
 

  

IND8675IAL D58MKI7       XVeU manXal

 

loopV de la Crªme - April 2025 

Thank \oX foU pXUchaVing INDUSTRIAL DRUMKIT! 
ThiV libUaU\ Zill leW \oX e[ploUe a XniYeUVe of XnoUWhodo[ and highl\ inVpiUing peUcXVViYe, aWmoVpheUic,  and 
melodic VoXndV! 
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100 KonWakW pUeVeWV aUe inclXded, and I hope Whe\ Zill pUoYide \oX hoXUV of inVpiUaWion and cUeaWiYiW\. The 
libUaU\ feaWXUeV: 
 
- One main IndXVWUial DUXmkiW ZiWh 97 peUcXVVionV, dUXmV, and e·ecWV. 
- PUacWical mi[ed and WhemaWic dUXm kiWV ZiWh bXilW-in gUooYeV and mod-Zheel Uh\Whmic YaUiaWionV and UollV. 
- One pla\able ȅMachineV and EngineVȆ inVWUXmenW. 
- One main ȅIndXVWUial SoXndVcapeVȆ inVWUXmenW ZiWh 85 VoXndVcapeV. 
- One ȅaXWomaWicȆ SoXndVcape GeneUaWoU foU inVWanW inVpiUaWion and Xne[pecWed UeVXlWV. 
- InVpiUing melodic and VoXnd deVign paWcheV, chUomaWicall\ pla\able oYeU 4 ocWaYeV, ZiWh XniTXe combinaWionV 
of VoXndV and VeTXenceV. 

 

I167ALLA7I21 
To inVWall Whe VampleV and inVWUXmenWV on \oXU haUd dUiYe, Xn]ip Whe Έle named INDUSTRIAL 
DRUMKIT.]ip. On a Mac, XVe Whe defaXlW ȅAUchiYe XWiliW\Ȇ. On a PC, I Uecommend Wo XVe WinUaU oU 
Win]ip Wo pUopeUl\ Xn]ip Whe Έle. 

YoX can When cop\/paVWe Whe INDUSTRIAL DRUMKIT foldeU Wo \oXU Vample libUaU\ haUd dUiYe. PleaVe 
make VXUe \oX make a backXp of Whe fXll libUaU\ on a VepaUaWe dUiYe (oU a SD caUd / USB VWick...)  

 

IMPORTANT NOTE: 

!!! PleaVe keep Whe INDUSTRIAL DRUMKIT foldeU VWUXcWXUe inWacW: Do noW moYe oU eUaVe a foldeU oU a 
Έle fUom Whe main INDUSTRIAL DRUMKIT foldeU Wo enVXUe pUopeU loading of Whe inVWUXmenWV. 

L2ADI1G I16758ME176 
To load paWcheV, Έnd Whe foldeU fUom Whe KonWakW FileV Tab and VelecW Whe paWch \oX ZiVh Wo 
load: jXVW doXble-click on a paWch oU XVe dUag- and-dUop. YoX can alVo XVe KonWakW ȅquick 
loadȆ menX. Find moUe infoV aboXW WhiV in KonWakW XVeU manXal. 

 

!!! NB: NaWiYe InVWUXmenWV KRnWakW 5.8+ iV UeTXiUed WR fXll\ XVe Whe inVWUXmenWV. Make 
VXUe \RX haYe Whe laWeVW XSdaWeV inVWalled. 

YoX can alVo load paWcheV ZiWh Whe fUee KonWakW Pla\eU in demo mode (ZiWh a 15mn Wime 
limiW and VaYing fXncWionV diVabled). 

