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Performance Notes

Instrument Assignment

1. Large Bass Drum
2. Low Skin
3. Medium Skin
4. High Skin
5. Dry Wood surface (large enough to perform on with both hands)
6. Resonant Wood
7. Resonant Metal
8. Brake Drum

Other Instruments

Vibraphone
Flexatone (with beaters wrapped in padding to soften)

Beaters

Paper (thick and wadded up)
Triangle Beaters x 2
Soft Mallets x 2
Hard Mallets x 2
Foam Mallets x 4 (Medium mallets wrapped in soft, flexible foam 
[sound-deadening material])
Aluminum Foil
Sand Paper
Metal Disc (thicker than a quarter, but small enough to fit in hand)
Bass Drum Mallet x 2

Anisotropia is a work in 7 parts for multipercussion + live electronics, performed by solo 
percussionist. The work utilizes a number of  specially-modified instruments within its 
instrumentation, including an electronically-activated bass drum and vibraphone, a mut-
ed flexatone, and found object beaters. Although much of  the work is to be performed as 
precisely as possible, there are a number of  different areas where the performer is allowed 
some free reign (such as the exact choice of  several of  the instruments, the creation of  the 
“foam mallets,” and the timing of  some of  the silent sections). This was done so as to give 
the performer some agency in the production of  the work, and to allow them to put their 
own spin on the composition.

Technology

The bass drum and vibraphone are both to be fitted with small transducer speakers, so as 
to activate them through the provided Max/MSP patch. The bass drum transducer should 
be placed at the point of  maximum resonance on the instrument; as each drum varies, this 
will need to be pinpointed before the performance. The vibraphone transducer is to be 
attached to the low B bar (B below middle C). This should be taped to the top of  the bar, 
so that it can still be struck with a mallet. Any small transducer will do, as long as it can put 
out a wide range of  dynamics (test the bass drum transducer with trigger 6, and the vibes 
transducer with trigger 11 for the maximum amplitude). The recommended transducer is 
the OrigAudio Rock-It 3.0 Portable Vibration Speaker; not only are these affordable and 
easy to place, but they also put out the required amount of  amplitude. For the bass drum 
transducer in particular, care must be made to affix the speaker securely, so that it is not 
knocked loose in the performance. 

Background

Anisotropia was written in early August 2015, and dedicated to percussionist Eric Retterer 
in gratitude for his assistance with my previous work Logic Array for bass drum + tuba. The 
title of  the work references an object that is directionally dependent when measured. This 
quality is useful for a number of  different fields, but the reason for its utilization in this 
work is its importance to graphic effects in video games (particularly the rendering tech-
nique of  anisotropic filtering, which is applied to objects that are placed at oblique angles 
to the player’s viewpoint). Eric and I share a common interest in video games, and so I 
chose to use this common interest to fuel the creation of  this work. I eventually settled on 
the idea of  a central series of  motives being the basis of  a larger series of  variations; within 
this work, this is represented by the “Seed” at the beginning of  the work, and the subse-
quent “Experiments.” In this way, the original material is viewed from several different 
angles, and as the viewpoint is changed, the material is warped and stretched beyond the 
limits of  recognizability. 



 = Move the indicated object in a circular motion across the specified surface. 
Arrows indicate the intensity of  the motion (one arrow = least motion, three 
arrows = most motion).

 = Tremolo on indicated surface.

 =  Indicates the intensity of  a tremolo (one slash - least 
intense, three slashes = most intense)

 =  Indicates the intensity of  the sand paper pressure on 
the wooden surface. Completely open = least pressure, 
half-filled = medium pressure, completely filled = most 
pressure (digging into the wood to create the most audi-
ble dsound)

 = Max patch trigger (activated via foot pedal)

Notation












