTER
( I
Al ENABLE A3 TOGGLE Bl SUB B3 AIR

| e | O | D | et | O | O | Oy
N GE RN O KN O EDN  (ETE ED
(5 (§ (Q {} (; (;E

FILTER FILTER FILTER FILTER

AA TRANSIENTS ~| 4 £ S § g _ A < g S - BB FX VIEW
VIEW ‘ ® PUSH .~ PUSH ® PUSH @ DRIVE @ DRIVE . —~. DRIVE @ DRIVE ® DRIVE [
CLICK ' : & CUICK @ CLICK @ DELAY @ DELAY ® DELAY (7 E 2 DELAY o : & DELAY e : o J
BLOOM BqDOM BLOOM REVERB REVERB REYERB REVERB REVERB
¥ B B EFP ] 0 B9 E P B T EE E) O P E P T
1
It
e E3 pUSH D1 DELAY SEND | D3 DRIVE AMOUNT C2'MUTE
J y €3 OUTPUT
E2 BLOOM D2 REVERB SEND e
EO TRANSIENT CONTROLS DO FX CONTROLS | CO MOTHER CONTROLS
THE TOP HALF OF THE PROCESS PANEL HAS ONE GENERAL CO0 Mother controls
VIEW (EQ STAGE) WITH THE LOWER HALF SPLITTING OFF Al SOLO - Puts that track into solo
INTO A 2nd AND 3rd VIEW. A2 MUTE - Mutes that track

A3 OUTPUT - Selects how your track is outputted
AA TRANSIENTS VIEW - Access transient controls

BB FX VIEW - Access Drive and FX sends DO FX CONTROLS (toggled to via BB)
D1 DELAY - Sends a signal into the delay bus
A0 DRUM SELECTOR which is accessible on the FX panel overleaf.
Al - Enables/disables track D2 REVERB SEND - As with delay but along the
A2 - Indicates/selects drum reverb bus
A3 - Loads next/previous drum D3 DRIVE AMOUNT - A dedicated drive unit for

your channel
B0 EQ STAGE (and filter and subl

Bl SUB - Adds a subharmonic synthesizer and EO TRANSIENT CONTROLS c(toggled to via AA)
octave beneath your drum track El CLICK - Classic transient shaper

B2 FILTER - A specially curated LPF (low pass E2 BLOOM - Creates a hit suck and sweep
filter) E3 PUSH - Classic compressor module for that

B3 AIR - A hi-end shelf engineered to give you individual track.

more iris contracting crack




EFFECTS

Provided all your drum tracks are bussed or outputted to the

"INT" channel
roads lead to here.
starts. An 8 step multi tap delay,

EFFECTS PANEL

AA DELAY ON/OFF

(see next page for more info on outputting)
where many of us feel the fun really

BB SPACE ON/OFF

all

essential splosh and smash.,

CC SMASH ON/OFF

(&
- O O
‘ ® peLay l L ® space ‘L @ smAsH l
Al FUNCTION| VOLUME PAN FILTER
C4 EXPAND
A2 STEP 1-4 E C3 KNEE
KNEE EXPAND
A3 STEP 5.8 \
@ - S I
HI
A4 DIVISION < 116 > A~
K ;X GEEEN e VID
MID
® ® @ ® @ ® S OV
REPEATS TONE MIX COLOUR REFLECTION LOW
A5 REPEATS A7 MIX B4 COLOUR B5 REFLECTION C1 REDUCTION SETTINGS
C2 REDUCTION METERS
A6 TONE
B3 SIZE / MIX YOKE
A0 8 STEP TAP DELAY rCO MULTIBAND LIMITER
Bl SIZE B2 MIX
BO REVERB

Any drum track routed through the default
"instrument" output (see page 00X)
together on this panel. This occurs at the

will be summed
“smash"

stage. The delay and reverb stage are simply
effect returns based on the send amounts you have
set in the "process" panel.