 

Along WhiV XVeU gXide, \oXȆll Έnd a pdf License Agreement. PleaVe Uead WhiV We[W caUefXll\, iW 
pUeciVel\ e[plainV Whe WhingV \oX aUe alloZed and noW alloZed Wo do ZiWh Whe Vample libUaU\. 
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KONTAKT INSTR8MENTS 
INDUSTRIAL DRUMKIT feaWXUeV a Zide Uange of inVWUXmenWV, oUganiVed b\ caWegoU\: 

MAIN KIT  (pUeVeW #00 Wo 09) 

8 ocWaYeV of dUXmV, peUcXVVionV, and e·ecWV  

PUeVeWV 9a Wo 9d aUe mXlWiV ZiWh Wempo-V\nced 
VeTXenceV 

GROOVE KITS  (pUeVeWV #10 Wo17) 

Small mi[ed oU WhemaWic dUXm kiWV ZiWh 12 
VoXndV and bXilW-in gUooYeV  

JAM MULTIS (pUeVeWV #20 Wo 27) 
CombinaiVonV of gUooYe kiWV aV KonWakW MXlWiV 
(nkm) 

MACHINES AND ENGINES (pUeVeWV #30 Wo 32) 

Pla\able machineV and engineV 

 INDUSTRIAL SOUNDSCAPES (pUeVeWV #35 Wo 
37) 
A hXge VeW of dUoneV, ZoUking ViWe VoXndV, 
binaXUal acoXVWic We[WXUeV, and gUanXlaU 
ambianceV 

AUTO SOUNDSCAPES GENERATOR (pUeVeWV 
#38 Wo 39) 
CUeaWe impUeVViYe VoXndVcapeV ZiWh 
aXWomaWic and Uandomi]ed fXncWionV. 

MELODIC (nki pUeVeWV 40 Wo 79, nkm pUeVeWV 
80 Wo 98) 
Melodic paWcheV, chUomaWicall\ pla\able oYeU 
4 ocWaYeV, ZiWh XniTXe combinaWionV of 
VoXndV and VeTXenceV. 

 
 

 

 

For ma[imum realism, tr\ to pla\, perform, and record the instruments live in \our 
tracks! Use Pad controllers or ke\boards.  To provide the best realistic response, the 
instruments use e[tended sampling Zith man\ velocit\ la\ers and round-robin. 

 

 

When \ou see Ȃ_MWȃ at the end of a preset name, it means that a special function is 
assigned to the modulation Zheel: make sure \ou check this out! 

Some multi presets also have a note and a tempo indication (e[: D-Eb-90bSm). This is 
simpl\ meant as a guide: donȃt hesitate to use these presets at diΒerent tempo values 
and Zith other ke\s :) 
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KEYBOARD MAPPING aQG PLAYING TIPS 
MAIN KIT 

 

 
C\an ke\V, E-1 Wo B-1: XXL SOUNDS  
Factor\ sub hits, Metal Plates, e[plosionsȌ 
 
Red Ke\V, C0 Wo G#0: INDUSTRIAL KICKS 
La\ered hits, Wood plates, doors, foot stompsȌ 
 
YelloZ Ke\V, A0 Wo F1: WORKBENCH SNARES 
La\ered hits, metal objects, hammersȌ 
 
BlXe Ke\V, F#1 Wo F#2: TONAL PERCUSSIONS and WOODS 
Metal and plastic bo[es, tool handles, Zood blocks, logs Ȍ 
 
OUange Ke\V, G2 Wo D#3: SMALL METALS 
ScreZs, nails, threaded rods, pliersȌ 
 
LighW blXe ke\V, E3 Wo E4: WRENCH TOOLS 
Wrench tools of various si]es, Zine bottles Ȍ 
 
WaUm \elloZ Ke\V, F4 Wo A4: ANVILS 
Anvil hits, Iron bar hits,... 
 
