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KID STUFF
Five Figments for Piano and 
Percussion Ensemble (6 Players)

I. Chimera
II.Night Owl
III.Quench
IV.Cuddleys
V.Goofball

Duration – 23:00



Instrument List
Percussion 1

Xylophone
Medium Wind Gong (see note 1)
2 Zil Bells or Equivalent
Unmounted Tam-Tam (see note 7)
Steel String Guitar (see note 11)
Balloon (see note 11)

Percussion 2
Glockenspiel
Steel Lead Pan
3 Congas
Slapstick
Finger Cymbals (shared with Perc. 5)

Percussion 3
Drumset (see note 2)

Kick Drum
3 Toms 
Field Drum & Splash Cymbal 
Hi-Hat
Ride Cymbal
China Cymbal
Sizzle Cymbal

Aux.
2 Splash Cymbals with straps, used as crash cymbals.
Cajon
Cardboard Tube (see note 11)
Rolling Popper Toy (see note 11)
Balloon (see note 11)

Percussion 4
5-octave Marimba
3 Gongs on Table (see note 3)
Pair Crash Cymbals
Suspended Cymbal
Power Drill (see note 11)

Percussion 5
5 Timpani (see note 4)
Log Drum (see note 5)
Pandeiro 
Audio Player (see note 11)
Finger Cymbals (shared with Perc. 2)



Percussion 6
Vibraphone
Large Tam-Tam (see note 1)
3 Wood Blocks (see note 6)
Frame Drum
Hardback book (see note 10)
Balloon (see note 11)

Communal Instruments (Upstage – see note 7)
Main

Large Bass Drum, laid sideways
Long Metal Pole or Pipe, laid across two tables (see note 9)
Large Wood Box (e.g. as for Mahler's 6th symphony)

General Notes about instruments:

1. Percussion 1's Wind Gong and Percussion 6's Tam-Tam should match as closely as possible in 
timbre when the Wind Gong is hit fortissimo and the Tam-Tam is bowed at fortissimo.

2. For Percussion 3's drumset. The kick drum should be very dry and punchy. Replacing the toms with 
various other drums (e.g. a surdo, a Chinese drum, and a timbale) is strongly encouraged – aim for 
variety rather than homogeneity. A field drum is used instead of a standard snare; a small splash cymbal
with a strap is placed on the head and counts as a separate surface. This splash cymbal may be one of 
the pair used as small crash cymbals. Optionally, a Meinl drumbal may be used on the field drum 
instead of a splash cymbal. The ride cymbal should have the darkest timbre available, and the sizzle 
cymbal should be quite a bit higher in pitch than the China cymbal.

3. Percussion 4's 3 gongs are preferably Heng-style gongs. If those are unavailable, small tam-tams are 
acceptable, and tuned gongs should be used only as a last resort. In the latter case, find gongs that have 
the least amount of pitch.

4. Percussion 5's timpani part is very difficult, and may optionally be split between two players (a part 
for two players is available but not in the score). In general, favor articulate mallets unless something 
else is called for, even in pianissimo rolls.

5. For Percussion 5's log drum, a traditional West-African krin is to be preferred over a tongue drum. 
If only the latter are available, try to find an instrument with the least clear pitch.

6. Percussion 6's wood blocks should be the largest available, but do not use temple blocks.

7. Percussion 1’s unmounted tam-tam is to be held and played with the same technique as a frame 
drum in V. Goofball. If a gong suitably loud enough to balance with the other instruments cannot be 
found, it may be mounted and played with hands and/or mallets.



Upstage Station:

8. All of the players will occasionally be asked to move from their main instrument to an instrument 
upstage, and back. This should be done matter-of-factly, without any dramatic flair. The upstage 
instruments may be obscured by a curtain or other obstruction, in order to hide these instruments.

9. The metal pole or pipe should be laid horizontally across two tables, probably using towels. When hit
with a standard carpenter's hammer, it should sound as close as possible to the “Mark VII Limited” 
hammer sound, which may be heard here: https://www.youtube.com/watch?v=ODYS8aIBv7c   If no 
pole or pipe that can make this sound is available, any suitable piece of junk metal may be used; in this 
event anvils should be favored over brake drums.

Auxiliary Instruments:

10. I. Chimera calls for Percussion 6 to play on a hardback book. This should be a textbook, and 
preferably not canvas bound like a library book or score. The manner of playing should be like 
nonchalantly practicing rudiments using the book as a drum pad, as one might have done in school 
outside of the band, orchestra, or practice room.

11. III. Quench calls for a number of toy or other instruments, to be played inconspicuously, save for the
one described in C. below.

A. Percussion 1 strums a steel-string guitar, which needs to project over the ensemble. The exact 
tuning is notated in the score at the entrance (page 100).

B. Percussion 3 yells through a cardboard tube; this could be a regular paper-toweling tube, but a 
wrapping-paper tube might make a more interesting timbre if their voice can project through it.

C. Percussion 3 also vigorously rolls a toddler’s popper toy. This gesture can be quite conspicuous –
as a child playing with the toy – to the extent that the player has room and time to do so.

D. Percussion 4 plays a power drill. This is preferably one that takes a second or two to stop after 
the trigger is released. Optionally, the player may also mimic the sound of the drill with their 
voice, saying “yinnnnnnnnnn.”

E. Percussion 5 plays a short audio sample through a loudspeaker. This can be done from a 
computer, CD player, or any other audio source. The sample is available with the score.

F. Percussion 1, 3, and 6 all use balloons at the end of the movement. These should be normal party
balloons. Percussion 1’s and 6’s balloons are to be inflated quietly onstage. Percussion 3’s two 
balloons should be inflated ahead of time. They are instructed to rub them together; if that does 
not produce a loud, uncomfortable sound, a single balloon can be rubbed with a hand instead.
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+splash bass snare

kick toms field hi-hat ride china sizzle splash crash
       (pair)

cajon

    2 zil bells
(or equivalent)

wind gong tam-tam "frame drum"

dum tak snap

   bass
or mallet

tone slap

     3 congas
(or other skins) slapstick

sim. sim.

       3 table gongs
(heng gongs or small tams)

É  = dome

É  = center
crash cymbals
        (pair)

susp. cym.

log drum pandeiro

thumb heel/toe slap

wood blocks tam-tam frame drum

dum tak snap

bass drum

rute on rim

wood box metal pole (other aux. instruments
are specified in score)

Instrument Key
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q = 48

D

D

&
&

+ (() ' ' (- ((()-
*
+ (((),)

1 ' + ( '

( ( ( ( ( ( ( ( ( ( ( ( (

&
+ (((,), 01 () / (7 ((,,

/
(((), 01 '

(, / ((,,
/ (((, 01 +

8(, 7

(, / ((()- 0
1 ((,, / +

() / (((,,, 01 (/ (, /
() / () / (((-- 0

1 () / +

4 56 6 4 ' + 56 6

( ( ( ( + ( ( ( + ( ' ( ( (

22

(, (
(, (- (((-- * + () (((-- * 4 ((-- ((()--

1

11I. Chimera - Score
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$
%

!

