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Performance Notes

This work requires a great deal of musical improvisation by all performers. While the score and computer interaction provides a framework,
performers have to be confident in experimenting with what the instruments can do and how to best feed data to the computer to create
desired soundscapes.

This work may be performed successfully with anywhere from 2 to 5 performers. Players 3 - 5's task is to blur the line between the acoustic world
of Players 1 & 2 and the digital world the computer creates. This task requires careful listening to both what Players 1 & 2 perform and to that
which is created by the computer. Create a dialogue. Only say something musically when you have something to say. Most of what is written in
the score for Players 3, 4, & 5 are when *not* to play ... almost everything else is left up to the tactful real time composition of the performers.

Ideally, the score will be memorized so performers will not have to look at the score during the performance. It is better to reserve as much
space in your senses as possible to actively listen in order to compose in real time within the confines of the score provides.
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Instrumentation

Players 1 & 2 Players 3,4, &5

- medium tom (~13") with cloth - various found materials (metal, wood, glass)

- large heavy triangle (~8") with many overtones (& beater) - triangle (different size than Players 1 & 2) with many overtones (& beater)
- snare drum - wind chimes and a glass bottle

- handbell (simple consumer version)

Acoustic Instrument Setup

- Players 1 & 2 - place one layer of cloth over the top of the tom, hung along the side of the tom, and wrapped under the tom (between the
tom and tom stand) to create an extremely dry, low tone
- Players 3,4, & 5 - wind chimes:
- if only one set of wind chimes are available, give them to Player 5; otherwise, place wind chimes in front of each of Players 3, 4, & 5
- place wind chimes flat on a cloth or carpet topped stand
- play wind chimes with a glass bottle (carefully not to break the bottle) by striking and rolling the bottle over the wind chimes
- the purpose is to achieve a sound that resembles breaking glass

Electronics Setup

- Use an audio interface with two mic inputs (with preamps) and two outputs
- connect two large loudspeakers of the best quality and largest frequency response available to audio interface (outputs 1 & 2)
- connect two microphones to the audio interface (inputs 1 & 2); using dynamic mics such as SM57’s will reduce feedback issues
- place each microphone on the audience side of the tom + snare setup played by Players 1 & 2 at a slight angle
downward (~45°) positioned over the drum head; make sure the mics are positioned further from the audience
than the speakers to ensure they don't pick up sound from the speakers; position mic stand in such a way that
the mic can easily be swiveled to be over the snare drum during the performance if necessary
- Use a powerful computer with as much processing and RAM as possible (this patch uses over 2GB of RAM) — snare
- the computer can be controlled by Player 1 on stage or by someone else from off stage (in the audience)
- install Max [software application] = https://cycling74.com/downloads (currently Max 8.2)
- download the Max patch created for this work (link provided upon purchase of the work) and keep the file structure intact
- when you open the main patch entitled “_extemporization-no1.maxpat,” it will show a large “0" - press the space bar to begin the
startup sequence for the piece which will advance to section “2." - at any time, press “PANIC / RESTART" to get back to “0”
- solid circles with numbers indicate sections advanced manually with space bar; circle 5 & 7 are automatically advanced by computer
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