Disable all of these effects (CC
disable the summing element of this stage)

AA, BB, CC
doesn't

A0 - Is a multi-function 8-step multi tap delay.
Al FUNCTION Defines one of three different

functions for the delay sequencer,
filter.

volume, pan and

A2/3 STEPS 1-8 Click on these to determine steps
vou wish to activate.

* Volume is basically your delay stage. and
determines the pattern according to what steps
you activate.
double tap?)
Pan defines whether the step is in the middle of
the stereo field (off) or on the left
or right (click again to make the step colour?)
Filter activates a Low Pass Filter for that
(different clicks do anything?).

(there's a deet here when you

(colour?)

stage

A5 REPEATS Determines the number of times you cycle the

step sequencer.

A6 TONE Is a general LPF that softens the tone of all the
repeats.

A7 MIX Alters the amount of delay mixed in with your dry
signals (0 = 100x dry. 50x = 50/50 dry vs wet, 100z = 100=x

reverb no dry signal).
B0 REVERB This stage adds a specially curated drum-verb to
your dry signals.

of the reverb.

Bl SIZE Controls the size (length)

B2 MIX Controls the level mix between your dry signals and
the reverb signal (remember the individual signal amount
that is going into the reverb is determined by the send

amounts determined on the "process" panel).

B3 YOKE Control the Size & Mix with this very handsome
yoke.

B4 COLOUR Control the overall tonal balance of the applied
reverb.

B5 REFLECTION Sets the amount of "pre-delay" applied to

the reverb, this is another way of expanding the scale of

the reverb.

Cont'd =————>>
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EFFECTS - Cont'd

SMASH is a 3 band limiter.
which all instruments bussed to the

This is the point at
"instrument"
output are summed (mixed together., see right). As
vour drums have all been treated individually

through their dedicated tracks
glueing the kit together and making it sound like
Extreme use can produce a sucking effect

"smash" is a way of
a record.
and allow you to boost the general (or rather
percieved) volume of your preset without it

clipping. As mentioned before we encourage you to

play. there are no rules here.

Being a three band limiter means the way
Concussion responds to different frequencies.
Cl REDUCTION SETTINGS - Determines how much
limiting you want on each of the three
frequencies.

C2 METERS -
limiter is behaving between the three frequency
bands.

Useful indicators to show you how the

C3 EXPAND -
to the signal for all bands.

The overall compression ratio applied

C4 KNEE - of the
increase in ratio above the chosen compression
threshold.

The amount or "smoothness"

]

T

r?OUTPU'I‘S

This is where things may get a
big head-spaghetti-ish. It

involves how Concussion talks to

yvour DAW's routing, and how that
DAW routes to your audio
interface. So we'll have to spea
in fairly general terms here.
you can't be bothered. the
default settings we've made work
Jush i et e —rn e

Silg N D sipdia v sEitthie S i ouEpu

the Editor and Process panel.,
Clicking this will bypass the
output or bus you have sent
G-on-Cus-Sdon—t o~fdegredait-hd-g
disgplays -Logkcr Proye it wil}
also bypass the effects and
summing stage of Concussion
previous page)

"Instrument”
drum¢s)

s s

'in your DAW SNl

'the effects,

(P52 e

2SI = S
probably mean your drum(¢s)

*-By-g-—t—3-
if you're stemming)

)

switch that you can find on both

(see

Likely options presented to you 1in the drop-down.

it out of the selected output bus of your DAW

separate to those coming out of that of fig.

If you have set up a bus or auxillary channel
then this again will bypass the effects and
H.summing stage and route directly through that bus.

REVERB
=
B ] [
fig. 1
OUTPUT DROPDOWN
fig. 2

-/ Stereo Output

<~/ No Output
1. Ly — |
Output > LJ Stereo output ] |
Bus > Surround
Stereo Pan
</ Balance

Binaural Panner

This is the default position and sends yqur
through the entire signal chain of Concussion and routes

@hEEEE N Ay

This is the first output of your DAW/Interface and may
be the same as the output you selected on the Concussion channel
HOWEVER your drum(s)
or summing stage of the Concussion plugin.

will not pass throug

The next output of your DAW/interface which will
are destined to somewhere entirely

2

(say

Jisic

—l

k

h

17



PRESETS -a DEEPER DIVE

There are two types of users of audio plugins. Those who curate
' what they're given. Organise presets and sounds into their
favourite "go-to's". Then there are those who like to roll their
sleeves up. pull the hood up and get all creative. We can be
both of those types of users depending on our deadlines AND how
| serious a bout of procrastination we are enduring.