$
%

!

$

&'

&'

&'

&'

&'

&'

&'

&'
&'

&'

&'

Upst.

Glock.

Upst.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

( ) * + , * +*- * * * ,-, , , *- * * *

) ,,./ + ,. ,0 ,, ) , ,,,0
1

,
2

, , , , , , , , , , , , ,

,,,
3
4

,/ 5 ) ,,.0
5
,5 ,,,0 34 6,5 ,,,/ 47 ,. 5

,0 5 ,. 5 ,. 5 ,,,34,,,. 34 ,,0 5
,. 5 ,,. 5

,,. 5 ,,,0 34
8,,// 5 ,,,//

4
9

,,// 5
+ ) ,,,0. 4

:

:
:

) , , , , , , , , , , , ,

23

) ,. ,,,./
1 +

,
,.
.

,
,2 ,,,0/ 1 ,0

;  <  =
(Sost.)

Bass Drum
with four timbale sticks or other
light wood-head/wood-shaft mallets

1 2 3 4 1 2 3 4

sim.

very fast ruff with four
sticks, like rolled chord

(rim) (head)

>

to Marimba

;  <  =

; ? =

; ? =

;  <  =

Box

Pole

+ * @ ) * + + ) **- * * * *- * * * *- * * *

,, ) ,,./ ,.
,,,/.
1
) ,,,. 4 + ,,0 , +

) , , , , , , , , , , , , ,

) ,,0.
5 ,A ,5 ,5 ,5 ,,,.0 34

6
,,.
5 ,A ,,./

5 ) ,,,00 34 ,,.
5
6,A

)
,,,/ 3
4

,5 )
) ,5

) ,. 5 ,,.. 5 ) ,,,00 3
4 6,0 5

,0 A

,0 5

,0 5

:

:
:

, , , , ) , , , ) , + , , ,

24

,,0. ,,,00
0 ,.

,,,00 1
) ,. ,,0 ,,,00 1 ) ,,,000 4 + ,,,00

0 ,,,.. 4

12 I. Chimera - Score



!

"

!

#
$
%

$
%

!

$

&'

&'

&'

&'

&'
&'

&'

&'

&'

&'

&(

&(

&(

&(

&(
&(

&(

&(

&(

&(

&)

&)

&)

&)

&)
&)

&)

&)

&)

&)

Upst.

Glock.

Upst.

Upst.

Vib.

1

2

3

PNO.

4 Mar.

5

6

*++++++++++++

, - - . --/ - - - -/ - - - -/ - - -

. 01 2 003 0 04 . 04 2

0 0 0 0 0 0 0 0 0

00
5 0001 67 05 08 00033 67 0041

5 0001 79 05
:
004
8

04 5

00041 67 . . 0004 67 04 5
00044 79 . ;0013

8

< %

<

. 0 0 0 0 0 0 0 0 0

25

2 0003 = . 004 01 01 000=

<

< !

0 > >?

,? ,?
01@4

04 04 04 04
04 01 01 03

0 > >?0/ 01 01 01

04 > >?0/ 04 04

0 > >?

26

<

A
BC

Choose mallets which minimize bar-contact
noise, but which are articulate and emphasize
higher partials on loud notes in lower octaves.
Not as hard as the mallets for rehearsal J.

(gliss.)D

Ped.

?

?

?

3" 5"

E

E

D

q = 64

q = 64

(Sost.)

13I. Chimera - Score
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%&

%&

%&

%&

%&

%&

%&

%&

%&

%&
%&

%&

Upst.

Upst.

Upst.

Timp.

1

2

3

PNO.

4
Mar.

5

6

'( )

*'+
' *'+

, '- )

)
''''../
0

'''/ 0

)

'''0
''''// 0 )

1

2''+ ''// + 2''.

*''+ ''/+
*''.

*' ' *'
1

27

2'+ '+ 2'

3

Bass Drum
with heavy wood beater

muffle w/ forearm

4

Congas
with triangle beaters

Pole
with heavy brass mallet

3

3

Choose mallets (4) which get the darkest, most resonant tone
from the wood blocks with minimal contact noise, and
which are suitable for standard tone quality on the vibraphone.

Wood Blocks

5

3
Box

mute w/ hand

3 6 3

3 6

1

1

1

'/ '. ' '7 ' '7 ' '/
'/ ' '7 ' '/ '. '7 '. '.

'7
9 9

8 0 9 '/ '. '. '/ '. '/ '. '/
'/ '. '7 ' '/ '

1

' )': '. '. '.

'/ )': '/ '/

1
1

28

1

U.C.

Delicate, ad lib.
No crescendo.

(gliss.)

6

to timpani

5

14 I. Chimera - Score
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%%

%%

%%

%%

%%

%%

%%

%%

%%

%%
%%

%%

Upst.

Timp.

1

2

3

PNO.

4
Mar.

5

6

&''''''''

&'''''''''

(

(

(

) ) )* )+ ), ) ) - -9

) )*
- - ) ) )* )+ ),

) ), ) ), ) )+ ), - -9

)* )+ )+
), )+ )* )+ )* )+

./0 1
(

(

(
(

29

(

2
Susp. Cym.
dome }

(

1 3 )4 )4
) 3 )4 ) 3 )3

3 3

(

) ) - 5 6 5 6 3 )* 7) ) ), ) )* 3
9

)

1 3 ) 7) ) ) ), ) 3),

(

(
1 3 ))*4 ))* ))+ 3 ))* ))+4 3 ))*

3 3 3

1 3 ))+, 4 )), ))* 3 ))+, ))*4 3 ))+,
3 3 3

(
(

30

1 3 )4 ) ) 3 ) )4 3 )
3 3 3

8

Ped.

9
::;

:;

8 9 8 9

< 2 < 2

< 2 < 2
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Upst.

Timp.

1

2

3

PNO.

4
Mar.

5

6

%& ' (

%) % * % % % * %) % * % %
3 3 3 3

' * %+ * (
3

(
%%%,, -

%%%%.,. -
*

%%%,, - %%%,, -

%%%%, -

(
3 3

%%%%/// - %%%., - * %%%%///. - %%%%/// - %%%., - (
3 3

0
%%/ %%. * %%/ %%/) %%. * %%/ %%.) * %%/ %%.)

3 3 3 3

%%., %%/ * %%., %%,) %%/ * %%., %%/) * %%., %%/)
3 3 3 3

0
0

31

% % * % %) % * % %) * % %)
3 3 3 3

1

2 3 2 3 24 3 5

4 6 5

Bass Drum

Congas

Pole

muffle w/ forearm

Wood Blocks

(walking to Timp.)

mute w/ handwith heavy brass mallet

1 6 1 61

1 6 1 6

1

1

0

' -78)

0

%/ % % % *
' %/ %/ %/ %/ * %. %. %. 9 *

%. %. %, % %. %. % %/ %. % %. %, %, % % %, %, %
% % %

%. %. %
%/ %/ %/ %/

7 7
7 7

( :;< '

% ' (%= %. %. %. %.

