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Thank you for your interest in the Colt Cadets Battery. We are VERY happy you are here
and looking forward to the 2025 season! Our approach to all things percussion
technique is with an open mind. The Colt Cadets staff comes from a wide variety of
performing and teaching backgrounds - all of which we are excited to share with you on
your Drum Corps journey!

the rud:ments you Wl” play in a marchmg battery sett:ng share exactly one thtng in
common - they are unique.

percussion language; changing a right hand to a left hand to make a new combination,
changing a dynamic marking to create a new expression - all may require a new
approach or understanding of a technique or stroke type. The uniqueness of all the
rudiments is what keeps percussionists (students and educators alike!) coming back to
this activity year after year. We hope you learn a lot while you are here!

How to R B ry Dynamic N ion:

ff - 15” (full vertical rotation plus arm when playing on a flat drum or practice pad)

f - 12” (full wrist motion, only a little natural arm movement)

mf - 6-9” (depending on context, a full sound but relative to other sounds around it)
mp - 4-5" (mf but with the edge off of the sound)

p - 2-3” (aim for 2” so if you miss and play a little too loud you are still at 3”)

pp - 1” (uncomfortably soft to play most marching battery instruments)
Two-Dynamic Notation - ff / mf (play accents at ff and unaccents at mf)

Battery Approach:

Whenever you are playing a drum, it is important to realize that the sticks will have a lot
more bounce relative to other percussion instruments (i.e. mallet instruments, cymbals,
gongs, maracas, triangles, the list goes on and on...). Therefore, it is important to
recognize you must let the sticks/mallets do a lot of the work for you! There are two
steps to troubleshooting new rudiments when you run into a “road block” -

1. Am | getting enough rebound?

2. Do I have enough control over the rebound | am getting?

The key to success in the marching battery is your ability to translate the two steps
above to your playing!



Rebound:
The key to getting rebound is your fulcrum - the balance point of the stick.

S > _ Traditional Gri
RH - front fulcrum between thumb and first knuckle of index finger, with occasional “help”
from your middle finger

LH - back fulcrum in the webbing of your hand between thumb and palm

Tenor Drums - Matched Grip
Both Hands - front fulcrum between thumb and first knuckle of index finger, with
occasional “help” from your middle finger

Bass Drums - Matched Grip

Both Hands - front fulcrum between thumb and first knuckle of index finger, with more
“help” from your middle finger than Snares/Tenors due to two things:

-the top heavy nature of bass drum mallets vs. snare/tenor sticks

-the fact that you are working against gravity playing on a drum horizontally

Control:

The key to getting control over your rebound is understanding what parts of your hand
and grip are available to affect the rebound your stick and fulcrum are getting while
keeping them RELAXED.

S > _ Traditional Gii
RH - back fingers (middle, ring, and pinky fingers) act as a “road block” to keep the stick
in your palm when you need to control the rebound

LH - top fingers (thumb, pointer, middle) and bottom fingers (ring and pinky) work to
cradle the stick

Tenor Drums - Matched Grip
Both Hands - back fingers (middle, ring, and pinky fingers) act as a “road block” to keep
the stick in your palm when you need to control the rebound

Bass Drums - Matched Grip
Both Hands - bottom fingers (middle, ring, and pinky fingers) act as a “road block” to
keep the stick in your palm when you need to control the rebound



Stroke Types:
Eull - The stick starts at a high height (6-12") and rebounds to the same height after
playing

Down - The stick starts at a high height (6-12") and the player controls the rebound to
end at tap or tacet height (1-3") after playing

Tap - The stick starts at a low height (1-3”) and rebounds to the same height after
playing

Up - The stick starts at a low height (1-3") and rebounds, after which the player lifts the
stick up to a higher height (6-12")

The Full Stroke and Tap Stroke are both rebound strokes - the stick should
fundamentally “do the work” and return to the same height it starts

The Down Stroke is a prep stroke where the player controls the rebound of the stick to
prepare for an upcoming lower dynamic

The Up Stroke is a prep stroke where the player allows the stick to rebound and then
lifts the stick up to prepare for an upcoming higher dynamic

The Metronome and the Mark Time:

A good rule of thumb for practicing with a metronome while marking time is that every

H [ f ! H H [ ![ “ ” 2[ H H [1*

For example, you get a new piece of music and on first glance you think it might take
you two hours to learn. If you practice with the metronome while marking time, it will

only take you one hour*!
*exact scientific citation needed :)

Again, we are VERY glad you are here at Colt Cadets and look forward to working with
you!

Tim Berg, Percussion Caption Head
timbergpan@gmail.com



8-8-16

Tempo = 80-200

Goals

- Bounce the sticks!