PXUple Ke\V, A#4 Wo G#5: HAMMERS 
Hammer hits on metal, Zood, ZallsȌ 
 
YelloZ ke\V, A5 Wo C#6: EFFECTS 
Metal containers, metal rulers, handtool eΒects, metal gridȌ 
 
GUeen Ke\V, D6 Wo A6: FILING & SAWIGN WOODS 
 
OliYe Ke\V, A#6 Wo F7: FILING & SAWIGN METALS 

 

 

The Filing and SaZing ke\s (D6 to F7) donȃt provide velocit\ sensitivit\. Instead, the\ use 
alternating back and forth samples Zith a higher number of round robins to alloZ 
natural quick repetitions. For best results, use a loZer release value Zhen pla\ing quick 
rh\thms Zith these ke\s. 

 

 
Presets 9a to 9d are multi instruments (.nkm) Zith tempo-s\nced sequences based on 
arpeggiators. For best results, pla\ one, tZo, or three ke\s simultaneousl\. 
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GROOVE KITS and JAM MULTIS 

 

TheVe inVWUXmenWV o·eU a Vmall dUXmkiW fUom C1 Wo B1. The mi[ed kiWV (pUeVeWV 10 Wo 14) aUe looVel\ baVed on 
VWandaUd GM dUXm mapping: YoXȆll Έnd VoXndV eTXiYalenW Wo baVV dUXmV (C1), VnaUeV (D1), WomV (A1, G1 and F1) 
and hi-haWV (F#1, G#1, A#1). 

 

Red keys, C3 to B3: bXilW-in gUooYeV and ΈllV, ZiWh modXlaWion Zheel YaUiaWionV. 

FoU moUe infoUmaWion on Whe gUooYeV, Vee Whe VecWion beloZ ȅTEMPO SYNCED RHYTHMSȆ. 

 

 

 

The groove kit_HAMMERS doesnȃt provide velocit\ sensitivit\. Instead, it uses a higher 
number of round robins to alloZ natural quick repetitions. 

 

 

Presets #20 to 27 are Kontakt multi instruments oΒering inspiring combinations of 
groove kits. Manuall\ pla\ the ke\s C1 to B1 to e[plore ama]ing la\ered impacts, or 
use the groove ke\s to instantl\ create full rh\thm tracks! 
 
  

 

MACHINES AND ENGINES 

 
Red ke\V, C1 Wo G1: JackhammeUV 

YelloZ ke\V, G#1 Wo D#2: Hand DUillV 

BlXe ke\V E2 Wo G2: MW Pla\able engineV 

C\an ke\V, G#2 Wo E3: MW Pla\able dUillV 

 

 

For blue and c\an ke\s, use \our mod Zheel to control the speed of the engine or the 
drill! 

 

 

For ma[imum authenticit\, the jackhammers and hand drills (ke\s C1 to D#2) use a 
special release sample, to replicate the natural stopping of the engine. 
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SOUNDSCAPES 

 
 

Red ke\V (C0 Wo F#1): AcoXVWic and elecWUonic DUoneV 

GUeen ke\V (G1 Wo G2): WoUking ViWeV ambianceV 

YelloZ ke\V (G#2 Wo A#3): GUanXlaU We[WXUeV 

BlXe ke\V (B3 Wo F#4): BinaXUal UecoUdingV: ZoUkbench We[WXUeV 

OUange ke\V (G4 Wo F5): BinaXUal UecoUdingV: Vmall meWallic objecWV and WoolV 

C\an ke\V (F#5 Wo D6): BinaXUal UecoUdingV: VcUaping, VaZing, and Έling 

PXUple ke\V (D#6 Wo D7): EngineV and VWeamV 

 

 

!!! The sounds are velocit\-sensitive: pla\ing one of the soundscapes at a loZer velocit\ 
Zill loZer the volume and make the sound less bright. Youȃll notice that at loZer 
velocities, the soundscape Zill seem to be further back in the stereo Γeld. This Za\, \ou 
can create beautiful multi-dimensional mi[es of soundscapes b\ using various velocit\ 
values. 
If \ou prefer to XVe \RXU mRd Zheel WR cRnWURl Whe YRlXme of the te[tures, use the 
preset 35b. 
 