%/ ' (%= %/

0
0

32

0

3

ad lib. sim.

U.C.

F

F

>
(gliss.)

3

13

Strike conga head with triangle beater and without
rebound scrape in a continuous, slow circular motion.

Susp. Cym.

16 I. Chimera - Score



!

!

!

"
#
$

!
$
$

!
$

!

%&

%&

%&

%&
%&

%&

%&
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%&
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%%

%%

%%

%%
%%

%%

%%

%%

%%

%%
%%

%%

Upst.

Timp.

1

2

3

PNO.

4
Mar.

5

6

'(((((((((((((((((

)

* +, + - + + + + + + + +

)

+. +/ +/ +/ * 0 0
1 0
1 0 +/ + +/ +. +. +.

+/ +

)
* ++/, ++2 - ++/ ++2 ++/ ++2 ++/ ++2, ++/ ++/,

* ++2, ++ - ++2 ++ ++2 ++ ++2 ++, ++2 ++2,

)
)

33

* +, + - + + + + + +, + +,

Ped.

3

4

3 5 3 5 3

6 7

6 7 6 7 6

1 0 - +
8 * 0

+, +, + + + + + + + - +, + + + +

1 0 * +8 0

9/ 0+/

1 0
- ++++./

:

: +++2 :
++++./
:

: +++2 :
++++./
:

:
1 0 - +++/// ++++.. : +++/// ++++.. : +++///

)
++/ ++/ ++2 ++/ ++2 ++/ ++2 ++/ ++2 - ++/ ++2, ++/ ++2 ++/

++2 ++2 ++ ++2 ++ ++2 ++ ++2 ++ - ++2 ++, ++2 ++ ++2

)
)

34

+ + + + + + + + + - + +, + + +

5
6

;<

5 3 5

muffle w/ forearm

mute w/ hand

6 7 6 7

6

6

7 6 7
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%%

%%

%%

%%

Upst.

Timp.

Tuning

1

2

3

PNO.

4 Mar.

5

6

&''''''''''''''

&''''''''''''''

(

)* ) ) ) ) ) + ) ) ) )* )

(

(
(
(

)),* )) )), ))* )), )) + )), )) )), )),* ))

))-- * ))- ))-- ))-* ))-- ))- + ))-- ))- ))-- ))-- * ))-

)-* ) ) ) ) ) + ) )- ) )* )

)- ) ) ) ) ) )

35

)* ) ) )* ) ) + ) ) ) )* )

I.

V.

II.

IV.

III.

Mute the drums and choose hard felt mallets to
allow the decay to match that of the marimba as
closely as possible while maintaining clear pitch.

III. IV. V.I. II.

*

* From here to the end of the movement, the timpanist changes two pedals at a
time. Dashed slurs illustrate pedal changes; dashed lines indicate when a pedal
stays at the same pitch for two attacks. An arrow pointing away from a note
means that a drum is tuned to a new pitch and left. The tuning staff helps keep
track of global changes in the drum tuning. It is acceptable to eliminate a few of
the local changes for ease of performance, but global changes should be adhered to.

. / . / . /

. / . /

Congas

Wood Blocks

0 1 0 1

0 1 0 1 0 1

(

) ) ) ) )* ) + ) )* ) + ) )

(

2 )- )- )3 )- )- 2
)-

2 ), )3 ), )3 ), 2)3

(

)), )) )), )) )), )) + )), )),* )) + )), ))

))-- ))- ))-- ))- ))-- ))- + ))-- ))-- * ))- + ))-- ))-

) ) ) )- )* ) + ) )*
) + )- )

36

) ) ) ) ) ) + ) )* ) + ) )

.

Ped.

/
45

45

. /

. / . /

0 1 0 1

0 1

18 I. Chimera - Score
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%&

%&

%&

%&

%'

%'

%'

%'
%'
%'

%'

%'

%'

%'

Upst.

Timp.

Tuning

1

2

3

PNO.

4 Mar.

5

6

() * +

(, ( ( ( ( ( - ( ( ( ( ( (,

- (. / * * - (. (.

((((0001 2 (((11 2 ((((0001 2 (((11 2 ((((0001 2 (((11 2 - ((((0001 2 (((11 2 ((((0001 2 ((((0001 2 ((((0001 2 -

3
(((411 2 ((((4 2 (((411 2 ((((4 2 (((411 2 ((((4 2 - (((411 2 ((((4 2 (((411 2 (((41 2 (((41 2 -

((4 ((, ((4 (( ((4 (( - ((4 (( ((4 ((4, ((4, ((4

((00 ((0, ((00 ((0 ((00 ((0 - ((00 ((0 ((00 ((00 , ((00 , ((00

(, ( (
(0 ( ( - ( ( ( (0

(1 (
,

(0 (0 ( ( ( ( ( (

37

( (, ( ( ( ( - ( ( ( (, (, (

5

IV.

6 7 6 7

6 7 6

Take heavy wood beater, triangle
beater, and superball mallet.

Bass Drum
wood beater

5

Pole

I. II. III. IV. V.

with heavy brass mallet

muffle w/ forearm

5 8 5

5

5

5 8 5 8

mute w/ hand

3

( (, ( - ( ( ( ( (

3

3
3
3

(( ((4 (( - ((4 (( ((4 (( ((4

((0 ((00 ((0 - ((00 ((0 ((00 ((0 ((00

(
(0, ( - ( ( ( ( (

38

( ( ( - ( ( ( ( (

7 6 7

to Drumset

8 5 8

19I. Chimera - Score
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%&

%&

%&

%&

%&

%'

%'

%'

%'
%'
%'

%'

%'

%'

%'

%'

%'

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4
Mar.

5

6

(

) *+

(

,- , ,-
,. ,.

, ,
,. , ,.

,. ,
,- ,

,.

, ,.
,.
,-
,. ,.

,

,

,.

,. ,

,-

,- ,.

,-

, ,.

,.
,.

,. ,
6 6

6
6 6

6

) / 012 3 042 /

, / ) ),5 ,- ,- ,- ,-

,6 / ) ),5 ,6

(

,6 , , , , , ,

(

39

0
, 0 7 3 , 0 7 3 /

/ 3 3 0 , 3 0 8
3 3

9
U.C.
Ped.

ad lib. sim.

: : : : : : :

G

G

;
(gliss.)

;<

99

resonator glisses (range not exact)

<

Congas circular-motion scrape

(walking to Drumset)

Susp. Cym.

I. II. III. IV. V.

= > = >
= > = >
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!

!

!

