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- Museum of Patterns Commissioned by a consortium of percussionists:
Jason Treuting, lead commissioner
Alex Alfaro, Nick Bolchoz, Robby Bowen, Aaron Michael Butler, Matthew Carey, Caitlin
Cawley, Jon Clancy, Jon Collazo, Moose Davis, Colin Dees, Matt Evans, Ian Fry, Jackson
Graham, Chris Graham, Justin Greene, Chris Gunnell, Scott Gustafson, Sarek Gutierrez, Chris
Hadley, Nicholas Hall, Adam Holmes, Mike Jones, Evan Miller, William Mullen, Kevin O'Connor,
Daniel Pate, Anna Provo, Felix Reyes, Greg Riss, Ian Rosenbaum, Thea Rossen, Gavin Ryan,
Nicholas Samuel, Chris Seis, John Smigielski, Ryan Smith, Elizabeth Soflin, Paul Stevens, Jess
Tsang, Joe Tucker, Carson Vanduch, Kevin Zetina, special thanks to Todd Meehan, Kyle
Tieman-Strauss, and Jason Treuting.
- Program Note The Museum of Patterns is an imaginary place that I began thinking about while walking
around the very real, and very beautiful, Museum of Fine Arts in St. Petersburg, Florida. I began
imagining a museum where, instead of portraits and paintings of landscapes on the walls, the
whole museum was filled with paintings of different patterns.
My music has always been based somewhat on patterns. Usually they are rhythmic or
melodic patterns that are slowly developed or are recontextualized by other patterns. I began
wondering if I could make a piece of music that reflected my imaginary museum - a piece that
was just patterns.
I held onto this idea until Jason Treuting and I started discussing working together. I first
got to know Jason when I was a composition student at the So Percussion Summer Institute in
2014. After the festival I began working for So Percussion as Studio Manager, a position I held
for three years before moving out of New York City. While working for So, Jason and I began
having an ongoing conversation about composition. In his work as a composer, Jason gives
enough instructions for the performer to know what to do, but leaves a considerable amount of
room for them to make choices. I tend to be more controlling. In most of my work, the performer
is told exactly what to do, when, how loud, and for how long.
When I started working on Museum of Patterns, I needed to figure out how I would
organize the patterns and what a performance of the piece would look like. Taking a cue from
Jason, I decided to leave some decisions up to the performer.
When a performer starts working on this piece they receive a packet that contains the
written music, a set of rules, and a “Gallery Plan”. The Gallery Plan is a map of my imaginary
museum. Each pattern “hangs” in a specific spot in one of the four Galleries. The rules dictate
how the performer can and can’t move around the galleries (can skip over patterns, can’t cross
their own path). Using all the information, the performer is free to create their own version of the
piece - they can re-order the patterns, play the patterns for as long as they wish, at any tempo
they wish.
I want to thank Jason for challenging conversation that I’m sure will continue indefinitely,
and the percussionists who were a part of the consortium to make this piece a reality.

- Gallery Plan -

Think of a performance of this piece as a walk through the galleries of an imaginary
museum. You walk from pattern to pattern, stopping longer at some, skipping others. There is
no set path through the galleries. Use the following rules to guide your path.
Rules:
•
•
•
•
•
•
•
•
•
•
•
•

Start at entry for Gallery 1. You may choose to go right or left.
Move in any direction through the Galleries.
You may not cross over your own path.
End at exit in Gallery 4.
You must play two adjacent patterns before moving to a different part of the gallery, or
another gallery.
You do not have to play all the patterns.
You do not have to visit all the galleries
Repeats must be taken at least once.
If you start a pattern, you must finish it. You can play it more than once or play it partial
times after your first complete time.
Tempo and Dynamics are up to the discretion of the performer.
Do not stop between patterns. Flow from one to the next.
Your route may change from performance to performance.