- Even sound and rebound at full stroke height

« Even sound and rebound at tap height

- Even sound and rebound while changing dynamics (diminuendo/crescendo)

- Splits (section-specific techniques while maintaining the accuracy of the unison
exercise)

Fulldowntapup

Tempo = 60-180

Goals

- Control, control, and more control of the rebound!
- Big difference in heights (pp to ff)

- Consistent difference in heights

- Staying relaxed, not gripping the stick too hard

Learn the Rules

Tempo = 60-100

Goals

- In all things percussion, changing stick heights is how we change dynamics. BUT it is
also used when changing speeds in order to maintain a relaxed hand!

- Do you know the difference? (the “Rules”)

- Observe the different accent markings carefully
. > accents (12”)
. - tenuto accents (9”)

- Subdivision and marking time!



Paradiddles

Tempo = 100-180

Goals

- Begin to apply the stickings (RRs and LLs) from “Learn the Rules” to more complicated
patterns

- Accurate phrasing and two-dynamic accuracy (ff / mf)

- Subdivision and marking time!

- “To Be Continued...” - adding variations at a later date to work on specific stickings to
our 2025 show beats!

Flam Control

Tempo = 100-180 (eighth note)

Goals

- Flams consist of a full stroke and tap stroke happening at the same time - do you have
the hand independence?

- Begin to apply the prep strokes from “Fulldowntapup” to more complicated patterns

« Begin to break down more complicated patterns one hand at a time

Check Patterns

Tempo = 80-160

Goals

- Straight sticking throughout

- Counting accuracy, sticking accuracy, and foot timing accuracy

- If you can play all the rhythms, you shouldn’t be fooled by any music you see!

C.C.S.G.

Tempo = 100-160

Goals

- Triplet-based groove that further applies/combines “Fulldowntapup” and “Check
Patterns”

- All sections should play as written, plus just the Snare part
. As written, all buzz roll variations
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To Be Continued...



COLT Flam Control
CADETS COLIN MCEERS

DRL/M & BUGLE CORPS

[RH Flam Control]

> > > > > > > > > > > > > > > > > > > > > > > >
i 1 i 1 i T T v o v T » T 1 1 i 1 i T T o T v T T
Snare/Tenor/Bass
R R R R R R R R R R R R R R R R R R R R R R R R
> > > > > > > > > > > >

g
~
o

— AL
M
™

Pp Nia Pp Nia Pp

> > >

S/1/B N
ff
> > > > > > > > > > > >
S/T/B i 1 i 1 i T v T v v T v T » T 1 i 1 i T v T v T v T o1 i J ¥ Y i
1 = 1
R R R R R R L L L L L L R R R R R R L L L L L L R
PP .tf Pp 'tf PP
[Flam Accent Breakdown|
> >
1 —— i i } I I I T 1 i v i  — I I N |
I e e e e e e e e e e
1 1 1 1 1 1 1 1 |
R R R R R L R L R L
Sf/mp
> > >
|‘\ | | | 1 1 | VAR | 1 1 | | | H I ]
s1/B ]l1#:::;t::.#—ﬁ—&¥.P—ﬁ———i' e e e e e e e e e e e P
1 1 1 1 1 1 1 1l | 1
R L R L R L R

Jt779n47

[Flam Tap Breakdown|
> > -

— >
S/T/B II. K—1 I I "2 ,_= I I K- ﬁ
R R R R R RR

L
[
X

R R R R L L R R L L R R L L

Jf/ mf

> _ > _ > _ 2 > > > > > > 2 >

: p— p— — p— — — — — — |

| 0 1 K—1 1 1 1 1 1 T 1 1 1 T 1 1 1 I |
S/1/B | z? i e A A e 7/ e
| | | 1 |
L L L L L L L L L RR L L RR L L RR L L R



COLT Check Patterns
CADETS

ORUM & BUGLE CORPS

CHECK O

RLRLR L RLRLR L RLRLRLRL RLRLR L RLRLR L RLRLR L RLRLRLRL R

=1 e e B i = = e e s e e B s e e B s = =Tt
™ ™ A T R B S S B . S—
LRLR L LRLR L L RL L RL LRLR L LRLR L LRLR L L RL LRL R

e e s s s s e s e s s st B s et e st S S s —— S s e s s T

R R LR L R R LR L R RLR RL R RLR L R R LR L R R LR L R RLR RL R

R L L R L R L L R L RL LRL L RL LR L R L L R L R L L R L RL LRL L R

e e S e St e S e S e S S e S S e S S S B e S e S B I

o999 9 999 9 9 909 999 o090 o 9 o009 o 9 o009 o 9 (oo o099 o &
R LR R L R LR R L R LR RLR R L R R L R L R R L R LR R L R LR RLR R