I With this in mind we hope Concussion gives you the best of both
worlds. or use cases. Enabling you to dive straight in to a new
rohythmiocue,. onlose Countless hours “infthe mother ol tal R

' rabbit holes.

| First lets start with some of the Factory Presets shipped with
' Concussion as the easiest way to find your way around all the
' instruments without having to create and map presets of your
own (remember you can simply hit the arrow toggles left or
'right to navigate or locate presets by clicking on the preset
bar. we've organised these into

« ENSEMBLES - single instrument types organised by
articulation in octaves Cl1l-B4., Great for those of us who
play with our fists and want our drums to sound like lots
(of drums). Key tracking set at 20 percent to offer a mild
pitch variation within each octave articulation.

EXAMPLE: 'Fist - Concert Grand Casas"

* SINGLE - single instrument types duplicated across two
octaves for two handed / two fingered playing. This is a more
precise and popular way of laying down drum tracks. Key
tracking at 20 percent to give you a very slight variation
in pitch between the key pairs.

18



;PRESETS - CONT'D

* MULTI MENUS - cCconcussion instruments are divided into seven
categories. We have created menu presets for the strikes
from each category. These are instant ensembles ideal for
sketching out action segquences but also investigating
surprising combinations of instruments.

C TOM H TENOR ROTP H OCT[O H

) ! ] G =
A 72

T P T

G CASAS C TOML ROTO L OCTO L KEY FX

e TEMPLATES - 1If you like the way we have mapped these basic
presets out for you we have also got empty versions that can
serve as templates for you to use as starting points for
your presets. Each track/bay is mapped thusly:

| EXAMPLE: "Template - Fist Menu"

! {

'We plan to make a ton of these presets over the forthcoming
'days, weeks, months and years so please join our mailing 1list
'at thecrowhillcompany.com

!

' If you wish to install other people's presets or indeed tidy up
. your own collection they live here on your local drive.

‘DOCUMENTS > CROW HILL > CONCUSSION DRUMS > PRESETS
!

|Wwhen creating presets or a bank of presets to share with people
fwe suggest you put a "prefix" at the beginning of each preset.
'So if your name is Joe Blogs you could put "JOBLO - Name Of
Preset" into this sub folder as an example.
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CREDITS

NOW 6O LLAYN

CONCUSSION MoVLUDNT BE PosaiBbL € \¢ ' T WASN'T FOIrR TME
CEFFORTS ©OF THESE AMAZ.NG, A EMNTED AND CENEROVS
WWDWVIDOVALS.

R EcorRDED AT: — CLocKNORK $STUDIoS, 6L AsScon
Enenear: - DAViD DornALDson

ASSISTANT EnenEER — S MAgFe

PREDVc €D BY: = CALOM MinWT—-EoolD & CurisTvn Hemsorn

DeveocppmenTt: — CALODM MO Ti—Goo D

Eormne: - XerAn GreEe

ART: — Proxo@ ComsTANTIRGY

Loeco & User MAnVAL Desieny = s AN Hemsorn

CONTENT PRODICTION — ANNA O DoneLLY, JAcxk oA AND
L obDe€ CRANRFORD

SOOAL MEDIA MAZKETING — MoTWE UNKRSWHN

TRAILER LRODICTION — LrRENIMAN.CONK

WeED frnenearing & CX: = MARLEY LeETROPOVLCS
ADDITORNAL cOnMCEOT WoRrK — Dot ALuson

e SThAc: — STeevems TAL LAY

MOSICIANS FIXER — KobBus friex
ConDulcTorR — ADAM EoBinsom

A VERY SCECIAL THARNKS MUOSICIANSE FOIR THEWR TWAE, CATIEMNC.E,
RESWNERNC € AND CEnNEROSVTY.

