Virtual Drumline and
Finale

This document will discuss some basic steps necessary in
getting your Finale software to properly access your installed
Virtual Drumline samples. Once your software is setup, you
can hear amazingly realistic playback of these samples while
writing in Finale. In addition, utilizing Finale’s mapping
features, the notes you input via MIDI will output correctly, all
while displaying on the correct staff lines and noteheads in the
score.

Please note that this document is not meant to serve as an
official guide to any of the hardware or software products
mentioned. For questions pertaining to Finale, or your
particular sampler or soundcard, please consult the documenta-
tion received from the manufacturer.
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Using the Virtual Drumline
Template in Finale

Since creating percussion maps can be time
consuming, we’ve gone to the trouble of
mapping out the various sounds in Virtual
Drumline to different staff styles in Finale. By
using these maps, when you enter in a specific
MIDI note on the MIDI keyboard, you’ll hear
the correct sound play back, while viewing the
appropriate notehead on an appropriate staff
line. You can also program these staff styles
yourself from within Finale, but it can become
fairly time consuming. Please note that we
recommend using Finale 2000 or later to
make specific use of this mapping feature. For
more information, please consult your Finale
documentation about “Percussion Mapping.”

For starters, download the Virtual Drumline
Finale template from the Tap Space
Publications website. You can find it in the
“support” section at the following address:
http://www.tapspace.com/vdrumline.html

Once you have downloaded this file, and saved
it to your computer’s hard drive, open the file.

To ensure your sounds play back correctly

in this template, your MIDI interface and
driver software must be properly installed

and configured to your current MIDI setup.
Consult the documentation you received with
your MIDI interface to learn more about doing
this.

With the Finale file open now, go to the
“MIDI” menu and select “MIDI Setup.” Here’s
where you make sure to tell Finale which
output device you plan to use to hear your
Virtual Drumline samples. For example, if you
are using the SoundFont version of Virtual
Drumline, you’d select the soundcard that you
initially loaded the SoundFont bank into. For
more information on setting up MIDI within
Finale, consult your users manual.

Accessing the Virtual Drumline
Sounds in Finale

To hear real-time playback from Finale,

it’s imperative that your computer’s MIDI
configuration is setup and functioning properly.
If you aren’t sure how to do this, consult the
documentation of your MIDI hardware (like
your MIDI interface or soundcard).

With your Virtual Drumline samples loaded
(SoundFont bank loaded into memory or
samples loaded into GigaStudio for example),
you’ll tell Finale where to access the sounds

in the “MIDI Setup” window (located in the
“MIDI” menu). In this window, you should see
a listing of any MIDI devices that are connected
to your computer, as well as the soundcard you
have installed.

Next, open the “Instrument List” palette from
the “Window” menu. In this window, you
can make adjustments to the MIDI channel or
program numbers (instrument numbers) that
each staff will play back.

You should also make sure that each staff is
assigned to a unique channel so there are no
conflicts between voices. Sometimes in MIDI
programs, “drum” staves are defaulted to
Channel 10 since that’s where General MIDI
looks for them. With the Virtual Drumline
instruments however, this isn’t necessary. You
may assign your instruments to any channel as
with any melodic instrument. So for example,
your snares could be assigned to channel 1,
with tenors on channel 2, basses on channel 3,
etc. Don’t worry about assigning everything
to channel 10 just because they’re percussion
instruments.



Note that in some MIDI programs and devices,
programs are set in values of 1-128. In others,
they are set to 0-127. If you are using Virtual
Drumline SoundFonts, the instruments are
classified in the 0-127 scheme as follows:

For Snares, select program O

For Tenors, select program |

For Basses, select program 5
For Cymbals, select program 7/

Why isn’t there a program 2, 3, 4, or 6 you ask?
Actually there are if you’re using the “full”

or “medium” SoundFont banks. Those are
actually reserved for other tenor and bass drum
keymaps that won’t be used as regularly. They
are as follows (also see the “Keymaps” section
in your Virtual Drumline help file):

program 2, Tenors (w/Rims & Cresc. rolls)
program 3, Tenors (w/Dreadlocks)

program 4, Tenors (w/Puffies and Rims)
program 6, Bass Drums (w/Puffies)

If you aren’t using SoundFonts, and are simply
loading the GigaStudio samples into your
GigaStudio workstation (for example), be

sure the program numbers in the “Instrument
List” palette coincide with your “instrument
#” listings in Giga (viewed from the “loaded
instruments” tab). Remember, program 1 in
Finale, may actually be program 0 in your
sampler.

Once you have your MIDI configured correctly
within Finale, you’re ready to begin writing,
and more importantly...hearing your playback
with Virtual Drumline samples!

We highly recommend at this point that you do
a “Save As” (in the file menu) and give your
project its own name, saving it to a desired
location on your own hard drive. You can later
use this as a personalized template for future
projects.

Entering Notes for
Virtual Drumline in Finale

Because of the large amount of samples used
in the Virtual Drumline libraries, we highly
recommend using a MIDI keyboard to enter
your notes via Speedy Note Entry with a MIDI
keyboard. Consult your Finale manual for more
information on how exactly to do this.

