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ABSTRACT

This paper explores a novel composition for an electronic
drum (Roland’s Taiko-1) that transforms a solo drummer
into an orchestral presence, aligning with NIME’s theme of
“Tactility in a Hybrid World”. It presents a unique method
applied to Logic Pro X, bypassing complex learning curves
associated with interactive music systems. The composition
employs game audio and instrument design techniques to
ensure each performance is unique and responsive. Key fo-
cus areas include enhancing the visceral, behavioral, and re-
flective stimuli levels between performer and audience. The
paper presents narrative frameworks that guide interactive
compositions as well as a method of manipulating Logic
X’s linear DAW behaviours to create real-time compostions
with low learning curves and fast auditioning times. This
paper is aimed at composers more at home with linear
DAWS but want to venture into interactive compositions
within the comfort of a familiar interface.
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CCS Concepts

•Human-centered computing → Interaction design process
and methods; Systems and tools for interaction design; In-
teraction paradigms;

1. INTRODUCTION
Backing tracks, while enhancing solo live performances with
the illusion of ensemble playing, can limit spontaneity of
performance [6]. Music written on digital music interfaces
(DMIs) allow soloists to trigger multiple instruments from
a single MIDI signal [2]. While this looks to be a viable
approach for generating real-time orchestral-like responses
(ensemble effects), the newfound freedom on DMIs often
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result in a visual disconnect of gesture to sound, often dis-
engaging the audience [4][9].This often leads to a commonly
heard audience comment that performers look to be check-
ing emails on stage, even though the musicians are perform-
ing highly technical real-time musical feats.

This paper presents a composition by the first author
which transforms a solo drummer into an orchestral pres-
ence using an electronic Taiko (‘Taiko-1’). The composition
is designed so that performer can play ensemble effects while
being free to move about and perform. This is a piece that
allows the soloist to become conductor and performer all
at once. The piece’s impact is notable, with performances
in Sydney and inclusion in SIGGRAPH ASIA’s Real Time
Live! [19].

Our paper is a presentation of how interactive behaviours
can be applied to traditionally linear Digital Audio Work-
stations (DAWs), in this case, Logic Pro (‘Logic’). This
method bypasses the complex learning curves commonly as-
sociated with interactive music systems like Max/MSP and
Pure Data [11]. This is aimed at composers who are usually
more at home with linear DAWs, providing a workaround
solution for those who might want to venture into interac-
tive music through the framework of a linear DAW. It ap-
plies a possible method of intuitive instrument design and
game audio techniques to map orchestral layers so that each
performance is unique and responsive.

We begin with the introduction of compositional scope
and goals. Then, we present development and composi-
tional decisions through the lens of game audio, game design
frameworks (see 4.2.2) and instrument design principles. As
part of further development of the piece, we then present
and analyse interviews of an expert panel to inform future
developments of solo-to-orchestral styled performances for
the Taiko-1.

We write this for Composers who want to expand per-
formance possibilities of backing tracks and Composers of
traditionally linear works, that want to experiment with re-
active real-time compositions.

2. COMPOSITION OVERVIEW

2.1 Scope
The commission involved creating a unique solo piece for
an electronic drum (Taiko-1) and involves composition and
DMI design. For context, Taiko is a generic term for drum
in Japan. The electronic instrument was created based on
the Katsugi Okedo style. This two-sided instrument, made
of a front and back drum is played slung across the shoul-
der. Taiko performances are part music performance part
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