T BOooKK THE STODWS Otk THUESE MOSICANS &S T
O KNOIRKESECSSIONS.C OAN
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. ** larger ensemble of 6§ x players
*** larger ensemble of 8 x players
*xvx gtringa (6 x bassesa, 6 x cellos)

INSTRUMENT LIST

ALL INSTRUMENTS DISPLAYED ARE x 3 PLAYERS/DRUMS

gave for
* b & ¢ gtrikeg are solo kicks

ANALOGUE SYNTH “AUGMENT* - Layer for each drum and every articulation.

ARTICULATION EEY

-3 4

|| £1

rf
ro
cs
rs

- Strike
Flam

Ruff

Roll

Crossg Stick
Rimshot

a,b,c etc = Strike Variants

ARTICULATION KEY cont’d

cl
80
CE
ch

pd
bl

= Closed
- Semi Open
= Open

KIT
L KICK s ﬁ,b*,c’

SNARE LOW - st,cs,rs,fl, rf, ro
SNARE HIGH - st,cs,rs,fl,rf,ro
TOMS LOW - st,fl ,rf ro

TOMS MID - 8t,fl,rf,ro

TOMS HIGH MID - gt,fl, rf, xo
TOMS HIGH - st,fl, rf, ro

CORCERT

GRAN CASA - 8at,fl, rf, ro
CONCERT TOM LOW - s8t,fl,rf,ro
CONCERT TOM HIGH - at,fl,rf,ro
TENOR DRUM - gt , fl,rf ro
ROTOTOM LOW - st fl,rf, xo
ROTOTOM HIGH - st,fl, rf,ro
OCTOBAN LOW - st fl.rf ro
OCTOBAN HIGH - st fl,rf,ro
MAHLER HAMMER - a,b

' TRADITIONAL
* SURDOES - st,fl,rf,ro
» TAIKO LOW -~ 8¢t,fl,xf, ro
* TAIKO HIGH - 8t fl,rxf, ro
* DJEMBE LOW - 8t,fl,rf, ro
* DJEMBE HIGH - st,fl rf ro
* DARBURAS LOW - st fl,rf, ro
* DARBUKAS HIGH - st,fl, rf,ro
* BODHRANS** LOW - st,fl, rf, ro
* BODHRANS** MID - at,fl,rf,ro
* BODHRANS** HIGH - st,fl,rf,ro
* FRAME DRUMS - s8t,fl,rf,ro
* CONGAS LOW - at,fl,rf,yo
* CORGAS MID - s8t,fl,rf,ro
* CONGAS HIGH MID - at,fl, rf,ro
* CONGAS HIGH - st,fl,rf . ro
* BONGOS LOW - 8t,fl, rf,ro
* BONGOS HIGH - st,fl,rf,ro
* CAJONS LOW - at,fl,rf
* CAJONS HIGH - st,fl rf ro
* STICKS*** . gt

CYMBALS

HI-HATS - cl,so,0p,ch,pd
RIDES - 8t, bl, ro
CRASHES LOW - 8t, bl, ro
CRASHES HIGH - st, bl, ro
CHINAS -~ st, bl, ro
SPLASHES - st, bl, ro
CRASHERS - at, bl, ro
TRASH HAT - s8t, bl, ro

METALS

ARVIL - a,b
SPRINGS - a,b
BRAKE DRUMS - 8t
CHAINRS - a,b
SCRAP METALS -~ 8t
JERRY CANS -~ a,b,c
GAS CYLINDERS - st
SAW BLADE a,b

ATTIC

* RATCHETS LOW - s8t,ro
¢ RATCHETS MID - s8%t,ro
* RATCHETS HIGH - 8t,ro
* BUCKET - a,b

* PACKING BOXES - a,b

* PVC PIPES -~ 8t

* PLASTIC CONTAINERS ~ a,b
* PLANT POTS - a,b

* CERAMICS - a,b

* GLASS BOTTLES - st

* WOOD CANES - 8t

L

BODIES -~ a,b

STRINGS**v¥~

STACCATO
JETE
PIZZICATO
COL LEGKRO
BARTOK
TREMOLO




EULA (end user license agreement y~ :

