WavedrumX Demo by Motohashi-San. 

Translated by Tim Pasch
Motohashi desu, my name is Motohashi.

Nice to meet you!

With the old Wavedrum, you would have the raw sound, that would be picked up with microphones, and run through physical modeling, to create sound. That is the way it is designed.

This time, we also have this structure, however with the addition of pure DSP, and PCM sounds, that will all emerge together from the WavedrumX. 

There are new sensors in the head and rim. The sensors are designed and built in a superior way.

The new rim this time is integrated to be played with hands. (no need for sticks).

You can create soft...high sounds, with higher sound fidelity of the drums,

and create tension in the skin, with control, and speed/velocity pickup is very fast. 

And also with the new multiple head sensors you can control a variety of sounds and effects.

On the sides of the rim, there are various sensors distinct, to change pitch, in the case of this patch, sitar, and drone. When hit harder PCM sounds can be triggered, as a bell in this case.

Now let us try another patch, synthesizer, different from those that are based on ‘real’ instruments...this instrument is created in physical modeling. 

We also have wavelike sounds, and also sounds that have no relation to anything in the real world...and sounds that appear completely electric, and otherworldly. The sound will change depending on pressure, more dramatically and with more control than before. 

We move from extremely realistic, beautiful drum sounds, to those sounds that are completely impossible to create with other means. 

There are 100 different programs in the Wavedrum. 

These are the basics of the new Wavedrum. 

Arigatou Gozaimashita!

Thank you very much!

Interpretation: 

This new version of the Wavedrum will offer a much higher sound quality than the original. 

The new rim is integrated in the drum body and this will greatly assist with playing with hands. Previously, when playing with the rim using hands alone, this would cause damage to hands as the rim was ridged and originally designed for sticks and  a guiro type effect. Now, the rim is designed for hand percussion and has multiple sensors. The sensitivity is improved and unwanted feedback is reduced. 

Full DSP and PCM samples are integrated in the new Wavedrum. The head sensitivity, output gain, sensor modulation, and all improved, with much less chance of feedback from speakers. There are 100 patches. Extensive pedal control is implemented. Due to the nature of the Wavedrum requiring actual impact and soundwave generation through piezo microphone pickups, MIDI is not the ideal controller for the Wavedrum. Midi is implemented in order to save patches and to offer modulation control. This is indeed an improved version of the Wavedrum. We look forward to posting further reviews, sounds and photographs on www.wavedrum.net. Congratulations Motohashi-San, Mori-San, Yoshida-San and the entire Wavedrum team! You have done a fabulous job! Omedetou Gozaimasu!

-Tim Pasch

Additional Notes from the Japanese release document:

First, a sound system big difference. 24bit/48kHz in high-quality, DSP technology is directly inherited, rather than the previous version of PCM system plus a full modeling approach. This existing real percussion sounds, as well as synth sounds and sound FX are available, such as sound, and the range of expression from spreading. Pressure sensor that is built better. This sensor is very excellent, and very sensitive to the strength of the fingers, and quickly react, We've been expecting. Had been selected at this time is the sound of tabla, and react quickly while playing the sound pressure on the central Orimashita rolling violently. The sensor has been introduced to the rim section, and change the pitch of the sitar (Temashita) by tapping strength. What was funny is they continue to put pressure on a hand to the sound stage and drifting we have musical lightheadedness, and the main portion of the edge of the head there, playing multiple easy as hitting the rim. Built to perform in 100 instruments, they hit all night about what is a good instrument. (100 patches is not just sounds, these are distinct instruments each with deep performance capability).