 

AUTO SOUNDSCAPES GENERATOR 

 

Pla\ an\ ke\ fUom C1 Wo B1 Wo WUiggeU one VoXndVcape. The choice of VoXnd, iWV piWch, YelociW\, aWWack, UeleaVe, and panning aUe 
fXll\ Uandomi]ed. Pla\ VeYeUal ke\V aW once Wo inVWanWl\ cUeaWe an impUeVViYel\ Uich indXVWUial VoXndVcape!  

 

 

For best results, I recommend that \ou record the output of Kontakt onto a separate 
audio track in \our DAW: this Za\, \ou can freel\ improvise and create as man\ 
soundscapes as \ou Zish, Zhile keeping a recording of all the created sounds.  

 

 

Presets 39a and 39b oΒer combinations of soundscape generators Zith various 
settings (reversed pla\ing, diΒerent eΒects, and various pitch valuesȌ).  These presets 
automaticall\ create deep and rich la\ered soundscapes.   
For best results, pla\ one or tZo ke\s onl\. You can route the output of each Kontakt 
nki to diΒerent audio tracks in \our DAW to have the possibilit\ to remi[ the 
soundscapes after the recordings.  
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MELODIC INSTRUMENTS 

 

All WheVe inVWUXmenWV o·eU a chUomaWic pla\ing Uange of 4 ocWaYeV, fUom C1 Wo C5. The melodic VoXndV aUe Έnel\ WXned Wo 
VWandaUd WXning.  

The VoXndV aUe oUganiVed in caWegoUieV: 

BaVV (#40 Wo 44)  

WXned peUcXVVionV (#45 Wo 50) 

TXned meWalV (#51 Wo 56) 

BellV (#57 Wo 60)  

CinemaWic ȅfacWoU\Ȇ ke\V and padV (#61 Wo 65) 

PadV, ke\V, and VWUingV (#66 Wo 72) 

E·ecWV (#73 Wo 78) 

MXVical SaZ (#79) 

 

The musical saZ lets \ou pla\ e[pressive melodies using the ke\board, the mod Zheel, 
and \our ke\boardȃs aftertouch: use \our mod Zheel to control the volume of the 
sound and intensit\ of the boZ, and use aftertouch to increase the strength of vibrato.  

 

MELODIC MULTIS 

PUeVeWV #80 Wo 86 o·eU YaUioXV combinaWionV of melodic inVWUXmenWV. YoXȆll Έnd ke\V, padV, leadV, oU e·ecWV.  

PUeVeWV #90 Wo 98 feaWXUe VeTXenced and aUppegiaWed combinaWionV of melodic inVWUXmenWV. YoXȆll Έnd inVpiUing Uh\Whmic 
VeTXenceV aV Zell aV meVmeUi]ing melodic We[WXUeV and e·ecWV. 

 

 
When \ou see Ȃ_MWȃ at the end of a preset name, it means that a special function is 
assigned to the modulation Zheel: make sure \ou check this out! 

 

TEMPO-SYNCED RHYTHMS  
The GUooYe KITS and JAM MULTIS feaWXUe bXilW-in gUooYeV. UVe Whe Ued ke\V (C3 Wo B3) Wo 
eaVil\ pla\ VWXnning beaWV and Έll-inV. 

!!!  All kiWV feaWXUe a different set of grooves. ThiV Za\, \oX can eaVil\ cUeaWe inWeUeVWing Uh\WhmV b\ 
combining di·eUenW kiWV!  

HoZ Wo XVe Whe Wempo-V\nced gUooYeV: 

● PUeVV and hold an\ of WheVe ke\V Wo VWaUW a Uh\Whm. 
● Once a gUooYe iV pla\ing, pUeVV a di·eUenW ke\ Wo VZiWch Wo anoWheU Uh\Whm.  
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Have fun jamming Zith the diΒerent rh\thms :)   

Use a main rh\thm and e[periment pla\ing diΒerent ke\s  

and quickl\ coming back to the main groove to create on-the-spot Γll-ins! 