"
#
$

!
$
$

$

$

!

#

%&

%&

%&

%&
%&
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%&

%&

%%

%%

%%

%%
%%
%%

%%

%%

%%

%%

%%

%%

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4
Mar.

5

6

'

( ) * * +,
+ * +, +, + * + + * + + +6

6 6

'

+ +- +. +. +-
/ /

6

'
'

'

( ) * * ++, ++ * ++ ++ ++ * ++ ++ * ++ ++ ++
6 6 6

( ) * * ++, ++ * ++ ++ ++ * ++ ++ * ++ ++ ++
6 6 6

( ) * * +, + * +, +,
+- * + + * + + +

6

6
6

+- + + + + + +

0
* * * * +,

+ * + + + * + + * + + +6

6 6

40

10

(U.C.)
(Ped.)

2 3

2 3 2 3

Wood Blocks

4 5 4 5

4 5
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Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

& ' ( ) ) * +6' ( ) ) ,
6

) , , ) , , ,- , ) , , ) , , , ) , ,- , ) , , ) ,-
6 6 6 6

.

.
& ' ( ) ) ,,,// ( ,,,,0/0/ ( ,,,/0/ ( ,,,,// ( )

6

6

& ' ( ) ) ,,,,/ ( ,,,/0 ( ,,,,/ ( ,,,/0 ( )
6 6

) ,, ,, ) ,, ,,- ,, ,, ) ,, ,, ) ,, ,,- ,, ) ,, ,,- ,, ) ,, ,, ) ,,
6 6 6 6

) ,, ,, ) ,, ,,- ,, ,, ) ,, ,, ) ,, ,, ,, ) ,, ,,- ,, ) ,, ,, ) ,,
6 6 6 6

) ,1
, ) , , ,- , ) , , ) , ,1

, ) , ,1
- , ) , , ) ,-

6 6
6 6

) , , ) , ,- , , ) , , ) , ,- , ) , ,- , ) , , ) ,
6 6 6 6

41

.

2

3 4 3 4 3 4

3 4 3 4 3

Bass Drum
Strike frame of bass drum stand with triangle beater.
If possible, find a spot to strike that rings a little.

2wood beater

Congas

Wood Blocks

(Ped.)

2 5 2 5 2

2 5 2 5 2 5
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Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

%&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&

'

( ) ( ( ) ( ( ( ) (* ( ) ( ( ) ( ( ( ) ( ( ) ( (*
6 6 6 6

'

(

) (+ (+ (
( (, (

( (
(+ ( (, (,

(- (+ .+

((* ) (( (( ) (( (( (( ) (( (( ) (( ((* ) (( (( (( ) (( (( ) (( ((
6 6 6 6

((+* ) ((-- ((+ ) ((-- ((-- ((+ ) ((-- ((+ ) ((-- ((+* ) ((-- ((-- ((+ ) ((-- ((+ ) ((-- ((--
6 6 6 6

( ) ( ( ) (- ( ( ) (-
* (+ ) (-

(- ) ( ( ( ) ( (+ ) (-
(*

6 6 6 6

(- ( ( ( ( ( ( (-

(* ) ( ( ) ( ( ( ) ( ( ) ( (* ) ( ( ( ) ( ( ) ( (
6 6 6 6

42

'

/

Ped. 0

II.

12

3 / 3 /

/ 3 / 3
I. II. III. IV. V.

4

5 6 5 6

6 5 6 5
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Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

'((((((((((((((((((

'((((((((((((((((((

) |

*

+ , + + , + + + , + + , + + + , +- + , + + , + +
6 6 6 6

. / , , +- , 0 06

/ 1 + +2 + 3+ 1+

/ 1 +2 +2 +2 3+2 1
+ + +4

+2

* + +5 +

++ , ++ ++ , ++ ++- ++ , ++ ++ , ++ ++ ++ , ++ ++ , ++ ++- , ++ ++
6 6 6 6

++5 , ++22 ++5 , ++22 ++22 - ++5 , ++22 ++5 , ++22 ++22 ++5 , ++22 ++5 , ++22 ++5- , ++22 ++22
6 6 6 6

+ , +2 + , + +5 + , + +2 , + +2 + , +5- + , +2 + , +2 +
6

6
6

6

+ , + + , + +- + , + + , + + + , + + , + +- 1 3
6 6 6 6

43

*

6

7 8
9 :

9 :

7 8 7 8

8 7 8

Congas

(Ped.)

With bundle sticks e.g. Vic Firth Rute sticks
or Tala Wands, or PROMARK Hot Rods.

Wood Blocks

Drumset

; <;

< ;

<; <

7

*

+ , + + , +- + , + + , + +- + , + +- + , + + , + +
6 6 6 6

= , + + , 0 =
-
, + + , 0 =

-
+ , 0 0 = , + + , 0 0

-
6

6 6
6

=

*

>4 .

>5 .

++ , ++ ++ , ++ ++- , ++ ++ , ++ ++- ++ , ++ ++ ++ , ++ ++ , ++ ++-
6 6 6 6

++5 , ++22 ++5 , ++22 ++5- , ++22 ++5 , ++22 ++22 - ++5 , ++22 ++22 ++5 , ++22 ++5 , ++22 ++22 -
6 6 6 6

+ , +5 + , +- +2 , + + , +2 +5- + , + +- + , +2
+2 , +5 +

6
6

6
6

*

44

1 3 , , ++++
25 ++++5
2 , ++++

25 ++++5
2 , ++++

2 ++++
25 ++++5
2 , ++++

25 ++++
25 ++++5
2 , ++++

25 ++++5
2 , ++++

25 ++++
25

6 6 6 6

7 8 7 8 7

7 8 7 8 7 8

(no accents)

<

<; <; <;

< ; <; <
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%%

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

' |

( ) * * + + * *6

(, ( * ( ( * ( ( ( * ( ( * ( ( ( * (
6 6 6

( + * + ( * - - + * ( ( * - -, (, * -
6 6

6

(((((.///0 1 (((((0 1 * (((((.0 1 (((((0 1 * (((((.0 1 (((((.0 1 (((((0 1 * (((((.0 1 (((((0 1 * (((((.0 1 (((((.0 1 (((((0 1 * (((((.0 1
6 6 6

2

((/ 1 ((1 * ((1 ((1 * ((1 ((1 ((1 * ((1 ((1 * ((1 ((1 ((1 * ((1
6 6 6

(( (( * (( (( * (( (( (( * (( (( * (( ((, ((, * ((
6 6 6

((.. ((/ * ((.. ((/ * ((.. ((.. ((/ * ((.. ((/ * ((.. ((.. , ((/, * ((..
6 6 6

(., ( * (. ( * ( (/ ( * ( (. * ( (
(. * (/

6
6

6

2

45

((((
./ ((((/

. * ((((
./ ((((/

. * ((((
./ ((((

./ ((((/
. * ((((

./ ((((/
. * ((((

./ ((((
./ ((((/

. * ((((
./

6 6 6

3

3

4 5 4

5 4

Bass Drum
wood beater

triangle beater on stand

33

6

3 6

3 6
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%&

%&

%&
%&

%&

%&

%&

%&

%&

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4
Mar.

