
// 
---

---
---

---
---

---
---

---
---

-PRESETS;

// 
---

---
---

---
---

-RETURNS;

RETE 127 500;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX ra
mp 500;

MATRIX m
atr

ix 
0 4 1;

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ing . .

 .;

// 
---

---
---

---
---

-BOUNCE;

BOUNCEMESS m
axt

im
e 4

000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-GRAN;

GRANMESS gran
A re

co
rd 1;

GRANMESS gran
A buf_

siz
e 228;

GRANMESS gran
A offs

et_
bw 24;

GRANMESS gran
A le

ngth 12;

GRANMESS gran
A w

inShap
e 9

;

GRANMESS gran
A pitc

h_mults
 4 6;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 0

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ed . .

 . i
n cu

e 0 READY;

0;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 1

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS s
hudline 0 0 200 10 2000 2.5 800;

SHUDDERMESS a
mpline 0

 0 200 1 2000 0 7000;

SHUDDERMESS sh
iftl

ine 1
 1 1000 0.8 4000 0.5 500;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 1 . .
 .;

1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2

RETB 127 10;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX m
atr

ix 
0 1 1;

// 
---

---
---

---
---

-TIMER;

TIMER 1000;

2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2.1

MATRIX m
atr

ix 
0 1 0;

2.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3

RETB 0 1000;

NOTE In
 cu

e 3 . .
 .;

TIMER 1000;

3;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.1

BOUNCEMESS ta
pin 

cle
ar;

BOUNCEMESS m
axt

im
e 1

8000;

BOUNCEMESS sw
itc

h 0;

RETB 120 100;

MATRIX m
atr

ix 
0 1 1;

// 
TIMER 500;

3.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.2

MATRIX m
atr

ix 
0 1 0;

RETB 90 2000;

MATRIX m
atr

ix 
2 5 1;

RETF 1
20 3000;

PITCHMESS sh
ift 

1 20;

PITCHMESS sh
ift 

0.2 14000;

3.2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 4

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS sh
udline 0 0 200 5 6000 8 2000;

SHUDDERMESS a
mpline 0

 0 200 0.8 3000 0 5000;

SHUDDERMESS sh
iftl

ine 1
 1 2000 3 5500 5 500;

RETF 1
30 3000;

4;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 5

MATRIX m
atr

ix 
2 5 0;

MATRIX m
atr

ix 
0 1 1;

RETB 100 3000;

BOUNCEMESS ta
pin 

cle
ar;

BOUNCEMESS m
axt

im
e 1

000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 5 . .
 .;

5;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 6---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETB 0 1000;

TIMER 1000;

6;

MATRIX m
atr

ix 
0 1 0;

BOUNCEMESS ta
pin cl

ear;

6.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 7---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

SHUDDERMESS ban
g;

SHUDDERMESS sh
udline 0

 0 200 30 2000 2.5 800;

SHUDDERMESS a
mpline 0

 0 200 1 5000 0 3000;

SHUDDERMESS sh
iftl

ine 2
 2 10 2 10 2 10;

RETF 1
20 100;

TAPMESS t
ap

in 11000;

TAPMESS t
ap

out 1
000 2000 3000 4000 5000 6000 7000 8000 9000 10000;

TAPMESS fe
edb 0;

PITCHMESS sh
ift 

1 200;

// 
This l

ine ki
lls 

an
d re

se
ts 

su
sta

iner;

// 
MATRIX m

atr
ix 

0 3 0;

// 
SUSMESS 1;

7;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 8---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETE 0 5000;
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// 
---

---
---

---
---

---
---

---
---

-PRESETS;

// 
---

---
---

---
---

-RETURNS;

RETE 127 500;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX ra
mp 500;

MATRIX m
atr

ix 
0 4 1;

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ing . .

 .;

// 
---

---
---

---
---

-BOUNCE;

BOUNCEMESS m
axt

im
e 4000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-GRAN;

GRANMESS gran
A re

co
rd 1;

GRANMESS gran
A buf_siz

e 2
28;

GRANMESS gran
A offs

et_
bw 24;

GRANMESS gran
A le

ngth 12;

GRANMESS gran
A w

inShap
e 9

;

GRANMESS gran
A pitc

h_mults
 4

 6;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 0

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ed . .