MODULATION-WHEEL GROOVE VARIATIONS: 
The KITS o·eU a fXn and inVWincWiYe Za\ Wo bUing Whe pUe-pUogUammed Uh\WhmV Wo life:  

Once a gUooYe iV pla\ing, \oX can eaVil\ VZiWch Wo a YaUiaWion of WhiV paWWeUn b\ XVing Whe ModXlaWion 
Wheel (oU anoWheU conWUolleU Vending Midi CC1). VaUioXV gUooYe YaUiaWionV, ȅbeaW UepeaWVȆ, and Έll-inV 
aUe pUe-pUogUammed and diUecWl\ acceVVible Yia Whe modXlaWion Zheel!  

YoXȆll noWice WhaW each KiW o·eUV a di·eUenW VeW of MW YaUiaWionV Wo cUeaWe comple[ and Xne[pecWed 
combinaWionV! 

PLAYING TIPS: 
 

● AlZa\s access the main groove b\ bringing the Mod Wheel to the loZest position.  
● You can leave the Mod Wheel at a diΒerent position to let a variation or a beat-repeat pla\.  
● To replicate a pla\erȃs t\pical rh\thmic variations, simpl\ folloZ \our instinct and quickl\ change 

the mod Zheel to a diΒerent value before returning to the main groove. 
● Pla\ mod-Zheel variations Zith the left hand and sZitch patterns and Γll-ins Zith the right hand 

to easil\ create e[pressive natural rh\thm tracks! 
 
 

!!! HOW TO DISABLE THE MODULATION WHEEL FUNCTION OR ASSIGN GROOVE 
VARIATIONS TO A DIFFERENT CONTROLLER: 

FolloZ WheVe VWepV if \oX donȆW ZanW Wo haYe Whe YaUiaWionV aVVigned Wo Whe MOD WHEEL: 

Click on Whe Wool Wo ȅopenȆ KonWakW 

 

Click on SCRIPT EDITOR 

 

Click on Whe Wab DRUM COMPUTER 
 

LocaWe Whe Knob XndeU Whe label ȅRemi[Ȇ. 
RighW-click on WhiV knob 
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Click on Whe opWion ȂRemove MIDI 
Automation: CC#1 (1group)ȃ 

 

ThaWȆV iW: Whe gUooYe YaUiaWionV ZonȆW be linked Wo Whe Mod-Zheel!  

 

YoX can choose a different controller Wo VZiWch gUooYe YaUiaWionV:  

Simpl\ UighW-click on Whe knob again, chooVe Whe fXncWion ȅleaUn MIDI CC# AXWomaWionȆ, and moYe one of \oXU 
MIDI conWUolleUV: Whe fXncWion Zill be aXWomaWicall\ aVVigned Wo WhiV neZ conWUolleU! 

DonȆW foUgeW Wo VaYe \oXU inVWUXmenW if \oX like Whe changeV \oX made! 

 

 

!!! Changing Whe Za\ Whe gUooYeV aUe WUiggeUed and VWopped: 
The Za\ Whe gUooYeV aUe WUiggeUed peU defaXlW iV gUeaW foU mXVic pUodXcWionV. YoX mighW hoZeYeU 
pUefeU Wo haYe the grooves start and keep playing ZiWh a Vingle ke\ pUeVV, and VWop Zhen Whe Vame 
ke\ iV pUeVVed again. IW iV YeU\ eaV\ Wo change WhiV ZiWhin KonWakW. HeUe iV a VWep-b\-VWep gXide: 

 
● FiUVW, \RX PXVW 'RSeQ' KRQWaNW b\ cOicNiQg RQ Whe WRRO aW Whe WRS OefW. 
● TheQ cOicN RQ ScUiSW EdiWRU (aW Whe UighW, MXVW XQdeU Whe PaiQ VROXPe fadeU) 
● YRX'OO Vee Whe di·eUeQW TabV fRU Whe VcUiSWV. COicN RQ Whe ȅDUXP CRPSXWeUȆ Wab RQ Whe UighW. 
● IQ Whe GORbaO OSWiRQV, cOicN RQ Whe bXWWRQ LaWch WR acWiYaWe iW: 