5

6

' |' |

(
)

* + ,) -* ,
)

,. * /

,0 ,
, ,1

, ,1
,1 ,1

,

,1

,0
,
,0

,1
,

,1

,1
,1
,0

,15
5

5
5

/ * + 234

, * /,5 ,0 ,0 ,0 ,0

,6 * /,5 ,6

7
,6 , , , ,6 , ,6

46

* 2 2 2 2 2 2
3

8
ad lib. sim.

Ped.
U.C.

H

H

9
(gliss.)

8: 8:

resonator glisses (range not exact)

;

Bass Drum
Rub bass drum head with superball.

:                      9                     :   (swell ad lib.)

I. II. III. IV. V.

circular-motion scrape

8

8

(

<- *<-

7

,

, ,0 ,0
,1 ,

,
, ,1

,1
,1

,0

, ,1

,1

,1
,1 ,1

, ,0

5
5

5 5

* 2 /2
5
= 23 23 2=4

7
7

7

47

< 2  2 2 2  2 + <
3

4-mallet ruff over the surface of the cymbal.

1 2 3 4
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%&
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%%
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%%

%'

%'

%'

%'
%'

%'

%'

%'

%'

%'

%'

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4
Mar.

5

6

())))))))))))))))))))))))))))))))

())))))))))))))))))))))))))))))))

** |

+

,- . , , ,
5

/- . 0 , ,
5

+
+

,1

+
,,- . ,, ,, ,,

5

,,2- . ,,22 ,,22 ,,22
5

,2 - . ,2
,2 ,

5

,2 , ,2 , , ,2 ,1

48

,,,,3 . ,,,,
3 ,,,,

3 ,,,,
3

5

(Ped.)
(U.C.)

I.

{  xD Ì=  x  }

{  xD Ì=  x  }

4

5 6

5 6
I. II. III. IV. V.

4 7

4 7

8 + 9 09 ,

, , ,- . , , ,- . , , , ,- ,-

/ ,- / . ,- / / . 0 , , / /-

9
,2 ,2 ,1 , , 8
3 ,

8 + 9 ,,,,,31311 : $

9 , , , , , + 9 ,,,:
3

,1

;
,, ,,- ,, . ,,- ,, ,, . ,, ,, ,, ,, ,,-

,,2 ,,22 - ,,2 . ,,22 - ,,22 ,,2 . ,,22 ,,22 ,,22 ,,2 ,,2-

, , ,1- . ,2 , ,2- . , ,2 , ,1- ,2-

49

,,,,3 ,,,,
3 ,,,,3 . ,,,,

3 ,,,,
3 ,,,,3 . ,,,,

3 ,,,,
3 ,,,,

3 ,,,,3 ,,,,3

< =

< =
4

(no Ped.)

5 6 5 6 5

5 6 5 6 5

triangle beater on stand

wood beater

5
5 6

6

4 7 4 7 4

4 7 4 7 4

4

(q = 80)

(q = 80)
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%&

%&

%&

%'

%'

%'

%'

%'

%'

%'

%'

%'

%'

%'

%%

%%

%%

%%

%%

%%

%%

%%

%%

%%

%%

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4
Mar.

5

6

(  )* |

+ , + - .

/ / / / , / / /0 , / /0

+
0 / / 1 , /0 / 1 , 10 1

2
/////33334 5 /////4 5 /////4 5 /////6363 5 , /////4 5 /////4 5 , .$ #

///33 5 ///33 5 ///33 5 ///33 5 , ///33 5 ///33 5 , .

2
//0 // // // , //0 // // , //0 //

//44 0 //44 //44 //4 , //44 0 //44 //4 , //44 0 //4

/ / /4 /4 , / /3 /0 , / /0

50

////
6 ////

6 ////
6 ////6 , ////

6 ////
6 ////6 , ////

6 ////6

( 7 *

(  8  * 9 8 9 8 9

( 7 *

9 8 9 8

( 7 *

Bass Drum
triangle beater on stand

Congas

: 7 : 7

: 7 : 7 :

( 7 *
.

/ / / / ,
5

+ / / 1 ,
5

.

. $

.

.
// // // // ,

5

$

//44 //44 //44 //4 ,5 $

/4
/4 /4 /3 ,

5

51

////
6 ////

6 ////
6 ////6 ,
5

{  x  =  xD Ì}

{  x  =  xD Ì}

9

:

(q = 64)

(q = 64)
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%&

%&

%&

%&

%&

%&

%&

%&

%&

%&

%&

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4
Mar.

5

6

'' |

' |

(
)

* +) +), +
)

+ +
)

+ ,

* , - ./
0./ 1 ,

+2

+3 +3 + +2

+4 +3 + +4 +4 +4 +4 +4 +3 - - +4 + +3 +3
+4

- -
+ + +3 +2 +

7

7 7 7+3 +3 +4 +
+4 + +4 +3 +2 + +3 +3 - +4 + + +2 - + + +2

7

7

7

5 * ..
6
7 .8 .8 .71

+3 * 5+6 +3 +3 +3 +3 $

+2 * 5 $

9
+2 + +2 + +3 +2

52

, . . +
. - ,+ . - , *

:

Ped.
U.C.

ad lib. sim.

I

I

;
(gliss.)

< << <

resonator glisses (range not exact)

=

=

circular-motion scrape

Roll on sizzle cymbal with the fingernails
of one or both hands, as if typing.

>
with superball

                     :                     >   

I. II. III. IV. V.

(swell ad lib.)

1 2 3 4:

? @
? @
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%'

%'
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%'
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%'

%'

%'

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

(  )* |
) |

+

,-. - / 0 ,-. ,-. - / 0 ,-

,-. - / 0 ,1 ,2
3. 2

3.4/ 0 ,15-.
,61 671

-8

9 / ,,,,----:::: ,

-----;8;8 ,

/ 0 ,,,,----:::: ,
- / ,,,,,-----:;: ,

--;; , /
0 ,,,,,-----:;: ,

,,--8. --8 / 0 ,,--8 ,,--8. --8. / 0 ,,--8 #

,,--. -- / 0 ,,-- ,,--. --.
/ 0 ,,-- #

,-
. -8 / 0 ,-8.

,-
. - / 0 ,-8

53

,,
,,
----8
: ----;

: / 0 ,,
,,
----8
: ,,

,,
----8
: ----;

: / 0 ,,
,,
----8
:

<

(U.C.)
(Ped.)

ad lib. sim.

= > = >

= > = >

Congas

Place some large pieces of slightly crumpled paper on bass drum head, but do not
cover entire drum. Take two heavy braided wire brushes, e.g. Vic Firth Dreadlock.