 . i
n cu

e 0 READY;

0;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 1

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS s
hudline 0 0 200 10 2000 2.5 800;

SHUDDERMESS ampline 0
 0 200 1 2000 0 7000;

SHUDDERMESS sh
iftl

ine 1 1 1000 0.8 4000 0.5 500;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 1 . .
 .;

1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2

RETB 127 10;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX m
atr

ix 
0 1 1;

// 
---

---
---

---
---

-TIMER;

TIMER 1000;

2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2.1

MATRIX m
atr

ix 
0 1 0;

2.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3

RETB 0 1000;

NOTE In
 cu

e 3 . .
 .;

TIMER 1000;

3;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.1

BOUNCEMESS ta
pin clear;

BOUNCEMESS m
axt

im
e 18000;

BOUNCEMESS sw
itc

h 0;

RETB 120 100;

MATRIX m
atr

ix 
0 1 1;

// 
TIMER 500;

3.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.2

MATRIX m
atr

ix 
0 1 0;

RETB 90 2000;

MATRIX m
atr

ix 
2 5 1;

RETF 1
20 3000;

PITCHMESS sh
ift 

1 20;

PITCHMESS sh
ift 

0.2 14000;

3.2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 4

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS sh
udline 0 0 200 5 6000 8 2000;

SHUDDERMESS a
mpline 0

 0 200 0.8 3000 0 5000;

SHUDDERMESS sh
iftl

ine 1 1 2000 3 5500 5 500;

RETF 1
30 3000;

4;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 5

MATRIX m
atr

ix 
2 5 0;

MATRIX m
atr

ix 
0 1 1;

RETB 100 3000;

BOUNCEMESS ta
pin clear;

BOUNCEMESS m
axt

im
e 1000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 5 . .
 .;

5;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 6---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETB 0 1000;

TIMER 1000;

6;

MATRIX m
atr

ix 
0 1 0;

BOUNCEMESS ta
pin clear;

6.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 7---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

SHUDDERMESS ban
g;

SHUDDERMESS sh
udline 0

 0 200 30 2000 2.5 800;

SHUDDERMESS ampline 0
 0 200 1 5000 0 3000;

SHUDDERMESS sh
iftl

ine 2 2 10 2 10 2 10;

RETF 1
20 100;

TAPMESS t
ap

in 11000;

TAPMESS t
ap

out 1
000 2000 3000 4000 5000 6000 7000 8000 9000 10000;

TAPMESS f
eedb 0;

PITCHMESS sh
ift 

1 200;

// 
This l

ine ki
lls 

an
d re

se
ts 

su
sta

iner;

// 
MATRIX m

atr
ix 

0 3 0;

// 
SUSMESS 1;

7;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 8---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETE 0 5000;

// 
---

---
---

---
---

---
---

---
---

-PRESETS;

// 
---

---
---

---
---

-RETURNS;

RETE 127 500;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX ra
mp 500;

MATRIX m
atr

ix 
0 4 1;

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ing . .

 .;

// 
---

---
---

---
---

-BOUNCE;

BOUNCEMESS m
axt

im
e 4

000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-GRAN;

GRANMESS gran
A re

co
rd 1;

GRANMESS gran
A buf_siz

e 228;

GRANMESS gran
A offs

et_
bw 24;

GRANMESS gran
A le

ngth 12;

GRANMESS gran
A w

inShap
e 9

;

GRANMESS gran
A pitc

h_mults
 4 6;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 0

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ed . .

 . i
n cu

e 0 READY;

0;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 1

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS s
hudline 0 0 200 10 2000 2.5 800;

SHUDDERMESS am
pline 0

 0 200 1 2000 0 7000;

SHUDDERMESS sh
iftl

ine 1
 1 1000 0.8 4000 0.5 500;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 1 . .
 .;

1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2

RETB 127 10;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX m
atr

ix 
0 1 1;

// 
---

---
---

---
---

-TIMER;

TIMER 1000;

2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2.1

MATRIX m
atr

ix 
0 1 0;

2.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3

RETB 0 1000;

NOTE In
 cu

e 3 . .
 .;

TIMER 1000;

3;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.1

BOUNCEMESS ta
pin 

cle
ar;

BOUNCEMESS m
axt

im
e 1

8000;

BOUNCEMESS sw
itc

h 0;

RETB 120 100;

MATRIX m
atr

ix 
0 1 1;

// 
TIMER 500;

3.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.2

MATRIX m
atr

ix 
0 1 0;

RETB 90 2000;

MATRIX m
atr

ix 
2 5 1;

RETF 1
20 3000;

PITCHMESS sh
ift 

1 20;

PITCHMESS sh
ift 

0.2 14000;