N
ANY PERSON OR ENTITY ("User" or "You") USING OR"OTHERWISE ACCESSING OUR
PRODUCT OR ANY OF THE CONTENT AVAILABLE VIA THE PRODUCT SHALL BE BOUND BY
THE TERMS AND CONDITIONS OF THIS END USER LICENCE AGREEMENT ("Agreement").
QUR PRODUCT IS AN INSTALLABLE SOFTWARE PACKAGE WHICH INCLUDES, BUT IS NOT
LIMITED TO, AUDIO RECORDINGS. VISUAL ASSETS AND CODE, AND THE TERM ("Product™
SHALL BE CONSTRUED ACCORDINGLY.

1. Contracting parties. The Product. together with all content, data and other materials
("Content") are owned or controlled by Crow Hill Productions Limited, having its
Registered Office at c/o Cc Young & Co, 3rd Floor The Bloomsbury Building, 10 Bloomsbury
Way, Holborn, London, WC1A 2SL ("we", "us", "our"” or "Crow Hill"). When you register with (or
otherwise access) us, you are contracting with Crow Hill. The licence granted to you by us
is effective from the date you download, install or use the Product(s) (whichever is
earliest) and shall remain in force until terminated by us.

2. Use of the Product. The Product and the Content is intended only for the purposes
specified or implied therein, and your use of the Product and the Content is entirely at
your own risk. You shall be solely responsible for all of your use of the Product. Please
note, whilst we endeavour to provide accurate and up-to-date information, the Product and
the Content may not be wholly accurate or up-to-date, complete or free of defects, and are
subject to change at any time. The Product is provided without any representations or
warranties of any kind (implied or express) to the fullest extent permitted by applicable
law. We, unless otherwise stated herein, own or control all relevant intellectual property
rights contained in the Product and the Content. You may not publish, distribute, extract.
re-utilise, or reproduce any part of the Product or any Content in any form other than as
expressly allowed herein or as otherwise provided for by us. (or under applicable laws).
Save as expressly set out in this Agreement. the Product is for your personal use only .
We will not be responsible if your use of the Product or of the Content does not fit your
particular intended purpose.

3. Licence for Download and Use of Products. By purchasing a Product (and subject to your
compliance with this Agreement), we grant to you a non-exclusive, non-sublicensable, non-
transferable license to download (on not more than two devices concurrently) and use the
Products you purchase from us., for personal use, PROVIDED ALWAYS that you use the
purchased Sound File(s) only within your own newly-created sound recording(s) and/or
performances in a manner that renders the Sound Filecs) substantially different to the
original sound of the Sound File in each case. The Products (and all recordings and/or
compositions incorporated therein) are our property and are licensed to you only for use
as part of a live or recorded musical performance. You may use these sounds for any
commercial or non-commercial purpose where you have combined them with other sounds
within one or more musical composition(s) and/or recording(s), in which case they are
permitted to be shared with or given or transferred to any third party or uploaded to any
file sharing site or offered for resale or public transmission. This license expressly
forbids resale or other distribution of the Products or their derivatives, either as they
exist in the library, reformatted for use in another sampler, or mixed. combined, filtered,
re-synthesised or otherwise edited, for use as sounds, multi-sounds, samples, multi-samples,
sound sets, programmes or patches in a sampler, microchip, computer or any sample
playback device. You may not sell any Product(s), or give away any Product(s) for use by any
other person(¢s). Products may not be used in or in relation to any competitive products
that are sold or relicensed to any third parties. Except as expressly permitted herein,
to the fullest extent of applicable law you may not copy. modify, distribute, sell or lease
any Product, and you may not reverse engineer or attempt to extract the source code of
any Product. Product(s) may not be used in datasets for. in the development of, or as inputs
to generative AI programs. For the avoidance of doubt. your license with us is personal in
nature and shall not be transferred to any other individual or corporate entity. You shall
take all reasonable and practicable steps to protect the Product, together with any
ancillary items that are sold with the Product. for all unauthorised copying or use. You
shall ensure that in no way is the Product modified or in any way adapted to benefit use
by an unlicensed third party.