 
  
ThaW'V iW, QRZ Whe Uh\WhPV VWaUW RQ a Ne\ SUeVV aQd NeeS SOa\iQg XQWiO Whe VaPe Ne\ iV SUeVVed agaiQ.  
YRX caQ cOicN RQ Whe WRRO agaiQ (WR cORVe Whe PeQXV/VcUiSWV). 
NRZ \RX PighW ZaQW WR UeVaYe Whe SaWch. YRX caQ RYeUZUiWe Whe cXUUeQW SaWch RU XVe a di·eUeQW QaPe. JXVW 
PaNe VXUe \RX chRRVe Whe RSWiRQ 'SaWch RQO\', aQd VaYe Whe SaWch iQ Whe IQVWUXPeQW fROdeU. 
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!!! RecoUding Whe Uh\WhmV and UollV aV MIDI in \oXU DAW: 
IW iV poVVible Wo UecoUd Midi daWa inWo \oXU DAW fUom Whe bXilW-in gUooYeV. 

 

To do WhiV, click on Whe icon ȅOpWionVȆ aW Whe Wop: 

 

In Whe opWionV bo[, chooVe ȅEngineȆ and click on ȅchooVe opWionVȆ foU 
Whe ȅSend MIDI Wo oXWVide ZoUldȆ caWegoU\. 

ChooVe Whe opWion ȅVcUipW geneUaWed noWeVȆ 

ThaWȆV iW, KonWakW Zill noZ Vend MIDI noWeV Zhen Uh\WhmV aUe 
pla\ed. 

Make VXUe \oX properly configure a MIDI track in your DAW Wo 
UeceiYe and UecoUd WheVe MIDI noWeV. Since all DAWS haYe a VpeciΈc 
Za\ of conΈgXUing WUackV, \oX can check \oXU DAWȆV XVeU manXal oU 
do a VeaUch on Whe inWeUneW if \oX haYenȆW done WhiV befoUe. 

 

 

USING THE INTERFACE:  
The inWeUface iV oUganiVed in YaUioXV VecWionV, folloZing Whe Vignal ΉoZ fUom lefW Wo UighW, 
and alloZing \oX Wo cUeaWe a hXge Uange of VoXnd YaUiaWionV: 

 

 

 

SIGNAL FLOW: 

Attack &Release  -> INSERT REVERB - > STEREO WIDTH -> OVERDRIVE -> DISTORTION ->FILTERS -> LIMITER 
-> REVERB SEND 
 

 

UVe Whe AWWack and ReleaVe knobV Wo Vhape Whe ADSR YolXme 
enYeloppe.  

 



  10 
 

INSERT REVERB:  
 
ChooVe beWZeen 20 di·eUenW ImpXlVe ReVponVeV and 
VeW Whe amoXnW of Whe inVeUW UeYeUb. The ΈUVW 4 IRV aUe 
YeU\ VhoUW impXlVe UeVponVeV, folloZed b\ gaWeV, 
UoomV, plaWeV, and hallV IRV.  
YoXȆll alVo Έnd facWoU\ and ZaUehoXVe IRV, e·ecW IRV, 
and Έnall\ mono and VpUing UeYeUb IRV. 
 
Since man\ VoXndV ZeUe UecoUded dU\, \oX can eaVil\ 
add a naWXUal ambiance Wo Whe VoXndV and XVe Whe 
Uemaining e·ecWV (ZidWh, eTȏ) Wo fXUWheU Vhape Whe 
VoXnd.  

 

 
SWITCHES:  

 
UVe WheVe VZiWcheV Wo acWiYaWe oU deacWiYaWe Whe VWeUeo ZidWh, Whe oYeUdUiYe, Whe diVWoUWion, Whe 
ΈlWeUV, and Whe limiWeU.  
 