<

< ? < ?

< ? < ?

+

+

2@
3

2@
3

2
A
4 B /-

-8 C

D -8 -; - -; -8 -; -8 -8 - - B B B -8 -; -8
6

7

-
-8 -; -8 -8 -8 -8

7

-; 9 9-E -; -; -; -;

-8 9 9

+

-8 - - -8 - - -8

54

+

* During this run, the page-turner places a large piece of paper over 
the strings of the lowest register, affecting A0  to C2  from here to the 
end of the movment. Preferably the size and weight of the paper 
should add more of a crunch than buzz to the short notes, while 
still allowing the final note to let vibrate for a few seconds with buzz 
(the final sustain is more important. If there is no page turner, use 
the optional fermata to allow the pianist time to place the paper. 

F

Ped.
U.C.

(G* *

F
(gliss.)

I. II. III. IV. V.

Slowly close hi-hat.

(G*

<

(buzz roll)
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%&

%&

%&

%'

%'

%'

%'

%'

%'

%'

%'

%'

%'

%(

%(

%(

%(

%(

%(

%(

%(

%(

%(

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

)

)

)

*+ * , -

*+ *+ * *. */ */ *. *. */
9

* *. * */ *. *.
*/ * *+ */ * *+ *+ */ * */ *

9

0

)
) $

)

55

)

(U.C.)
(Ped.)

1

(hi-hat sizzle)

*2 * * * * * * , *2 * *

)

3*2 * - 4 3* 3
35*
6 5 - 4 375 8*

)
33**9
**.. : - 4 33**. : 33**+ :

**/. :
- 4 33**/ :

3*9 *: - 4 3*: 33**: *:
- 4 3*. :

*
2

*+
* **++ * *+ * , *2

*+
*

*+2 */ * *+ * *+
* , */2 *+ *+

*+ */ * *+ * * *+

56

*2 *+ */ * */ * */ , *+2 *+
**

(octave clef )

; 1

J

J

; 1 ; 1

; 1 ; 1

; 1

Play on paper with braided wire brushes.

with rattan

Choose the hardest rubber mallets that may
safely be used without damaging the instrument.

Choose hardest mallets that still allow balance with the
rest of the ensemble (harder than in the previous passage).

with wood mallets

I. II. III. IV. V.

1

Make each note about the same length.

to Pole upstage

; 1

1

(q = 64)

(q = 64)
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%&

%&

%&

%'

%'

%'

%'

%'

%'

%'

%'

%'

Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

( ) * ) ) ) ( )+ ) ) ) ) ) ) )+ )

,

) )
+ ) * ) -) ./)

- ) 0 * )+
) -) .) ) )3

3 3
3

3

))11 2
))34

))1 2 * ))55 2 ))53 2
))31 2

))55 2 ))33 2
* ))314 ))33 2

))53 2 ))55 2 ))55 2
3

3
3 3

3

)3 2 )4 )2 * )2 ))2 )3 2 )2 )1 2 * )4 )2 ))2 )2 )3 2
3 3 3 3 3

( )3 * ) ) )1 ( )+ ) ) ) ) ) )
)5+ ))55

( ) * )5 ) ) ( )3
+

)5 )5
)5 ) ) ) )3+ )5

57

( ) * ) )3 )1 ( )+ ) )3 ) )3 ) ) )5+ )

6 7 6 7

6 7 6 7

6 7 6 7

6 7 6 7

8 7 9
Bass Drum

with braided wire brushes

(walking to Pole)

8 7 9
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Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

' ( ' ' ' ' ') ( ' ' ' (
6 6

*

+ , - ') , +' ./'
3 3

''01 2
, ''0 2 ' ''00 ' '' ' ''1 ' ''1
3

'0 2
, '1 2 '3 , ''2
3 3

'') ( ' ' '1 (
6

'4 ( '4 '0
' '6

'4 ( '4 ' ' ' '4
)

( '0 '4
' (

6 6

58

' ( ' '1 '0 ' '') ( '4 ' ' (
6

6

5

6

5 6

solo

5 6

5 6

' ( ( ' ' ') ( ( ' ' ( '
6 6

*

' ' ' - , +3 3

'1 '1 '1 7'1 '''11 8'1 '''11 7'0 '''044 7' '''44 8'1 '''110 7'1 '''11
3

'2 '0 2 '2 '1 2
, '0 2

3 3

'0 ( ( ' '0
''44)

6

( ( '4 '0 ( '6

'4 ( ( ' ' '4) ( ( '4 '0 ( '6 6

59

'4 ( ( ' ' '') ( ( ' '1 ( '
6

6

5 6

5 6

5 6
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Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

& & & &' & & ( & & & & &'
6 6

)

*& +&'
& ( & & , & * ( *& +-&'

5 5

&./ &0 ( &0 &. 0 &0 &. 0 &. 0 ( &./
5 5

&&/ &0 ( &0 &1 0 &2 0 &0 &1 0 ( &&/
5 5

& & &1 &' & &
( &2 & & &1 &'

6 6

& &. & &.'
&. &1 ( & & & &.

&.'
6 6

60

& &. &1 &' & &
( &2 &1 & &1 &'

6

6

3 4 3

3 4 3

3 4 3

33 4

5 4 6

Bass Drum
with braided wire brushes

(walking to Pole)

5 4 6

( & & & ( & ( ( & & &' ( ( & & ( & & & & &' & & (
6 6 6 6

)

& & , 7 & * & &
'

*&+8& 7 & &3 3 3
3

&&11 0
&&2 0 &&11 0

7 &&22 0 &&12 0
&&.. 0 &&1/ &&.1 0

7 &&2 0 &&22 0
3 3

3 3

&0 &0 &2 0 7 &1 0 &1 0 &0 &/ &&0 7 &0 &0
3 3 3 3

( & & ( & & & & &'

& & (6

6

( & & & ( & ( ( & &. &' (
6

6

( &. &. 9&.
' &. : & & & &.'