= T T |= T T IF = I= T T I= T T I= T T |= = I% N H
ﬂiﬁ:ﬁﬁiﬁtﬁﬁwﬁ—ﬁﬁ—wﬁ—iﬁmﬁﬁbﬂiﬁﬁmﬁ:ﬁ:«bﬂ
R L R L R L R L R L R L R L R L R L R L R L R L R L R L R

| I — | I — = FI | I E— | I E— | I E— F FI% H
Wﬁﬁﬁﬂ%‘jﬁﬁ'ﬁbﬁ'ﬁﬁj‘tﬁ”
R L R L R L R L R L R L R L R L R L R L R L R L R L R L R

R LR L R LR L R LR L R LR L R LR L R LR L R LR L R




Check Patterns 2

. == i — = i — == s == i —7 == i —7 == i —7 == 1 |

o & o @& | J o @ @ @ [ @ @ @@ [ & @ [ 0 & @ [ o8 & & [ o8 e e —§&
LR R L LR R L L R L R L R R L L R R L LR R L L R L R R

. == — e — — e == —7 e —7 e —7 — e |

o @ o @ | & @ 9 @ | @ @ @ @ [ @ 9 8 @ [0 98 @ [ e 88 0 [ o @ e & e &
L L R L L L R L L L L L L L R L L L R L L L R L L L L L R

e

N
N
N




Check Patterns 3

I—J—l Il 31 Il I—J—l l—tlg—l Il 31 I r 3 | r .? 1 r 3 | r !? | Il 31 I Il 31 Il
T T T T T | T T T | T T T T T | T T T | T T T T T | T T T T T | T T T | T T T ]
R L R L R L R R R R L R L R L R R R R L R L R L R L R L R L R R R R R R
click
3 —3— 3 3 —3— 3 3 3 3 |
T i T T  — — t t T—1 i T T i  — — t t T—1 i T i i  — — i T T i —T—F | ) |
¥ I |
w&&‘t&&‘&&t&t&t&t‘:&tﬁtﬁtﬁ S ! r3 i
R L R L R L R R R R L R L R L R R R R L R L R L R L R L R L R
riplet 1
'_31_1‘ '—3’1 T | % % % I'—.gl T '_3I_I|| % % % I'_:)’I_I‘ '_31_1‘ I'_:;I T '_3I_I|| % % % | % % % ]
ﬂjﬁﬁ'ﬁi‘jﬁﬁ'ﬁﬂ%ﬁﬁﬁ'ﬁ'ﬁ'
L R R L R R R L R R L R R R L R R L L R R L R R R R R R

]
]
|
|

L R R L R R R L R R L R R R L R R L L R R L R
triplet 2
—3— —3— —3— —3— —3— —3— —3— —3— —3— —3— —3— —3—
T T T T I T i i I T T T T I i i i I T T T T I T T T T I T i i I i i i ]
I I I I
R L L R R R R R L L R R R R R L L R R L L R R R R R R R
'1_31_‘ '1—31_‘ I % % % I ’I_3I_| 'I_3I_| I T % % I 'I_3I_| ’I_3I_| I ’I_3I_| ’I_3I_| I % I l 1}
I I I I I Al I Al 11}
R L L R R R R R L L R R R R R L L R R L L R R
triplet 3
3 3 — 33— 3 3 —3— 3 3 3 3 —3— —3—

&
:
m

3 3 —3— 3 3 —3— 3 3 3 3 |
T T T o — T t  — T T — — T t  — T i  —— T T ) T n|
1 1 1 11|
R R L L R R R R R L L R R R R R L L R R L L R
triplet 4
—3— —3— —3— —3— —3— —3— —3— —3— —3— —3— —3— — 33—
Y N —t } — N N —t } — N N T N N — } —1— } —
1 1 1 1 1 1
L R R R R L R R R R L R L R R R R R R R
LI\ LI\ | i i i | ‘I\ LI\ | i i i | ‘I\ ‘I\ | ‘I\ I‘\ | i 2 H
PN | PN 1)
1 1 1 1 1 1 1 = 11|
L R R R R L R R R R L R L R R
riplet 5
N N T % % T | AN N T % % % | N ‘I\I AN N T % % % | T T % ]
I I I
R L R R R R L R R R R L R L R R R R R R
Ik\] NI % % % | kI\ Ik\l % % % | ‘I\ ‘I\I ‘I\ I‘\I % | RV H
=1 | | | p | 3 i
R L R R R R L R R R R L R L R
triplet 6
33— n=3— p— A 33— q=3— —3 ) 33— =3 — =3 —=3— —3 ! —3 A
| T T T | | T T T | | | T T T | T T T ]
1 1 1 1 1 1
R L R R R R L R R R R L R L R R R R R R
click
3 33— ——3 ; 3 33— —3 ! 38— =3 — =3 —3— , |
N N | T T T | N AN | T T T | N N | N IAY | T | RV I |
e e e s R A S e S S A S S S S S A S S Ao S S A S S A Sy S B S—. S—— w—
I I I I I I Al I 11 |




