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Postcard  is a composition for solo snare drum and electronics that explores the coexistence of acoustic 
and electronic timbres. Throughout the piece, the performer cues several electronic events that serve as an 
extension of the acoustic snare sounds, synthesizing the timbres into one unique mix.  
 
Equipment List: 
 Snare Drum 
 Seat 
 Assorted Implements 
  Brushes 
  Timpani Mallet 
  Pint Glass 

C# Crotale (with or without mallet)  
  Assorted coins or washers 

Hooves 
Metal Coffee Can (filled with metal  junk) 
Snare Drum Sticks 
Aluminum Foil 
Compressed Air (Duster) 

Audio Interface (2-channel output for stereo, 4-channel output for quadraphonic surround sound) 
 Computer/Laptop 
 MIDI Footswitch 
 
Interpreting the Score: 
“Postcard” is composed in three large sections that are comprised of a total of fifteen sonic events cued by 
the performer. Throughout the piece, the performer should coexist with the electronic sonic events through 
timbrel, rhythmic, and dynamic means. This co-existence may be fully improvised, fully composed, or any mix 
of the two. However, several events in the piece are driven by randomly generated parameters and in turn 
are not replicated exactly in every performance. A timer is provided in the digital workstation to serve as a 
guide for the player. 
 
The score provided is a chart containing both fixed and non-fixed parameters that guide the performance. 
Any blank square indicates a continuation of the square above it. 
 
Any variety of implements or techniques may be used throughout the piece, but the fixed parameters in the 
score should always guide these choices. 
 
Chart Columns: 
Event: Specifies event label in score and corresponding graphical user interface (GUI) 
Electronics: Describes what is happening in the electronic playback 
 (start) – Indicates what is started by the trigger 
 (stop) – Indicates what is stopped by the trigger 
Performer Sounds: Prescribes what types of sounds the performer should be making 
Suggested Implements: Guides the performer’s choice of implement 
Cue Window: Provides a timeframe for cueing the corresponding event 
 
Executing the Electronics: 
The performer should use an MIDI? Pedal to trigger electronic events. Each time the performer steps on the 
footswitch, the electronics will sequentially move through the piece.  
 
Rehearsal Tips: 
The patch is designed in such a way that the performer can rehearse the piece from any event desired. To 
begin at a particular event, the performer can click (on the screen) or trigger (via the keyboard) the letter of 
the event where they wish to start. Using the rehearsal buttons (or keyboard keys) to cue an event will start all 
sound files prior to that event. When the performer then clicks the footswitch, the selected rehearsal event 
will begin. 
 



Using the “GUI” 
The graphical user interface (“GUI”) is the small colored Puredata window that is the primary driver for the 
piece. There are several components to the GUI that the performer should understand prior to performance: 

 “Toggle_Quad”: Click to toggle four-channel (surround) output. An “X” indicates that four-channel 
output is engaged. 
“Start” button: Activates key playback. Click to begin the piece. 
“Stop” button: Stops all sounds. 
“Reset” button: Sets electronics to the beginning of the score. Always press reset before beginning 
the composition. 
Timer: Serves as a visual time reference for the performer. 
Current_Scene: Indicates numerically what event is currently being played. 
“Save” button: Saves the discrete and master mix. 
“Recall” button: Recalls the previously saved mixes. 
Mixers: Allow the performer to mix individual channels, the master mix, and individual sound files.  

Front Left (FL), Front Right (FR), Surround Left (SL), and Surround Right (SR) control discreet 
channels.  
Master controls all four channels simultaneously. 
A, B, C, etc control the volume of individual events 

Event buttons (A, B, C, etc): Allow performer to cue up individual events for rehearsal purposes.  
 

 
 
Additional Keyboard Shortcuts: 
There are several additional keyboard shortcuts that may be valuable to the performer. 
 “S”: Stops all current sounds 
 “R”: Resets all counters and triggers. Always click reset after stopping. 
 Comma: Starts counter independently  
 Period: Stops counter independently 
  
  



Event Electronics (start) Electronics (stop) Performer 
Sounds 

Suggested 
Implements 

Cue 
Window 

A Noise (8 second 
fade in) 

 ------- Soft, long, 
friction/rubbing  

Brushes, pint glass, 
crotale (drag on 
head) 

----- 

B Brush, crotale, pint 
glass samples 
Short samples 
enter 10-20 
additional seconds  

------- Long, rubbing; 
short, percussive 
sounds 

 25-45” 

C Sine tone (fade in) ------- Rubbing; short; 
sustained pitch 
sounds 

 1’00” - 
1’15” 

D Distorted bell 
sounds (sparse) 

------- Rubbing; short; 
sustained; 
distorted and 
adulterated 
pitched sounds 

Aluminum foil, 
crotale (striking), pint 
glass, brushes 

1’30” - 
2'00” 

E Distorted bell 
sounds (busier) 

   2’15” - 
2'45” 

F Bell speed up (12 
second sample) 

Stops all sounds at 
end of playback 

  2’30” - 
3’00 

Silence ----- ----- Silence ------ 3’00” - 
3'30” 

G Metal junk in 
coffee can samples 
Short samples 
begin 10-30 
additional seconds  

----- Metallic, rattling, 
buzzing 

Coffee can junk, 
hooves, foil 

3’15” - 
3'45” 

H Distorted snare 
drum samples 

----- Short, percussive 
sounds; metallic; 
rattling; buzzing 

Snare drum sticks, 
coffee can, junk, 
washers, hooves 

4’00 – 
4’30” 

I Busier distorted 
snare drum 
samples 

----- Busy, short, 
percussive 
sounds; metallic; 
rattling; buzzing 

 5’00 – 
5’30” 

J Sine tone (fade in) ----- Busy pitched 
sounds; busy 
short sounds, 
metallic; buzzing; 
rattling; 

Crotale, aluminum 
foil, snare drum 
sticks, coffee can, 
junk, washers, 
hooves 

5’45” – 
6’15” 

Silence ----- ----- Silence ----- 6’30” – 
7’00” 

K Noise, brush 
sounds 

-----    

  Fades out sample 
over 12 seconds 

Soft, long, 
friction/rubbing 

  

L Distorted short 
sounds, sparse 

 Long, rubbing; 
short sounds 

 7’30” - 
8’00” 

Fine ----- Stops all sounds 
(subito) 

Player may 
continue 0-45” 

----- Fine (8’00 
– 8’45”) 



 


