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Program Note:

Written in eatly 2017, House is a work for solo flute and electronics that reflective of, and influenced by Mark Z.
Danielewski’s 2000 novel House of Leaves. Additionally, this piece was written as part of a collaboration with Michigan-
based flutist Alex Hoelzen, whose guidance for flute technique was absolutely critical for the piece’s creation.

When reading House of Leaves, the reader develops an intimate relationship with the text as a direct result of Danielewski’s
experimentation with the relationships between language and visual media, as well as his approach to the structure of the
novel’s narrative, which often disregards or defies common syntactic relationships. These qualities of the novel directly
influenced the creation of House, and led me to experiment with the piece’s formal scheme in a way that was reflective of
the novel. Originally, this piece was intended to be modular ‘fragments’, with sections being performed in any order,
and the inclusion or exclusion of sections being controlled explicitly by the performer. While this aspect of the piece
was somewhat lost over the process of its creation, the end result is a piece that interlocks excerpted (and adapted)
spoken segments of the original novel with musical fragments of flute and electronics. These fragments are not
explicitly representational of the text, but they are reflective of the text and the experience of reading Danielewski’s
work. Musically, these fragments explore different timbral qualities of the flute beyond the standard repertoire of
techniques. As such, the sound and gestural implications of techniques such as whistle-tones, text spoken through the
instrument, as well percussive plosives and fricatives, formed the building blocks of the piece to create macro-scale ideas
out of micro-organized timbral events. The result is a piece that is not excruciatingly demanding of the player, while still
achieving a rich sonic palette through acoustic timbral exploration and real-time electronic manipulation of the flute
material.

The electronics for House are a mixture between triggered sections of fixed-media track, and real-time computer
processing of the flute and spoken text. All of the electronics are performed using a patch created by the composer in
Max/MSP 7.

Performance Notes and Optional Patch Operation:

Time-stamps paired with brief descriptions of the electroacoustic sound events and live-processes are provided within
the score in order to aid the performer in understanding the electronics, and how their role as a performer interacts with
the electronics. In performance with the patch, the flute should ideally still be lightly amplified through the same sound
system used to perform the electronics; this serves to help the two voices blend more cohesively and to aid in balance.
This amplification can be achieved within the patch (which negates the need of a mixing console if desired), or with the
use of a mixing board. The audio levels for performance should generally be set respectably loud in order to allow events
to have the impact desired, but not to a degree that creates a dangerous listening environment.

Levels of various processes within the patch have been set preemptively as best as they can, but adjustments can be
made within the patch, and having a mixer to control audio levels on the fly is recommended for optimum performance.
Optionally, a performer can control the patch via MIDI; if this is desired you may contact the composer at
'domccau@gmail.com' to pursue a patch specified for a MIDI controller ot other device. One vetsion of the patch
exists which is already optimized to utilize a Korg NanoKontrol2 MIDI controller, with faders assigned to mixing levels
within the patch. After initial setup, operating the patch requires minimal action from a patch operator, such as spacebar
presses and a few mouse-clicks. A master volume control has been integrated for overall control of patch volume, this
starts at a default level of '0' and must be raised before the patch can be heard; this parameter is controlled with the
master fader within the patch — or with the rightmost fader on the Korg NanoKontrol2.

To start the piece, the following steps must be taken:

1. Open the patch in Max/MSP
Turn on 'Digital Signal Processing' (lower tight-hand corner)

3. Adjust volumes to desired level if preemptively set levels are undesirable for the performance (as seen in the
mixer section at the center of the patch)

4. Press the number key for the desired fragment (1, 2, 3, etc.), and then the space bar to begin each fragment; at
this point, the space bar will advance cues within for the duration of the fragment.

5. During sections of spoken text, the keys ‘q, w, e, 1, t, y, u, and 1’ all trigger different ambient soundscapes or
materials to augment the spoken text.

6. Continue...

-At the end of the piece...-



End with the final cue.

After final fadeout, lower output volume

Turn off 'Digital Signal Processing” (lower right-hand corner)
Close the patch

bl o

Note: In performances utilizing the patch, it is HIGHLY recommended to thoroughly test performance beforehand. If
the patch starts to generate feedback the volume can be lowered using the built in mixer. If a full failure of the patch
should occur, cease digital signal processing immediately to avoid damage to audio equipment.

Technical Requirements:

The patch for this piece is not CPU-intensive, and though originally designed to run on a Mac platform running OS X
Mavericks or newet, should be operable on most platforms that can run Max/MSP 7. Additionally the performance will
require an appropriate microphone to amplify the flute performer, USB audio interface with a minimum of one channel
in and two channels out, and finally a minimum of two speakers (if possible, it is encouraged for the work to be diffused
to a larger speaker setup). The speakers should be placed in the front left and right corners of the room, so as to
complement the overall image. Any questions or technical concerns can be directed to the composer at
'domccau@gmail.com'.

Any questions or concerns in regards to the successful performance of Howuse can be directed to the composer at
. g
‘domccau@gmail.com’.
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