COLT C.C.S.G.
CADETS Y Qs

ORUM & BUGLE CORPS

_ > 3 3 > 3 3 > 3 >3 >3 3 > 3 3 > 3 3 > 3 > 3 3 > 3
. ——+ +—+++—++ftr—+++——+—+—+—++—+—— -+~ 7+ttt
Snareline T 8 S i I I It I
R R L L R R R L L R
S /mp
> 3 > 3 > 3 > 3 > 3 3 > 3
f 3 f 3 > 3 >3 3 f 3 f 3 > 3 > 3
| - | i 1 | — | i ﬂ
Tenorline
R R L L R R R L L R
S /mp
e e R S L B S s 82| 5, 3> 3
| ok SEE M M PPPP PP s EnnlNo kS anlinn]
Bassline i T
S /mp hh
, 4 4 4 4 4 4 4
Cymbal Line |HEAE———F ——r—— ——r—— —
\
mp
1 2 3 4
> 3 > 3 3 > 3 3> > 3 > 3> 3 > 3 3 > 3
1 Tttt 11—+ A I A I Y A Y S B | I Y S S A S Y S B |
S " - -
L R R L R L L L R
- 3 3 3 > 3 3> > 3 > 38> 3 > 8 3> 3
™ ] —— | — ]
T _j_i__. = ]
L R R L R L L L R
> 3> —3— —3— 3> 3
> >
3 > 3 3 N AN B S o
B —— T 1 7 ! — I//I /I) ) s Ay
R R R
crash
* * * >
1 1 1 1
C 2 P 2 < 2 $ o =
f
5 6 7 8
J> 3 > 3 > 3 > 3 3 > 3 3 3 > 3> > 3 > 3 > 3 3 > 3 > 3
i I — 1 i i S I AN A W— i i I S R AN A W— i i N A A A W_— i
S
R R L R L R L R L R L L
. o I e .
T
[
R R L R L 3 3 R L R L R L L
> 3> 3 > 3 > 3 > 3 3>>>> > > > > 3> 3>> 3 > 3 > 3
> 8 3 > 3
Jesddedd [J)ledded |d d d )| ldddd ade [J)I7%E2 i —
B 7 //
R R
sizzle
- -
C - - - = -
mf




C.CSG. -2

LN |

“Alb

3 >

3

3

> 3>

3

3 >

S

A

™A

3 >

3

3

3 >

> 3 3>>>3>>>3>

16

15

14

13

AR

AR

AR

3 >

™ ™
— A - A
» oH
- A - Al —
3_H £ 38
. | &
©
x A o AN | OAT
_ AN | =
o oAb |
] AN =
Tk-/ x Q
X
1 M g ™ m
x A @ _.>||/ - O 7
i ATTTN | x
o 3>*u @ 3>_.
- AT - AT
@ AT x A
- 3>*l L3>
03 AT x A
I |
™ o
» wH
- A - Al .|
3—” Al am
. SN G
]
L L —
x A o AN | OAT
\ AN | =
o oAb |
] >||u/ —
Tk-/ x Q
X
1 M g ™ m
x A @ _.>||/ - O 7
ATTTN | x
x AN ||« 3>_.
o A - AT
@ A x A
RN o ™
@ A x A

20

18

~t i~ |m
_ ©
AT [ad >|J @ AN OAT
AT — A - A
AR e OAFTTN [z ™A
Al — A — A o
AIN|= AN @ 2
el el 3
| e
. U= 5
mH ™ [ Ny
A ™
A - A - LA
IN | o A x A
N | - A - A
A a4 A ax A
[ _|> ™
i | ® 3>_”/
AT = AN~ L |RH
[ ATTT™N
MH o 3>H//
A e A o L3
mH ) L
1 | | -
EN o ™ . 3*
A
| I
N
i A
A o >j o
omH ™ ™
i A
™ ™ ™
A — A - A
mH ™ L =
1 -
3>. @ 3>|I x ™
A
mH ™ ™
1 T A
ATl — A L
omH JH ™
i A
™ ™ ™
Al o A x A

25

23

22

21



	Binder1.pdf
	CC25 Packet Cover Battery

	CC25 Battery Packet 1-27.pdf
	Battery 1 - 8-8-16
	Battery 2 - Fulldowntapup
	Battery 3 - Learn the Rules
	Battery 4 - Paradiddles
	Battery 5 - Flam Control
	ALL - Check Patterns
	Battery 6 - CCSG