4, Ownership. Ownership of, and title to, the Products (and all digitally recorded
sounds and/or copies therein) is held by us. Copies are provided to you solely to
enable you to exercise your rights hereunder. When you purchase any Product(s).
you are purchasing a limited and personal licence for use and not ownership) of
Product(s). Except as expressly authorised in this Agreement, you may not rent,
lease, sell, sublicense, distribute, transfer, copy. reproduce, display, modify or
time share any Product(s) (or part or element thereof).
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EU LA (c_o.rAlt’d-) ;

5. Intellectual Property. All rights not expressly granted to User are reserved by us. The
Products are licensed. not sold. to you to be used for your own original musical
compositions and productions. All copying, lending. duplicating, re-selling or trading of any
Product or other Content is strictly prohibited, save as used for or incorporated into your
original created works. Only vou. as the original purchaser of a Sound File, has the right to
embody and reproduce that Sound File within your music compositions/productions. This
license is granted for you as a single user only (and is given on a worldwide basis). You
agree and acknowledge that we have a proprietary interest in all sound recordings, and
that any use by you that frustrates the purpose of this Agreement or seeks to prevent our
payment process including without limitation by the selling. renting, or otherwise using or
distributing un-integrated Content) may cause irreparable loss to us in a way that could not
be adequately compensated by damages. For the avoidance of doubt, no ownership of
copyright is transferred by us to you hereunder. The brands, products and service names
used by us and in the Content are trademarks or trade names of ours or our trading
partners unless otherwise stated.

6. Warranty and Indemnity. You warrant that you will abide by all applicable laws when using
the Products and the Content. User hereby warrants and represents that User has the right
and power to enter into and fully perform all of its obligations under this Agreement; User
will defend, indemnify, and hold us harmless, our parents, subsidiaries, affiliates, directors,
officers, employees, and agents, with respect to any claim, demand. cause of action, or debt
or liability brought by or claimed by any third party. including attorneys' fees. to the
extent that any such claim is based upon or arises out of a breach of any of User's
representations, warranties, covenants, or obligations.

7. No Endorsement. At no time, will we pre-screen or monitor, and therefore endorse, (and we
expressly disclaim any and all liability in connection with) any third-party content or any
other materials created or exhibited or otherwise exploited by our Users.

8. Termination of this Agreement. We may at any time terminate this legal Agreement. in our
sole discretion without prior notice to you and without reimbursement, if we have
reasonable grounds to believe that you may have breached (or acted in a manner indicating
that you do not intend to or are unable to comply with) any term herein or if we are legally
required to do so by law. You acknowledge that we will cooperate fully with investigations
of violations of systems or network security at other sites, including cooperating with law
enforcement authorities in investigating suspected criminal violations.

9. Liability. You agree that our liability to you hereunder shall be limited to the amount
you have actually paid to us for all products or services hereunder of, if greater, GBP100.
Except as set out herein, we shall not be liable for any indirect or consequential loss of
any kind in contract. tort or otherwise arising out of your use of the Product or the Content
or in relation to the goods and/or services that we provide. Nothing in this Agreement
shall operate to limit or exclude liability for death or personal injury caused by
negligence.

