Here's a selection of patches I've been developing in my NM lifetime. It's

mostly physical-inspired-modeling things.

Most stuff has no oscillators (besides the percussion oscillator), cause

infinite sustain without ongoing effort rarely exist in the

physical-instrument world. Also envelopes are avoided, cause they are a

poor model of instrument dynamics. Most of the time it is not only the

amplitude that changes in the decay, but also the timbre. Yeah, you could

also control a filter with an envelope, but in physical instruments it's

an integrated process.

So I've often been using closed signal loops with filters and waveshapers

in the loop and some exitation process. The architectures of the physical

modelling patches do not resemble a decomposition of a physical

instrument. It does not make use of engineered physical modelling stuff

like waveguides, wavemeshes, karplus-strong, reeds-models, or even

tuned delay lines. I doubt any of this patches even deserve the name

physical modelling. 'Modelling synthesis' is enough.

Hey it's not that anything with osc's and env's should be illegal, or

every sound in electronic music should be an immitation of acoustic

instruments (beware). But we may also perceive sound in terms of 'what

causes this sound?', and with these physical modelling you could stimulate

this part of the brains. You can change the patches easily to make them

not resemble physical instruments.

enjoy,

Johannes Taelman

Here's the list of patches, their description is in the notes floater too.

* jCarrilon

A big bells physical model without similarity between the mechanics of a

bell and the architecture.

No env no osc !

* jGamelan

A minimalistic physical model with a gamelan-like character.

* jOccarina

a physical-inspired flute model

with nice legato transients

play the higher registers

* jRain

Feeling the drips?

* jRecorder1

A physical modelling inspired recorder/flute with out-of-breath(tm).

No delay lines!

* jReed

No delay lines. No envelopes. No oscillators besides a noise generator. So

it MUST be some kind of physical model.

This was the start of a series of physical-modelling experiments.

* jResoRhytm

An attempt to generate non-binary-structured humatic rhythms by abusing

very resonant low-pass filters to sync'n'syncopate on a steady pulse (bass

drum sound).

Use knob 2 to change the resonant-beat-frequency. At higher frequencies a

higher resonance (knob 1) is needed to bridge two pulses.

* jSax

hmmm - an attempt to ...

in less than 33% load

Anyone cares to make some controller sequences for this?

* jTwinkle

xylo-like tones, best played in the high register

* jViolin

A physical modelling inspired violin.

Play one hand with a keyboard (or whatever device that sends midi

note-on+off) and the other hand the midi volume controller or knob 1 for

bowing. Play legato for portamento effect.

It is important to move the bow to play this violin, and don't do that too

fast. Otherwise...

screech-screech

