
It’s Like the Nothing Never Was

[image: image2.jpg]



Von Hansen

(2013)
It’s Like the Nothing Never Was
For Interactive Computer processing

Von Hansen

(versions for 8.1, 5.1 and Stereo available)
This work is meant to encourage interaction between performer and computer by creating an electroacoustic soundscape without the use of prerecorded material.  The performer is given guidelines and is encouraged to engage the randomized computer processing through improvisation.  

Below, the performer is given a series of timed events as a guide to navigating the Max patch used for live processing.  A timer and microphone gain are provided in the middle of the patch.  Rev. and Giz. boxes show the signal amplification.  Amplification levels are given so the performer knows when the signal is at its full value for that event.

Any Instrumentation is acceptable.  For best results, and feedback avoidance, contact microphones, or close micing of instruments is recommended.  One can trigger the new events by clicking the button on the screen, pressing space bar, or by the use of a pedal (USB set to spacebar, or MIDI). 

Each event contains information pertaining to the length of the event, represented on the clock in the center of the patcher, and the “rev” or “giz” level.  These levels will ramp up over 1-5 seconds.  The performer should begin playing as the levels are ramping up and continue as they move back down.  This will make the repetitions of the event sound seamless.  

Event 1

0-60 (Rev=0.2): The performer is heard with reverb added 


55- processed sounds begin

(Event 1.5 is attaca with no pedal depression)

Event 1.5

60-120 (Rev=0.3): The performer continues accompanied by event 1

Make use of space. Use pure sounds and harmonics.  

These two 60 second recordings will create the majority of the background texture.

Events 1 and 1.5 will continue through the rest of the work.  

 The processing will alter speed and pitch of the original material 
and spatialization is applied.

Event 2

0-120 (Rev=1): The performer should play a legato melody

This event will continue unaltered throughout the work

Event 3

0-90 (Rev=1): Lower octave and heavy reverb added to Live signal


Shorter, pizzicato or staccato sounds.

This event will return with several voices phasing 

Let phasing develop before moving to event 4
Event 4

0-60 (Giz=1): Harmonizers, delay and spatialization of live signal

Begin playing immediately, before giz=1, and continue just past Giz=0

More Jagged gestures 

Listen and react to the delay.  

Give the processing room to be heard.

Event 5

0-50 (Rev=1): Harmonizers, reverb and spatialization of live signal

Quick “full bow” rips.  Waves of sound  

Longer notes than events 3 and 4
Event 6

0-10 (Rev=1): As soon as the Rev level reaches 1 create a strong,
       


  1-3 second climatic gesture.  Let instrument resonate.

Let processing fade for 30-60 seconds.  

Event 7

0-100 (Rev=0.2): Coda relating to Event 2 material.  

When the timer reaches 100 the “Audio IN” will decrease over 10 seconds.  Continue playing distantly for 3-5 seconds without amplification. 
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