3.2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 4

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS sh
udline 0

 0 200 5 6000 8 2000;

SHUDDERMESS a
mpline 0

 0 200 0.8 3000 0 5000;

SHUDDERMESS sh
iftl

ine 1
 1 2000 3 5500 5 500;

RETF 1
30 3000;

4;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 5

MATRIX m
atr

ix 
2 5 0;

MATRIX m
atr

ix 
0 1 1;

RETB 100 3000;

BOUNCEMESS ta
pin 

cle
ar;

BOUNCEMESS m
axt

im
e 1

000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 5 . .
 .;

5;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 6---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETB 0 1000;

TIMER 1000;

6;

MATRIX m
atr

ix 
0 1 0;

BOUNCEMESS ta
pin cl

ear;

6.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 7---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

SHUDDERMESS ban
g;

SHUDDERMESS sh
udline 0

 0 200 30 2000 2.5 800;

SHUDDERMESS am
pline 0

 0 200 1 5000 0 3000;

SHUDDERMESS sh
iftl

ine 2
 2 10 2 10 2 10;

RETF 1
20 100;

TAPMESS t
ap

in 11000;

TAPMESS t
ap

out 1
000 2000 3000 4000 5000 6000 7000 8000 9000 10000;

TAPMESS f
eedb 0;

PITCHMESS sh
ift 

1 200;

// 
This l

ine ki
lls 

an
d re

se
ts 

su
sta

iner;

// 
MATRIX m

atr
ix 

0 3 0;

// 
SUSMESS 1;

7;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 8---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETE 0 5000;

S O N I C A R T S R E S E A R C H C E N T R E

// 
---

---
---

---
---

---
---

---
---

-PRESETS;

// 
---

---
---

---
---

-RETURNS;

RETE 127 500;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX ra
mp 500;

MATRIX m
atr

ix 
0 4 1;

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ing . .

 .;

// 
---

---
---

---
---

-BOUNCE;

BOUNCEMESS m
axt

im
e 4

000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-GRAN;

GRANMESS gran
A re

co
rd 1;

GRANMESS gran
A buf_

siz
e 228;

GRANMESS gran
A offs

et_
bw 24;

GRANMESS gran
A le

ngth 12;

GRANMESS gran
A w

inShap
e 9

;

GRANMESS gran
A pitc

h_mults
 4 6;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 0

// 
---

---
---

---
---

-N
OTE;

NOTE Prese
ts 

load
ed . .

 . i
n cu

e 0 READY;

0;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 1

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS s
hudline 0 0 200 10 2000 2.5 800;

SHUDDERMESS am
pline 0

 0 200 1 2000 0 7000;

SHUDDERMESS s
hiftl

ine 1 1 1000 0.8 4000 0.5 500;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 1 . .
 .;

1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2

RETB 127 10;

// 
---

---
---

---
---

-M
ATRIX;

MATRIX m
atr

ix 
0 1 1;

// 
---

---
---

---
---

-TIMER;

TIMER 1000;

2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 2.1

MATRIX m
atr

ix 
0 1 0;

2.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3

RETB 0 1000;

NOTE In
 cu

e 3 . .
 .;

TIMER 1000;

3;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.1

BOUNCEMESS ta
pin 

cle
ar;

BOUNCEMESS m
axt

im
e 1

8000;

BOUNCEMESS sw
itc

h 0;

RETB 120 100;

MATRIX m
atr

ix 
0 1 1;

// 
TIMER 500;

3.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 3.2

MATRIX m
atr

ix 
0 1 0;

RETB 90 2000;

MATRIX m
atr

ix 
2 5 1;

RETF 1
20 3000;

PITCHMESS sh
ift 

1 20;

PITCHMESS sh
ift 

0.2 14000;

3.2;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 4

// 
---

---
---

---
---

-SHUDDER;

SHUDDERMESS ban
g;

SHUDDERMESS s
hudline 0 0 200 5 6000 8 2000;

SHUDDERMESS a
mpline 0

 0 200 0.8 3000 0 5000;

SHUDDERMESS sh
iftl

ine 1
 1 2000 3 5500 5 500;

RETF 1
30 3000;

4;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 5

MATRIX m
atr

ix 
2 5 0;

MATRIX m
atr

ix 
0 1 1;

RETB 100 3000;

BOUNCEMESS ta
pin clear;

BOUNCEMESS m
axt

im
e 1000;

BOUNCEMESS sw
itc

h 1;

// 
---

---
---

---
---

-N
OTE;

