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1 SYSTEM REQUIREMENTS

1.1. Operating System

• macOS: from BigSur (v11.0) or later
• MS Windows: due to be released (send a request to support@sonolisk.com)

1.2. CPU / RAM requirements

• CPU: Intel Core i5 or higher and Apple Silicon (M1, M2, or later)
• RAM: 1 GigaByte
• Disk space needed: 1 GigaByte

1.3. DAW support

Generally, all DAWs featuring VST3/AU compatibility will support DD-Shooter as a plugin.
This includes, but is not limited to:

• FL Studio
• Cubase
• Logic Pro
• Pro Tools
• Ableton Live
• Reaper
• Studio One
• Bitwig Studio

Should you encounter any issues related to your hardware or operating system, please drop
a message to support@sonolisk.com.
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2 INSTALLATION
2.1. Download

The software distribution is entirely digitized with virtual shipment via email following a pur-
chase. This email comes with a temporary download link with concrete instructions on how
to obtain the DD-Shooter software. If you have not already purchased DD-Shooter, you can
do so following the instructions at www.sonolisk.com.

2.2. Setup

For software installation, double-click the downloaded installer with the pkg file extension.
You should see a window popping up as seen in Figure 2.1.

Figure 2.1.: Setup start

Proceed with Continue and follow the steps until the installation window responds with a
success notification as seen in Figure 2.3.
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2. Installation

Figure 2.2.: Memory requirements

Figure 2.3.: Setup finish
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3 GETTING STARTED
3.1. Launching the Standalone

DD-Shooter can be opened as standalone software outside of any DAW. This is useful when
crafting a custom sound library or when communicating with external audio hardware. In
macOS, the standalone is typically found at:

/Applications/DD-Shooter.app

whereas on Windows the standalone is located at:

C:\Program Files\SonoLisk\DD-Shooter\DD-Shooter.exe

3.2. Launching the Plugin

After successful installation, allow your DAW to screen new VST3/AU plugins. Validate
DD-Shooter has been detected by your DAW. Note that some DAWs may require you to manu-
ally re-scan for VST3/AU plugins to detect new installations. Once confirmed that DD-Shooter
is detected, you can open it as part of an instrument track. This step may vary depending on
your preferred DAW. Depending on your DAW, it is important to consider that DD-Shooter is
an instrument plugin and should not be loaded as an effect. For more DAW-specific plugin
launch, we may refer to the manual instructions provided by your DAW manufacturer.

Upon launching DD-Shooter as a virtual instrument, the underlying models will start to
load. This load process is highlighted by the status signaling at the bottom (see Figure 3.1).
Note that this procedure occurs only once per DAW start-up such that every new track using
DD-Shooter will bypass the loading procedure.
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3. Getting Started

Figure 3.1.: User interface at launch time
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3. Getting Started

3.3. User Interface

DD-Shooter offers various ways to craft sound samples, which can be categorized into 3 fun-
damental approaches:

1. Text prompt (see 3.3.1)
2. Audio input sample as a reference (see 3.3.3)
3. Mixture of text prompt and audio input (see 3.3.4)

These different methods will be explained in more detail hereafter.

3.3.1. Text Prompt

The text-based input control lies at the core of our drum synthesis as part of the DRUM SET-
TINGS sector. Typing individual words into the text field allows the user to choose their own
description for shaping the drum sound. An example is shown in Figure 3.2.

Figure 3.2.: Text prompt controls

The text feature is combined with a series of buttons representing the drum categories,
which are as follows:

• Snare
• Kick
• Clap
• Tom
• HH - Hi Hat / Closed Hat
• OH - Open Hat
• Rim - Rimshot

To give a practical example, one may select the Kick button and type:
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3. Getting Started

> punchy lofi

and then press the Generate button, which initiates the sample synthesis process. The gen-
eration of the samples is then carried out on your local machine producing sapmles one by
one. You can find, select, and play the resulting sounds using the numbered SAMPLE BANK
sector buttons at the bottom.

DD-Shooter allows to manage the importance of the provided user text. The control ele-
ments for managing the importance of the provided user text are shown in Figure 3.3. Use
the Weight slider in the INPUT SELECTION sector sector to adjust importance: values near
zero reduce the text importance, while larger values increase it.

Figure 3.3.: Weight and Dice widgets

Another way to control the sound results is the Dice button, which changes the seed value
acting as a randomization for the sample generation. Using the same seed, text, category,
and weight will produce identical sounds. This means that when changing the seed value,
one may obtain statistically alternative representation for the same settings requested by
the user.

3.3.2. Sample Bank

You can trigger the sounds from the SAMPLE BANK sector via MIDI in your sequencer as with
other VST software instruments. A MIDI trigger causes the sample to play from start to end
for the duration of playtime, which is interrupted when the same sample is triggered before
reaching the end.

The sounds available in the SAMPLE BANK sector can be written to your hard drive by press-
ing the Save button and navigating to your desired storage location.

3.3.3. Audio Reference

Another feature of DD-Shooter is its ability to take existing audio samples as reference inputs
and use them as a starting point to craft new sounds. As seen in Figure 3.5 This can be done
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3. Getting Started

Figure 3.4.: Sample Bank

per drag & drop or manually by clicking Select File and pointing to a storage location. The
selected source in the INPUT SELECTION sector then automatically jumps to External File.

