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Note

Deus ex machina is a piece for one performer and live electronics that aims to represent logos from a postmodern point of view. The reason for this composition is rooted in a critical will towards cultural values
and the fundamental assumptions shared by Western society, continuously subject to evident short circuits and malfunctions to the detriment of the individuals who compose it.
The short circuit - infinite gain feedback - leads to self-destruction of the system that generates it, and it is the central process on which the dialogue between the voice and the electronics is based. In the
performance the voice is electronically processed to collapse on itself, implode.
The birth of the verb, - expressive freedom that corresponds to an origin of the vocality - sought by the performer, it is therefore continually ostracized and hindered by this artificial machine, which is the result
of the memory of the voice itself. Electronics and voice are in an intertwined relationship of dualism, where one influences the behaviour of the other.

Deus Ex Machina is a ritual.
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The Amplification is in wavefield synthesis.
electronic slow motion (☞⇆)(☞x) = distant
electronic fast motion (☞⇥) = close

where: 
 - distant is a distribution between
 all the speaker's array
 - close is the position of the speaker's array 
near to the performer
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Voice's Semiography

◪ - inhale with timbre

⧄ - inhale without timbre

◧- exhale with timbre

⊟ - exhale without timbre

⌖ - with closed mouth

∅ - with half-open mouth

〇 - with open mouth

◉ - throaty sound

⋫ - coughing shots

⍋ - sobs of tears

ⓗ - laughing

GRWL - growl

SCRM - scream

A HA - text to perform

ⓗ morphing ⍋ - gradual morphing between two musical gestures

Electronic's Semiography

* schemes for the implementation of the algorithm at the end of the score

⇥☞ - triggers from 1 to 40 in the indicated time, then stop (this fills all the memory banks)

⇆☞ - continuous tiggers at a speed managed by the interpreter in the indicated time (listening)

x☞ - stop sending triggers and leave the content in memory

sceneN - scenes to activate when indicated in the score during the performance

Indications

0'10'' The markers of time windows or events must be respected.

Within these the rhythmic relations of the notation are freely interpretable
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Live Electronics

The Live Electronics is divided into two steps: the scenes to be activated that change the configuration of the algorithm, the digital implementation of the latter for the processing of the voice in real time.

Scenes

scene 0; direct 1; feedback 0; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 1; directrev 0;

scene 1; interpolation 20000; direct 0; feedback 1; grainpitch 2; maskpitch 0; maskpitchint 100; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 1; noisephase 10;

scene 2; interpolation 10000; direct 0; feedback 1; grainpitch 1; maskpitch 0; maskpitchint 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 1; directrev 1; noisephase 0;

scene 2b; interpolation 1000; direct 0; feedback 0; grainpitch 1; maskpitch 0; maskpitchint 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 1; directrev 1;

scene 3; interpolation 1000; direct 1; feedback 0; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 1; directrev 0;

scene 4; interpolation 6000; direct 1; feedback 4; grainpitch 1; maskpitch 0; grainenv 1; maskenv 10; grainamp 1; maskamp 1; revamp 0;

scene 5; interpolation 6000; direct 1; feedback 1; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 1; maskamp 1; revamp 0;

scene 6; interpolation 6000; direct 1; feedback 0; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 1; maskamp 1; revamp 0;

scene 7; interpolation 40000; direct 1; feedback 0; grainpitch 1; maskpitch 10000; grainenv 1; maskenv 1; grainamp 1; maskamp 1; revamp 3;

scene 8; interpolation 20000; direct 1; feedback 0; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 0;

scene 9; interpolation 0; direct 1; feedback 1; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 1; maskamp 1; revamp 0;

scene 10; interpolation 10000; direct 0; feedback 8; grainpitch 1; maskpitch 0; grainenv 10; maskenv 1000; grainamp 4; maskamp 1; revamp 0;

scene 11; interpolation 20000; direct 0; feedback 0; grainpitch 1; maskpitch 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 0;

scene 12; interpolation 0; direct 1; feedback 1; grainpitch 2; maskpitch 0; grainenv 1; maskenv 1; grainamp 0; maskamp 1; revamp 1;

scene 12b; interpolation 4; direct 0; feedback 0; grainpitch 1; maskpitch 0; grainenv 0; maskenv 0; grainamp 0; maskamp 0; revamp 0;



ADC input
interpolation

receive "revamp"

* *

40 instances of the GRAIN patch

*

gain

send "directsound"

FDN patch

* *

1 2

1 2

interpolation

receive "grainamp"

1 2

+ +

+

interpolation

receive "directrev"

*

highpass @ 5Hz

clip (max +1)(min -1)send "feedback(b)" DAC output 1 + ...* DAC output 2 + ...*

clip (max +1)(min -1) clip (max +1)(min -1)

(from scenes) (from scenes)

(from scenes)

*Speakers Array

”Main Routing” patch



receive "directsound"

receive "counter" == $*

trigger

 phasor
 +1

 +0

Memory buffer
= 1 second 

(from scenes)

(dimension samplerate)

total instances goes from 1 to 40

receive "feedback"receive "feedback(b)"

receive "direct"
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* *

start recording*

+

*$ = number of this instance

+

10

(from scenes)

receive "grainpitch"

update @ 0 phase

interpolation

(from scenes)

receive "maskpitch"interpolation

random

trigger @ 0 phase

(from scenes)

receive "maskpitchint"interpolation

random

trigger @ 0 phase

+
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receive "noisephase"

noise*

+
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frequency

if 1 to 0

send trigger @ 0 phase*trigger
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/ 10 *

+

* 9

trigger @ 0 phase

random 1000

/ 1000
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read the memory

 sine
 +1

 +0

power

receive "grainenv"

(from scenes)

*

interpolation + 1

receive "maskenv"

interpolation

(from scenes)

/ + 1

receive "maskamp"

(from scenes)

interpolation

* 0.05*

interpolation

reset @ 0 phase

update @ 0 phase

random 2

if 1 if 2

*

*

random

trigger @ 0 phase

random

trigger @ 0 phase

/ 1000

*when triggered record from 
0 to 1 second, then stop.

*updte the trigger 
@ 0 phase inside the patch

out 1 out 2

...................

"GRAIN" patch



in 1 in 2

+

implementation of the FDN 
by Tom Erbe,
in the model 
of Michael Gerzon 
studio sound reverb 
articles of 1971 and 1972.

+

* *

Z^-d1

d1 = 40.635 milliseconds

Z^-d2
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Z^-d3

d3 = 99.203 milliseconds

Z^-d4
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* ** *
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*-1
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* 6.28319
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cos sin

"FDN" patch (Feedback Delay Network Reverb)



SLIDER
or

BUTTON
int +trigger 1 == 39

trigger0

send "counter"+ 1

int 
NUMBER trigger READ scene$1.txt

send "revamp"send "grainamp" send "directrev"

send "interpolation"

send "feedback"send "direct"

send "grainpitch"send "maskpitch" send "maskpitchint"

send "noisephase"

send "grainenv" send "maskenv"send "maskamp"

COUNTER

SCENES

"Counter and Scenes Recall" patch