NOTE In
 cu

e 5 . .
 .;

5;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 6---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETB 0 1000;

TIMER 1000;

6;

MATRIX m
atr

ix 
0 1 0;

BOUNCEMESS ta
pin 

cle
ar;

6.1;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 7---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

SHUDDERMESS ban
g;

SHUDDERMESS s
hudline 0 0 200 30 2000 2.5 800;

SHUDDERMESS am
pline 0

 0 200 1 5000 0 3000;

SHUDDERMESS sh
iftl

ine 2
 2 10 2 10 2 10;

RETF 1
20 100;

TAPMESS t
ap

in 11000;

TAPMESS ta
pout 1

000 2000 3000 4000 5000 6000 7000 8000 9000 10000;

TAPMESS f
eedb 0;

PITCHMESS sh
ift 

1 200;

// 
This l

ine ki
lls 

an
d re

se
ts 

su
sta

iner;

// 
MATRIX m

atr
ix 

0 3 0;

// 
SUSMESS 1;

7;

// 
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

-CUE 8---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

---
---

;

RETE 0 5000;



Meditation Mediation Meditation for concert harp and electronics 
commissioned by the 9

th
 World Harp Congress, Dublin 2005 

Premiered 21 July 2005, Dublin Dr. Cliona Doris, harp Jason Ernest Geistweidt, electronics 
 
 

 

Duration: 6 1/2 to 7 minutes 

 

Harp notation: 

 

 

Harmonic 

 

Bartók pizz. 

 

With fingernail 

 

Knock instrument 
with knuckles 

 

Slap with palm, 
hand should come 
to rest on 
instrument 

 

Wait for cue from 
electronics or 

coordinate with 
electronics  

 

Mute de la table  
Mute the strings at 

the soundboard, 
the xylophone 
effect. 

  
 

On the 
soundboard, de la 

table  
On the body 

 

Thunder effect 
 

Pedal is changed 

in drawn out 
fashion to 
heighten buzzing 
effect 

 

Pitch will buzz due to 

half pedal 

 

Rapid flick with 

nails over cluster, 
arrow indicates 
direction of action  

 

Run edge of coin 

along string, arrow 
indicates direction 
of action, pitch 
indicates string 

Electronics notation: 
 
The notation of the electronics attempts to give the harpist an idea of the electronic complement.  The electronics are based on the following processes: 
 
Sustain:   A small amount of signal (a pitch) is held in a buffer and looped; the effect is a sustained pitch. 
Shudder: A special type of Sustain which is pitch-shifted and modulated, resulting in a shudder effect. 
Pitch: The signal is being pitch shifted either up or down. 
Tap: A delay line in which events reoccur at regular/irregular intervals. 

Bounce: A Tap delay in which repetitions become increasingly/decreasingly further apart/together, mimicking the bounce of a ball. 
Granulator: A process which affects the timbre of the harp, mimicking undulating water or wind timbres. 

Hilbert: A process which affects the timbre of the harp, making a bell or metallic timbres. 

 



q = 60 

Free, open, inquisitive

commissioned by the 9th World Harp Congress, Dublin 2005

Meditation Mediation Meditation
Jason E. Geistweidt

c.3'

Harp
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f
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mp
$%

f

&# Wait for end of gesture
# '(

)""
$
%#* + & $

%#* + #% +% $% l.v.+ & ('
fff

##

,

Shudder bends down

--

Bounce Delay 4'' Bounce OFF RESET

(

Bounce OFF

(

Shudder bends up

--

, '1 '2 '3 '3.3 '4 '5 '6

c.5'
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f
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# # # # # $
rit.

&
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Wait for string to become inaudible

#

%%
6

) ""
/ / / / /

#* + #* + # #
p

+ (' ## '(

,

Shudder, no bend

--

Tap Delay shifted by pitch

Hilbert ON

Bounce ON, '7 '8 '9 '10 '11 '12
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! ""
mp #* #"

%#*
#

##

#. $
# #" # # + &

f
)%#* #.
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Wait for end of gesture
#
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Wait for end of gesture

) ""
*

p

( #% +% #%
#% #%

('
*

#0 #0 ( # #0 #0" #0 +
)

%#* #0 ('

,

Hilbert fluctuates

Shudder, up and down

Buffer A 8'
Record Shudder to 

--

Sustain bend up
via pitch

Hilbert OFF

Playback Buffer A (reversed)
via Granulator via Tap Granulator ON

Tap OFF Tap + Hilbert

, '13 '
+

14 '15 '16 '
+

17 '18 '19

4
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f
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# &

#* #

+++
. &&&
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. &&&
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1

Wait for end of gesture
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.
1 2 ###

.
1 ('

##
mf

&# # # # ## # # #" #
# + %+ %

p
+

) "" %#* #
%#*

,

Sustain ON
Pitch bend down
Bounce OFF, '20 '21
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6'5

! "" %#* %#*
# ###

#
### ##"

sfz

###
.

((((
(((( '&

p

#% #%" #% #% +%
sf

%#*

# #

## ('
p

Slowly accel.