Figure 3.5.: External audio input

This input selection changes the meaning of the Weight slider In cases where an External
File or Generated Sample is selected, the Weight controls how much the generated output
resembles the chosen reference. For instance, setting the Weight slider close to zero and
checking the radio button External File will produce an audio sample similar to the one
provided. A useful scenario for this feature would be to generate a closed hat that matches
a referenced open hat to a certain extent.

3.3.4. Mixture of Inputs and Outputs

As an alternative to External File, users may refer to previously generated sounds as inputs
by checking the Generated Sample radio button and selecting the desired sample from the
SAMPLE BANK sector. This allows to re-iterate and fine-tune your sounds with adjusted set-
tings until reaching a desired output.

8



3. Getting Started

The combination of the previously described text and audio reference methods provides
myriads of possibilities for sample sound generation. For completeness, the role of the
Weight slider in a mixed setting (e.g., text and audio input) is explained. In such a scenario,
the slider acts as a fader between the two inputs: A high weight value gives more importance
to text and fewer to the audio whereas a low weight prioritizes the audio input with reduced
text influence.

The presented workflow provides a variety of options for designing unique sounds from
different starting points. By adding VST effects (e.g., equalizer, compressor, etc.) for post-
processing you can complement DD-Shooter with your beloved tool chain, which offers end-
less possibilities for audio craftmanship.

3.4. Audio Settings

To configure the interface of hardware devices in the standalone software, click Options in
the top left corner and select Audio/MIDI Settings..., which opens a dialog box for the MIDI
configuration (see Fig. 3.6). When using DD-Shooter via VST or AU plugin interface, we refer
users to their DAW settings and the corresponding manual.

3.4.1. Sound Device

The default output sound device appears in the top row of the AUDIO/MIDI SETTINGS sector
menu. Click Test to send an acoustic test signal for validation. Change the output sound
device and output channels if there is no audible signal. The Sample rate can be adapted as
required. Note that the Audio buffer size should be set a value below 512 samples to avoid
latency and ensuring real-time sample triggers.

3.4.2. MIDI Interface

DD-Shooter supports the MIDI interface for interactive sample triggering using conventional
hardware interfaces (e.g., USB, Bluetooth, etc.). To enable the MIDI interface, make sure your
MIDI device is physically connected. When recognized and listed, check the desired device
name and test playing notes.
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3. Getting Started

(a) Go to Options in the top left (b) Go to Audio/MIDI Settings...

(c) Hardware interface configuration menu

Figure 3.6.: Navigation in Audio/MIDI Settings of standalone application (outside DAW).

The MIDI notes (bold letters below) are dynamically assigned to samples in the SAMPLE BANK
sector and defined as follows:

... B ⇒ Selection −1 C ⇒ Selection C# ⇒ Selection +1 ...

Here, *Selection* denotes the sample currently selected in the SAMPLE BANK sector, high-
lighted in red. This sample is always mapped to note C. Adjacent samples are assigned to
neighboring notes in sequence (e.g., B corresponds to the previous sample, C# to the next).
This mapping repeats for each octave.
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4 TROUBLESHOOTING
We are constantly testing and improving DD-Shooter to make sure you have a smooth expe-
rience. However, if anything goes wrong on your side, do not hesitate contact us using our
email address below:

support@sonolisk.com

We are happy to help.
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A GLOSSARY
DAW Digital Audio Workstation

MIDI Musical Instrument Digital Interface

VST Virtual Studio Technology

AU Audio Units
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The Art of Sampling
A Sonic Time-Traveler’s Guide

sonolisk.com

Jazz’s Inside Joke: A Playful Tradition Jazz musicians engage in a playful dialogue through their
music, often referencing each other in clever ways. This inside joke creates a rich tapestry of sound
and meaning, where knowing the references adds depth to the listening experience.

Musique concrète: Tape loops as playful rebellion Pierre Schaeffer transformed everyday sounds,
like train whistles, into music, dismantling traditional notation and harmony. He called it musique
concrète, where the joy lies in “play” (jeu)—the thrill of sculpting music from raw soundscapes.

The Chamberlin: Tape-tuned trickster in royalty’s living room The Chamberlin allowed musi-
cians to play pre-recorded tape snippets—violins, flutes, and more—via keyboard. Its charm? So
lifelike that even Queen Margaret adored it, though not everyone was as impressed.

Plunderphonics John Oswald coined “plunderphonics” to describe audacious sound quotes (“a
recognizable sonic quote...”). Think: Madonna’s Like a Virgin slowed or reversed—still recognizable
and cheeky. He released an album packed with recognizable, mangled samples—like Michael Jack-
son’s Bad, chopped into “Dab”—and gave it away for free, leading to legal challenges.

Hip Hop Sampling: The Art of Recontextualization In hip-hop, sampling serves as a powerful tool
for artists to pay homage to their predecessors while creating something new. By recontextualizing
familiar sounds, hip-hop artists engage in a dialogue with the past, much like their jazz counterparts,
but with a modern twist.

Techno: The Pulse of Innovation Techno emerged from the underground, blending electronic
sounds with rhythmic complexity. It shares a playful spirit with jazz and hip-hop, often incorporating
samples and improvisation. This connection fosters exciting collaborations, merging the improvisa-
tional essence of jazz with the pulsating beats of techno, enriching both genres.
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