One of the most valuable features of Virtual
Drumline is its allocation of right-hand and
left-hand samples. You may want to spend
some time studying the keymaps from the
Virtual Drumline help file, to get familiar with
where the various sounds are located on the
keyboard. By entering in a right-hand 16™ note,
followed by a left-hand 16™ note (and so on...),
you’ll get a much more realistic sounding
playback since you’ll be hearing a more human
rendering of the sounds, while triggering more
than just one sample. To utilize this power, but
still have your notes appear correctly on the
staff, it’s necessary to have your MIDI input,
output, notehead, and staff location “mapped”
within Finale for each sound.

The Finale template available at the

Tap Space Publications website (http:
/Iwww.tapspace.com/vdrumlin.html) is pre-
formatted with a complete “percussion map”
for how these sounds are laid out, so that by
entering in these various pitches (via the MIDI
keyboard in Speedy Note Entry) you’ll still see
your notes appear on appropriate staff lines,
with the appropriate notehead.

To get an idea of what the percussion map
looks like for each instrument, select the Staff
Tool and double-click on a staff’s handle,
which will open up the “Staff Attributes”
window.



In the lower part of this window, you’ll see a
“Notation Style” popup menu which should be

set to “Percussion”. This tells Finale this staff

will use a percussion map. To select and edit the
percussion map for a given staff, click the “Select”
button.

With your percussion maps set correctly, you

can now try entering some notes via your MIDI
keyboard in Speedy Note Entry. One example you
might want to try is entering in a measure of 16th
notes with alternating right and left hands. On the
snare instrument, locate the F-sharp and G-sharp
that represent the left and right hand samples.
Enter them in alternating fashion, and you should
see the notes display on one line as a percussionist
would expect to see!

Another MIDI feature you might want to
experiment with is setting your MIDI Thru feature
to “Smart.” By doing this, you’ll hear the sound
that is assigned to any given staff as you enter
your notes in. In some setups this can be a useful
feature.

Working with
MIDI in Finale

While we can’t go into much detail here about all
of the MIDI functionality of Finale, a few MIDI
features specific to Virtual Drumline warrant
mentioning. For more detailed information, it’s
recommended that you spend some time studying
the “MIDI Tool” information in your Finale
documentation.

Changing Mod-Wheel Settings in
Finale

The main reason you might want to fuss with the
mod-wheel pertains to the GigaStudio formatted
samples. In this powerful sample format, some

of our instruments make use of the mod-wheel to
trigger different samples. Here are a few examples:

Buzz rolls (for Snare/Tenor/Bass):
Wheel up = Crescendo
Wheel down = Decrescendo

Tenor Rimshots

Wheel down = Shots

Wheel midway (val. 33-63) = Dreadlocks
Wheel up = Rims

Consult the keymaps in the Virtual Drumline
help file for a complete layout of which
notes contain mod-wheel settings. It can be a
very powerful way to add more sounds to an
instrument, while keeping your notation map
consistent.

NOTE: The SoundFont versions of Virtual
Drumline don'’t use any mod-wheel functions.

To send a mod-wheel controller change to
Finale, we’ll do so using the MIDI tool. First
enter in the music that will be affected.

Double click the measure where you want to
insert the controller change. You’ll see the
following “MIDI Tool” window appear.

Click the “Continuous Data” icon (the one with
a little slider on it), and you’ll be presented
with yet another window called “View
Continuous Data” Set the Controller to #1
(Modulation), and click OK.

Back in the “MIDI Tool” window, drag the
mouse pointer over the area in the measure
where you’d like the mod-wheel change to
occur.

With the area selected, go to the “MIDI Tool”
menu, and select the “Set to” option. Enter

a MIDI value (1-128) to reflect the position

of the mod-wheel, then click OK. 128 would
mean the wheel is all the way up, and a value
of 1 could mean the wheel is all the way down.



Changing Programs from within
a Finale score

When using your Virtual Drumline samples, you
may encounter a case where you’d like to have a
staff line change programs (i.e. “Basses Regular”
change to “Basses Puffies”). If your sample
player (AudioHQ for example) is capable of
accepting program changes, you can have Finale
send this information in the following way.

With the MIDI tool selected in Finale, double-
click the measure on the staff where you’d like
to insert a program (aka “patch” or “instrument”)
change.

When the “MIDI Tool” window appears, select
the “Patch Change” icon (which looks like
stacked pages), then drag the mouse over the
area in the measure to select a region where the
patch change will occur.

With this region highlighted, go to the MIDI
Tool menu, and select “Set To...” and you’ll be
presented with a “Set Patch To” window. Enter
in the number of the program (and possibly
which bank) you’d like to shift to. Then click
“OK” and close the “MIDI Tool” window.

Now, when Finale reaches this point in playback,
it’ll send a patch change to that MIDI channel

at which point you’ll be hearing the new
instrument.

If you’re using the “Full” or “Medium” sets of
the Virtual Drumline SoundFont version, you’ll
notice there are four tenor drum instruments
(since we couldn’t map all the sounds to

one instrument), so this feature will come in
especially handy, for example, when you want
to change from the standard tenor patch to rims,
dreadlocks, etc., then back again. These changes

will also be saved if you export your score as a
MIDI file.