&.'
9&; &

' &. & & &. & &.'
&
&. (

6

61

( && & &2 ( & ( ( & & &&' ( ( & & ( & &. &1 & &' &2 & (6

6

6

6

4 3 4

4 3 4 3 4

4 3 3 4

4< =

solo

4
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%&
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%&

%&

Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

' ' ' ' ( ') ' ' ( ' ( ( ' ' ' ( ( ') ' (
5 5 5 5

*

+ , ' - + -
)
- - - - - - - - - .- - /- .3

3 3
3
3 3

3
3 3- + ' -' . '- / ' , - '

3
3 3

+ ''0 1
'2 1 '2 1 + '3

''00 1 '4 1 '4 1 '1 + '4 13 3

3 3

+ '2 1 '1 '0 1 + '3 ''1 '0 1 '1 '2 1 + '1
3 3 3 3

')
'' ' ( ' ( ( '2 ' ' ( ( ') ' (

5 5

5

'0 ' ' '4 (
5

'0 ' ' '4 ( ') '4 '4 ( '0 ( ( ' ' '4 ( ( '
) '4 (

5 5 5 5

62

'4 ' '0 '4 ( ')
'' ' ( '4 ( ( '0 '0 '0 ( ( ') ' (

5 5

5

5

5 6

5 6 5 6

5 6 5 6

5 6 5 6

solo

5

' ' ' ' ' ') ' ( ' ' ' ( ' ' ')
5 5 5

*

7- 8 + 8 7
7-' .79')

( 7 ' ( ' 8 7'

7'4 1 '4 7 '4 7 '4 7 ( 8 77'': '7 '7 '7 8 ' '4 ' ;'0 ''4 ;' ''4

7'0 1 8 + 8 77''3
( 7 '1 ( '0 1 8 7'1

'4 ' '4
'4 '

5

') ' ( ' ''44 '4 ( '4 '
')

5

5

'4 ' '0 '4 ' '4)
' ( ' '4 '4 ( '0 ' '4)

5 5 5

63

'4 ' '4 '4 ' ') '0 ( '0 ' '0 ( '4 ' ')
5

5 5

5

< 6 = 5 6

K

K

5 6 5

solo

5 6 5

5 6 5

6
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Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

& ' & & ' ' ' & ' ' ' & '( ' '
5 5 5

)

& * + & , - *' *
*,' ./'(
' 0 - *'

''1 '2 ''1 '3 ''33 '3 ''23 ( **''33 **''24 '3 5 0 - *'2 5

& * '1 5
& '2 5

- *'5 **''6 '2 5 0 - *'5

& '2 & & '1 '' '2 & & '3 '3 & '(

'2 '3
5 5

5

& ' & & ' '3 '3 & & '2 '2 & '( '3 '3
5 5

5

'3 '2 '3 ' ' ' '3 '

64

& ' & & '
'' ' & & '3 '

& '2( ' '3
5

5 5

7 8

8 7 8

8 7 8

8 7 8

Bass Drum
with braided wire brushes

9 8 :

I. II. III. IV. V.

9 8 :

' ' ' ' & '( ' 0 ' ' ' 0 ' 05 3 3 3

)

' , & & + & ' '(
,' .;' & ' , ' ' + & '(

,' .;'
, ' & & ' &

6 6 6 6

'1 5 '1 5 & & '5 & '3 5 '34 ''22 5 & '2 5 '1 5 '1 5 '1 5 '5 & '34 ''22 5 '1 5 '2 5 & & '1 5 &6

6 6

6

'5 '5 & & '1 5 & '5 '26 ''5 & '5 '2 5 '5 '5 '1 5 & '26 ''5 '2 5 '5 & & '5 &
6 6 6 6

0 '3 0
3

' '2 '1 ' & '( '3 0 '
'1 '

5

3
3

' '2 '3 '2 & '( '3 0 '3 '2 ' 0 '2 0
5

3
3

3

65

'2 '1 ' '3 & '2( ' 0 ' '1 '2 0 '3 0
5

3
3

3

7 8 7 8

7 8

7 8

7 8
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Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

' ( () ( ' ' ( ( ' ( ( (
3 3 3 3

*

( + () , - -( ./( ( ( + , ( -
) , , ( ( -( ./( , , + , ( ( -

)
6 6 6 6

(0 1 (1 (23 , (2 1 ((44 1 (2 1 (4 1 (4 1 , (0 1 (03 , , (2 1 (2 1 ((44 1 , , (1 , (4 1 (4 1 (05
6 6 6

6

(1 (0 1 (45 , (4 1 ((1 (1 (1 (0 1 , (1 (45 , , (4 1 (1 ((1 , , (0 1 , (1 (2 1 (45
6 6 6 6

' (4 (0
) (2 (

)
(0 ( (2 ( (2

(2 ((2
6

(2 ((((4442
7

)

3

(
8

( (4 (
(
8 ( (4 (4

9 (2 ( (4
)

9 (4 (2 ((8 ( ( (

' (2 () (2 ' ' ( (2 ' (4 ( (23
3 3

3

66

' (2 (4) (0 ' ' (0 (4 ' (2 (2 (3 3 3

3

: ; : ; :

;:

solo

:
< =

: ;

(gliss.)
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Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

'( ' ' ' ) ' ) ' ' '( ) ' ) ) '
3 3 3 3 3

*

+ ' ' ,' -.' / ' + ' '(
, + + ,' -' ' ' + + / + ' '(

,' -.' + , ' ' ' / + ,' -.'(

6 6 6 6 6

+ '0 1 '0 1 '2 1 + + 3 4 3
6

+ '1 '2 1 ''22 1 '5 1 '0 1 + '1 '6 '2 1 + + ''22 1 '2 1 '0 1 + + '5 1 + '1 '6 ''22 1 + '2 1 '0 1 '2 1 '1 '5 1 + ''226
6 6 6 6 6

'( ) '5 ) ) '23

3
'0 ( '

'2 '2 ) '0 ) '0 '2

3

3

3

'0( ' '2 '2 ) '0 ) '0 ' '0 ( ) '2 ) ) '
3 3

3

3 3

67

'0( '0 '0( 7 '2( '2 ' ''22( '''0
8

1
'''0
8
1 + '5( '2 '0 ' '2 ' '2( '5 + ''2( ) '5 ) ) '2

3

3

9 : 9 : 9 :

L

L

; < : 9:

solo

9: : 9

: 9 : 9

Ped. = = =

> 9 ?

Bass Drum
with braided wire brushes

> 9 ?
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Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

& & ' ' & & ' &( & & & & & & '3 3 3 3 3

)

& * + & * * & & , * * +& -.&(
* + & & * & , & +

(
+& -.& * & &

5 5
5

5
5

)

&/ * &/ &0 / * * &/ &1 / &2 / * * &&113 * &1 / &/ &/ * &0 / &2 / &1 / &13 &&11 / * &/ &0 /
5 5 5 5 5

&1 & ' ' &1 & * * &0 &0 & &03
3

6

4 & & &1 & & & &0 & &0 & &0 &0 & &1 & &0 &
9

&1 &0 ' ' &0
& ' &1( &0 & &1 &0 &

&0 '
3 3

3
3 3

68

&0 &1 ' ' & &2 ' &0( &&11 &1 &0 &1 &1 & '3

3
3

3

3

5 6 5 6 5

6 5

6
solo

6 5
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"
#

"
$

$

$

"

%%

%%

%%

%%

%%

%%

%%

%%

%%

%&

%&

%&

%&

%&

%&

%&

%&

%&

Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

'( ' ' ) ' ) ) ' ' ' ) ) '( ' ) ' ' ' ' ' ' '( ) '
6 6 6 6

*

' ) ' + ) ) ,
(

,' -.' ' ) ) ' ) ' ' + ) ,'
-
.'(
, '