## # ## # ## # ###
# ### # # #

molto rit.

f

# ###
%

### # # # #
&

f

Back of thumbnail gliss&##

##

##

##

##3 3 3 3

3

) ""
mp

# +
#
#

p

Back of fingernail gliss

,

All electronics OFF Tap ON

Tap (random) 6''

Granulator ON Tap ON, '22 '23 '24

2'

6

!
Molto expressivo

f

," ,,,,,,,,,,,,,,,,,,,,,,,
'&

,,,,,,,, ,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, ," ,,
,,,,,

fff

,,,,,
,,,,,,, #.

#
#gl

is
s.

#
gliss.

#
gliss

.

#

gliss.

l.v.
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*

##
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-
.
.##
*

##
* ## ##gliss.

gliss. ##
gliss. ##3
gliss.

l.v.
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+Record Buffer A, '25
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!""
D---------->D# B---------->Bb E------>1/2Eb* A---------->A# F#--------->1/2F* A#>A

!

mf

D# C Bb

1/2Eb 1/2F G A#! �

$$
" +

+3
+
+3

&
& ('

)""
fff

Slap

Thunder/.

##.

#
#
. #. #" # #3 ##.

#
   pedal between E/Eb and F/F#.
*An object should be inserted to maintain 

#3 # #" #. # # +3 $ #3 # (

,
+
LFO Playback A

Record Buffer B
+
LFO Playback B

Record Buffer C

+
LFO Playback C

Record Buffer D

LFO Playback D Fade up Granulator

Amplitude fade down

, '26 '27 '28 '29 '30

3' 3' 3'8

! 33 "" #

f
# ##

+.

0BKnock4 4 4

4
( &'

# # #
0BKnock 0BKnock

(' 1## # ##

##. ##

#
.

###

#

###
#

###+ &
1$$.

) 33 ""
Mute at T

1 0T
Slap

/. Mute at T #
0T
Slap

/.

4 4 & ( &'

)
0T
Slap

#

#0" &

/ # # #

4 4

1
0T
Slap

# / # 1 1# # $
1 1# #

,

Tap ON, '31

4



6'9

!33 "" 1
f

#

## $$ ++
(

)# ) )# & # &
# 5& p

Run coin along string

Back of fingernail gliss

ff

Run coin along string

0

sf

B

Knock

%
4 4 4 4 4 4 4 4 4 4 4 4 4 4 4 4

) 33 ""
1

1$ $
)

- $.
0TKnock

4 Back of fingernail gliss

##
##

## (
+

-#. - .# - .- .- .# # #

('

,
Amplitude fade down

!
!

, '32

12' 20'10

! 33 ""
Run nail along string, up and down rapidly

)
1

Tapping((( (((( $$ $$
('

$ $

0

ff

B

Knock4 )+ &
*$##1 2 $##1 2 $##1 2 ('

!D C B

E# F# G A! �

""
"

) 33 "" -
f

$. -#.

$
0T

Push fingertips along T from top to bottom achieving a rumble

4
4 Change pedals under electronics

""

,
!

Hilbert amplitude up
Hilbert amplitude down

LFOs to full amplitude fade down granulator and delays, '33 '34

5
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! ""
#

fff

Continue after electronics subside

%

#" # #
# #" # +.

mp# #
*

Mute with nail

# ( #% #% +% sf

$$$$
.

((((
(((

mf
) ""

.2
(

+. &
#" # # #

##
# # # +++

%

+. & #. #. #.
,

Hilbert amplitude up, '35

12

! "" 5
mp

bisb bisb

# # # # # + ( # + 5 #" +
p) ""

$

# # # # #
+

$ $ $" $ $ $$
$$

, 6

,

6
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! "" #
Allow strings to die, fade out mixing desk appropriately

) ""
$$
$$

$$
$$

l.v.

l.v.

,

,
Belfast 2005

7