 
STEREO WIDTH:  
UVe WhiV knob Wo incUeaVe oU decUeaVe Whe VWeUeo ZidWh. AW a YalXe of 0, Whe VoXnd Zill be mono. UVe 
cmd+click (oU cWUl+click) Wo bUing Whe knob Wo iWV defaXlW YalXe (UegXlaU 100% ZidWh) 
 
DRIVE: 
ThiV knob VeWV Whe gain of Whe oYeUdUiYe e·ecW. YoXȆll noWice WhaW Whe e·ecW iV a VXbWle and YeU\ Uich 
VaWXUaWion WhaW addV VXbVWance and poZeU Wo Whe VoXndV. 
 
DISTO: 
ThiV knob VeWV Whe gain of Whe diVWoUWion e·ecW. The diVWoUWion iV ZaUm and fX]]\, adding VmooWh 
haUmonicV and VXVWain Wo Whe VoXndV. Combining YaUioXV YalXeV of Whe DRIVE and DISTO knobV Zill 
leW \oX achieYe a Zide Uange of VaWXUaWed VoXndV, fUom YeU\ mild Wo fXll\ diVWoUWed! 
 
FILTERS:  
A high-paVV (HPF) and a loZ-paVV ΈlWeU (LPF)  Wo UedXce baVV oU high fUeTXencieV and eaVil\ ΈW Whe 
VoXndV in \oXU mi[. NB: Some inVWUXmenWV XVe di·eUenW ΈlWeU modelV Wo achieYe a YaUieW\ of VoXndV. 
 
LIMIT: 
ThiV knob VeWV Whe inpXW gain of a bUick-Zall limiWeU. IW helpV Wo pUeYenW oYeUloading KonWakWȆV oXWpXWV, 
add e[WUa VXbVWance Wo a VoXnd, oU conWUol Whe peakV of peUcXVViYe VoXndV. 
 
SEND REVERB: 
ChooVe one of 20 cXVWom IR UeYeUbV and VeW Whe amoXnW of VoXnd WhaW Zill be VenW Wo Whe Vecond 
UeYeUb. 
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Use one of the built-in grooves in a GROOVE KIT and e[periment Zith the knobs and 
faders: It Zill be eas\ and fun to tZeak the sound and nicel\ Γt the instrument in 
\our track.  

 

 

You can assign an\ knob from the Kontakt user interface to an\ of \our hardZare 
controllers. To do this, right-click on the knob \ou Zould like to assign. Choose the 
option Ȃlearn MIDI CC# Automationȃ. Then just move a knob on \our controller (or 
the mod Zheel). Thatȃs it!  To unassign the knob, right-click on it again, and choose 
Ȃremove MIDI automationȃ 

 

!!! SAVING YOUR INSTRUMENTS: 
If \oX WZeak Whe e·ecWV and like Whe VoXnd, oU cUeaWe a neZ combinaWion of inVWUXmenWV (KonWakW 
nkm),  \oX VhoXld Ue-VaYe Whe paWch in Whe ΈleV menX: 

FoU Vingle paWcheV, XVe Whe fXncWion ȅVaYe inVWUXmenW aVȏȆ, Uename Whe inVWUXmenW, and chooVe Whe 
opWion ȅpaWch onl\Ȇ 

FoU mXlWiV, XVe Whe fXncWion ȅVaYe mXlWi aVȏȆ 

PleaVe VaYe \oXU inVWUXmenWV in Whe oUiginal foldeU.  

 

Use a diΒerent name for \our oZn patches to easil\ remember them and 
keep the original patches as Zell. 

 

!!! IMPORTANT NOTE ABOUT CPU USAGE !!! 

