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Massing is a semi-improvised piece for viola
and live electronics. The viola part has 18
episodes — referred to as textures . The viola
player follows any allowed sequence of these
textures.

The electronic effects generate up to 16 loops
from the viola sounds. These have durations
between 5 and 60 seconds and build up
around the performance space to create
“massings” of moving sounds. The total piece
should have a duration between 5 and 15
minutes.

Playing strategy:

You might commence with texture A, B, C or
P. The textures which may be played next are
indicated by the letters written at the right of
each texture. No texture may follow textures
Q or R, hence one of these textures will be the
final texture played. For example, one

sequence of textures for a performance could
be:

A L E D F H IJ K, L, R

+ To go from one texture to the next you may
+ change dramatically from one to the next

- gradually merge the material of one into
the next

+ go back and forth between the two.

By overlapping the effects, you can
sometimes use up to three textures
simultaneously

Technical Requirements
+ one microphone

- a foot controller (or similar device) with
one gradual pedal and three switches

« computer (the software is Max/MSP
based and has been tested on a Mac PPC
with Tiger)

« sound interface with one input and four
outputs

+ quadraphonic sound system (a stereo
version of the software is available if
necessary)

Operation of the effects:

The direct viola sound needs to be amplified
enough for the player to be heard over the
effects. The player should not forget in his/her
presentation and playing that s/he is the
soloist in front of the massed sounds that s/he
is creating.

Control of the electronic effects is not
complicated, but because of the improvised
character of the piece it must be done by the
viola player.

+ One pedal <on> is used at the
beginning4ocm to switch on the effects.

+ Another pedal <input off> is used to turn
off the input of the viola sounds into the
effects. It is used at the end of the piece.
The result is that the looped effects
gradually diminish so that the viola player
finishes alone.

+ Another pedal is a gradual control. It
controls variably the speed of attenuation
of the looped sounds. At the <null>
position the sounds disappear completely
after the first loop. At <low> the sounds
will disappear in a few seconds; at
<medium> the effects will take longer to
disappear; at <high> longer still. At the
<maximum> position of the pedal they
will never disappear; (this is good for
making very dense textures). These
positions are notated in the score.

+ You can have another pedal to switch
<off> and clear the effects. You should not
have any need for this during the
performance but it would be very useful
for rehearsing.

« For example, if you already have some
effects sounding, and you set the gradual
control pedal to <maximum> and press
<input off>, then the effects sounds will
stay like that for ever. They will not be
affected by what you play on the viola. To
revert to the 'normal’ effects, press the
<on> pedal.



— — — 5 o e0sec —

—Pp
f
start N trenmolo Tk
A W |55 = L MN
O PR
v
€ otact <o <>
! |
V. | tremolo
ar‘" .
= T porticello % D
<4 | o P
v
—_— \
£ aact <en> D>
ﬁ pizz
ctarl J K
C/ sl M‘C to )L N N A 3 \ D M N
2
N '\\ X hY h ) D) b] @] P
N \ ) ) )

ji'g
B davt @ @

Tap the body of 4he violo with fingerAips. er
C,'rxqmae posihon on Voo Erort of Hhg insFeumernt

GH
! vy AN |/'- 'l ; ¢ AT :’ ( gy J
D g? &‘\ Q 5} I = ,.V? | '}?’é’r\f‘ — or

Jmedivm >

Steoke +he body of fhe vidla with your finger
Hps . T+ will make a“shnhi sound. DFL

B K"/‘r\.«\’\’\ J O

FQ



Pluck {he s’frings on the other side of Hhe bﬁfdﬁg

* * s DeE
¥
VF X X Y-x H
X
<med£umn o *

Dormp Strings , use the vough part of 4ne bows

> DE
\’ bany NUN Mty
V? -t Zan ] H

el

lce Yhe bow ontre ering
para\lel 4o the dneckon of 1
bow : viakes a ‘omndi soond

DQMQ St T\SSJ ®
mormau}(. Moye It

The string fwisting e

T e
-~ y b7 e chat N » >~ e " ~
N33 9 — X P
P * —7 ¥ & x BH
, %ﬂ‘f‘ﬁ X J o
mW\P 5‘(\1‘\35 “ X x
, (ol egro Latuto X E
<\mi§h >
13
aot wﬂ’f\o w—&o ~ x
e ¥ 1
Stopped skeings wikh X Rio cheT
9 N
# "P N¢ \.c%, K
¥ '—*—w ~ B o
qu K




o,

st T

usg%eg_m\'cs C3

I R TR T S K.
£ —— () ° e ™ . ol o

I*T L4 ¢ A Yo o o R-
P Poco o pece crescen oo j'g'

(przz could oa L5+ hamd)

N

2z ance @iz oo PI2T gaco
g —— e | —

-
. L L 4

>
L e

Porﬂ'ioeuo
ca\iss of harronics

o
g o o
Os 0 %, %o y)
b b L=
% 0 e 99 ~
.o -] /\g/go\ & )
4 ‘6

<medium >



stat 1 VERy &Ujh Stop narmonics & e
o— ,_ T o2 T o— " o
A - DE
o —
GH
+ KQ
\f start <On> < MAxX > or <@
%
&
( :
anaiicnsiE
mPf__ (_.._-.._.___._HT:_'ZZF“ o
¢
oAl rpud off >
K .
F /o
{
natt >Cnpud off
Notes j 'R highest ncr\t possible f‘“h\smf f\-oﬁ&:o:\.ﬂ;—#
Stact o posmble * v high nolc T
A s leadtuce o pitch comewhare  [sul .
Stond with of in riddie range OEJ ‘l_ ohes
\ n T
indicate +he flow Ao sﬁ\' '/u Toe
e .mg:ff oﬁ—o be |4 9 bla
* +HATVTES d s notL posst Ll
IR played next, U open I
_ R ———highest noe o I¥ % 3 down w ords
> peda\ mo\\c:\'\or\ 1]’1 .\3 iz: MP&%%:D
< ¥ oy eﬂ tches on
‘F Sh& ?_—> ’w‘;..;u*h\s S\EJ-? '(LP’S‘\'VW\%'LV_, o ’ %Ppﬂa harmonic
press Lon» g ot G .
be&n sho . nqun lighly
Avji Wa—— ppen T dam?s' on the SHMSS +o
wﬁ stop hem
!"eGOﬂth\S