10. warranties. TO THE EXTENT PERMITTED UNDER APPLICABLE LAW IN YOUR TERRITORY. ALL OUR
PRODUCTS AND SERVICES ARE PROVIDED ON AN "AS IS" AND "AS AVAILABLE" BASIS WITHOUT
WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE
IMPLIED WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE, OR THE
WARRANTY OF NON-INFRINGEMENT. WITHOUT LIMITING THE FOREGOING, WE MAKE NO WARRANTY
THAT (A) THE SERVICES WILL MEET YOUR REQUIREMENTS, (By THE SERVICES WILL BE
UNINTERRUPTED, TIMELY, SECURE, OR ERROR-FREE, (C) THE RESULTS OBTAINED FROM THE USE OF
THE SERVICES WILL BE EFFECTIVE, ACCURATE OR RELIABLE, OR (D) THE QUALITY OF ANY
MATERIALS OR SERVICES OBTAINED BY YOU FROM US, OR FROM ANY THIRD PARTIES' WEBSITES TO
WHICH WE ARE LINKED, WILL MEET YOUR EXPECTATIONS OR BE FREE FROM MISTAKES., ERRORS OR
DEFECTS. THE USE OF THE PRODUCTS AND THE SERVICES IS AT YOUR OWN RISK AND WITH YOUR
AGREEMENT THAT YOU WILL BE SOLELY RESPONSIBLE FOR ANY DAMAGE TO YOUR COMPUTER DEVICE
OR SYSTEM OR LOSS OF DATA THAT RESULTS FROM SUCH ACTIVITIES.

11. Indemnity. You agree to indemnify us for any loss or damage that may be incurred by us.
including without limitation reasonable legal fees, arising from any breach by you of any
warranty or other term herein or your misuse of any material or information obtained
through the use of the Products or the Content.

12. Complaints. If you would like to notify us of Content., which you believe does not comply
with this Agreement or otherwise is objectionable, please notify us via
www.thecrowhillcompany.com/fagqs making sure to include both the link to the infringing
Content and the reasons as to why you believe there is an infringement.
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EULA (cont'd)

13, Hacking. You agree and undertake not to attempt to damage, deny service to, hack. crack.
reverse-engineer, or otherwise interfere with the Products and/or the Content in any manner. If
you in any way cause such damage. you agree to pay all financial damages we incur as a result.
We will cooperate with the authorities in prosecuting any User who Interferes with the Products
or the Content or otherwise attempts to defraud us or any other parties. We reserve the right
to deny any or all access or service to any User for any reason, at any time, at our sole
discretion. You agree that we may block your access. and at our sole discretion to disallow your
continued use of the Products and/or the Content. Wwe reserve the right to take any action we
may deem appropriate in our sole discretion with respect to violations or enforcement of the
terms of this Agreement. and we expressly reserve all rights and remedies available to us at
law or in equity.

14. No Partnership. Your use of the Product and/or the Content creates no partnership, client,
fiduciary or other professional relationship.

15. Entire Agreement. This Agreement constitutes the entire agreement between the parties on
the subject matter hereof. There are no understandings, agreements, or representations, oral or
written, not specified herein regarding this Agreement.

16. Force Majeure. We will not be liable or responsible for any failure to perform, or delay in
performance of, any of our obligations hereunder that is caused by events outside our
reasonable control including but not limited to: natural disasters fire, storms, floods).
governmental or societal actions (war, invasion, civil unrest., labour strikes), infrastructure
failures (transportation, energy. electricity), or any epidemic or pandemic.

17. Severance. If any part, term, or provision of this Agreement shall be held by a court of
competent jurisdiction to be illegal. unenforceable, or in conflict with any relevant law. the
remaining portions or provisions shall still remain valid and continue in full force and effect.

18. No Waiver. No waiver, express or implied, by either party of any term or condition or of any
breach by the other of any of the provisions of this Agreement shall operate as a waiver of any
breach of the same or any other provision of this Agreement.

19. variation. This Agreement may be varied from time to time and any such amendment will be
applicable from the date and time such revised terms have been made publicly available. Your
continued use of the Product constitutes agreement with and acceptance of any such amendment
or other changes.

20. Law and Jurisdiction. This Agreement shall be governed by and construed in accordance with
the laws of England and any disputes shall be subject to the exclusive jurisdiction of the
Courts of England.

21. Contacting Us. If you have any questions, please contact us at www.thecrowhillcompany.com/
fags

OTHEZ THAN ALL THAT, ENIOY YOO PORCHASE,
SHARE WITH US wWHAT YOU DO AND KEEL THE CONVO GOING AT
THECROWHILLCOMPANY.COM

MOCH LOVE, THE CEOW HILL TEAM.
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