All pUeVeWV ZeUe deVigned Wo UXn VmooWhl\ on UegXlaU compXWeUV and lapWopV. HoZeYeU, accoUding Wo 
Whe poZeU of \oXU compXWeU, \oX mighW e[peUience pol\phon\ oYeUload, aXdio iVVXeV, oU V\VWem 
inVWabiliW\. HeUe aUe a feZ WipV Wo aYoid WhiV: 

- IncUeaVe Whe aXdio bX·eU in \oXU DAW oU in KonWakW ȅPUefeUenceVȆ menX 
- In Kontakt OSWiRnV / Engine, use ‘relaxed’, ‘medium’ or ‘strict’ for the CPU overload 

protection 
- TU\ Wo UedXce Whe nXmbeU of noWeV VimXlWaneoXVl\ pla\ed 
- ShXW doZn oWheU applicaWionV and VofWZaUeV 
- DecUeaVe oU incUeaVe Whe ma[imXm pol\phon\ of Whe paWcheV: 
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SAMPLES AND RECORDINGS  
TKH OLEUaU\ IHaWXUHV 2833 VaPSOHV RUJaQLVHG LQ 36 IROGHUV.  
 

 

Recording a circular saZ - Studios Palace, 
Moulins, Februar\ 2025. 

 
Recording hand tools from m\ fatherȃs Zorkbench - Vich\, 
France, September 2019 

 

The VampleV ZeUe UecoUded in VeYeUal VWXdioV, aWelieUV, facWoUieV and ZaUehoXVeV XVing YaUioXV micUophoneV: 

The VampleV in Whe main IndXVWUial DUXmkiW ZeUe UecoUded XVing an enVemble of micUophoneV, VXch aV an AKG 
C480B ZiWh a CK63 h\peUcaUdioid capVXle, SchoepV MK21 and MK4, VhXUe beWa 57 and SM7, Be\eU M201, EV 
RE15 and RE20, SE Yoodoo VR1 and moUe... 

MoVW of Whe VoXndVcapeV and ZoUking ViWe VoXndV ZeUe UecoUded ZiWh a paiU of AXdio Technica AT4022 oU MKH 
8040 in an AB VeWXp oU a BinaXUal VeWXp. AXdio UecoUdeUV (Son\ PCM M10, PCM D100, Ol\mpXV LS100, ]oom F4, 
SoXnd DeYice 633) ZeUe alVo XVed foU Vome of Whe UecoUdingV. 

Some peUcXVViYe and aWmoVpheUic VampleV ZeUe UecoUded ZiWh a conWacW (pie]o) micUophone. 
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8PDATES 
The inclXded paWcheV aUe eaUl\ YeUVionV of Whe VofWZaUe. The\ ZeUe WhoUoXghl\ 
checked and WeVWed befoUe UeleaVe. If \oX VWill Έnd bXgV oU inconViVWenW behaYioXU, 
pleaVe UepoUW Wo oΊce@jXlienWaXban.com 

AlVo, donȆW heViWaWe Wo Vend me ideaV oU UeTXeVWV foU fXWXUe XpdaWeV. YoX Zill be 
infoUmed Yia email (fUom oΊce@jXlienWaXban.com) aboXW fXWXUe XpdaWeV and 
add-onV. 

CREDITS 
 

ConcepW, Vampling, ediWing, mi[ing, pUogUamming, and gUaphicV b\ JXlien TaXban.  

The VampleV ZeUe UecoUded oYeU a peUiod of 10 \eaUV in AXVWUia and FUance. (2015 - 2025)  

 

If \ou Γnd a problem using the sample librar\, have questions or just Zant to get in touch, donȃt 
hesitate to send an email to oΕce@julientauban.com 

Thanks a lot for reading, I Zish \ou lots of inspiration and fun Zith INDUSTRIAL DRUMKIT! 

Best regards, 

Julien Tauban  

ZZZ.loopsdelacreme.com 

ZZZ.jXlientaXban.com 

 

All copyrights@ Loops de la Crème, Julien Tauban, 2025 