5
5

5
5

*

'/ ) '/ '0 / ) ) '12 ''11 / '3 / ) ) '/ ) '/ '1 / '0 / ) ''112 '1 /
'3 /

5 5 5 5

) '3 '1 ' ) )
''11( '3 ) ' ' '

6

6

'1( '0 '1 ) '1 )
'1
'0 ''00(

' ) '1
6

6

'1( '3 '1 ) ' ) ) '3 '
'3 ) ) '3( '1 ) '1 '3 ' '3

' '3
( '16

6 6 6

69

'3( '3 '3 ) '1 ) ) '1 '0 '1 ) ) ''( '3 ) '3 '1 ' ' '0 ''( '3 ) '0
6

6

6

6

4 5 4 5

4 5 4 5 4 5

6 5 4 5 4 5

4 5 4 5 4

solo

Bass Drum
with braided wire brushes

7 5 8

7 5 8

' ) ' ) ) ' ' '( ) ) ' ' ) ' ' ' ' '( ' ' ) ' ) '
6 6 6 6

*

' ' ) + ' ,' -'(
' ) , ' ) ) + ' ' ) ) '( ) ,' -.'

5
5

5
5

*
'/ '/ ) '0 / '1 / ''112

'3 / ) '1 / '/ ) ) '0 / '/ '1 / ) ) '32 ) ''11 /
5 5 5 5

' '( ) ) ' '3
)
'0 '0 '1 ' '3(

6

6

'1 ) '3
) ) '1

' ''33 ) '1 ) '

6

6

' '3 '3 '
'3 '3 '3 '1 '1 ' ' ' ' '3 ' '3 '( '1 '3 ) ' ) '

6 3 6

70

'1 ) '3 ) ) ' '1 '0(
) ) '0 '0 ) '1 '0 '1 ' '3( '3 ''11 ) '1 ) '16 6

6 6

4 5 4 5V.S.

4 5 4 5

4 5 4 5

9 5
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"
$

$

$

"

%&

%&

%&

%&

%&

%&

%&

%&

%&

%%

%%

%%

%%

%%

%%

%%

%%

%%

Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

' ' ( ( () ' ' ( ( ' ( ( ( ( () ( ( '
6 6 6

* * ' ' () () () '
6

+ , ' ( ( ( ()
+( -.( ' , + ( ( (5 5

* * / (0 (1 0

(0 (2 0 ' (0 (3 0 (0 (14 ((33 0 ' (2 0 (3 0 (3 0 (0 (0
5 5

' (2 (2 ' (3 ( ( (3 (3)

( ( '
6

6

' ' ( (1 (2) '
6

' ' (1
(1 (3) ' ' (3 ( ' (1 (1 ( (1 (3) ( (3 '
6 6 6

(1 ( (3 ( (1 (3 ( (1

71

' ' ( (3 (2) ' ' (2 ( ' ( ( ( (3 (2) (3 (1 '
6

6

6

5 6 7 6 8

5 6 5 6

5 5 6

9

5 6 5 6
7 8

Pole
with carpenter hammer(s)

I. II. III. IV. V.

( ' ( ( ( / () ( ' ( ( ( ( (

:

' () , ' +( -.( ( + / ( ( ,) (

' (2; (0 ' ((0 (0 (1 0 / (1 0 (3 0 (3; (2 0

' (14 (2 0 ' ((33 0 (3 0 (3 0 / (0 (0 (24 (1 0

:

:

(1 ' (1
(1 ( / (

)
(3 ' (1 (3 (1

(1 (

72

(1 ' ( ( (2 / () (2 ' ((33 (1 ( ( (3

5 6 5 6

M

M

5 6

5 6
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#
%

%

%

#

Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

&' & ( & & & ) & & ( &' & & & &

*

& +& ,-&
& + & .' & & +& ,-&

& & ( + &'

*
&/ &&/ &0 / &0 / &1 / &12 &/ &3 / &&/ &0 / &1 / ( &0 / &&&&01

42

&1 / &&11 / &/ &1 / &/ &35 &1 / &3 / &&/ &/ &1 / ( &1 / &5

*
*

&' &0 ( &1 &0 &1 ) & &0 ( &' &0 &0 &1 &

73

&' &
&&0
6 &&&3

6 &&&
6 &&&&11

1
0
6 &&&&6

&&1 &' &&1 & &3 &1

7 8 7

87 9 : 7

solo

7 8

Ped. ; ;

7 8

Bass Drum
with braided wire brushes

< 8 =

< 8 =

solo

& & ( &' & ( & & & & & &' & &

*

( . +& ,>& & ) & & + &'
+& ,& . & &

*
&&&&000 ?/ ( &&&&01 ?/ ( ( &&01 @ ( A&0 && A&0 &&1 A& &&1 A&0 &&0 ( &2 &&/ &1 / &/ &0 /

3 6 3

( &3 / &&/ &0 / ) &/ &/ &1 / &5 &&11 / &3 / &/ &0 /

*
*

&1 &0 ( &0' & ( &0 & &1 &0 &1 &0' &0
&

74

&0 &1
( &&' & ( & &1 &3 & &0 &&' &0 &1

8

<  7  = 7 8

7

7 8

8 7 8

7 8
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#
$

#
%

%

%

#

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

Upst.

Upst.

Timp.

Tuning

Vib.

1

2

3

PNO.

4 Mar.

5

6

( ( ) ( ( (* ( ( ( ( ( (

+ (* (* (* ,

- ( -( ./(*
( 0 ( - ( ( -( ./(*

-
) ( 1
- -( - - 0 - ( (
6 3

2
(3 4 (3 4 (56 (4 (5 4 (4 (3 4 (3 4 (3 4 ((556 1 (5 4 (4

(5 4 (4 ((557 (4 (8 4 (4 (5 4 (3 4 (4 ((557 1 (8 4 (5 4

2
2

( (3 ) (5 (5 (3* (3 ( ,

75

(5 (
) (3 ( (* (( (5 ( ( (3 (3

9 : 9 :

9 :

9 :

9

solo
;

;
Pole

with carpenter hammer(s)

<(* ( 1 = <( <( ( ) ( = <(

2

-( .( - ) (( - 0 ( - (( - >
-
1 (( ( - .(( ( 0* )) ( 1

-( . ( (

(3 4 ) (4 ) (8
4

(8 4
(56 ) (5 4 (5 4 (5 4

(5 4 ) (4 ) (4 (3 4 (87 ) ((55 4 (5 4 (4

2
2

2

76

<(* (( 1 = <(8 <(5 ( ) (8 = <(8

9
9

:

9 :

:

:
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#
$

#
%

%

#

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4 Mar.

5

6

&'( ' ) * &' + & ' + ' * &'

,

- ' ' .(
-' /0'
' ' - ' ' + -' /0'(

. + +
6 6

'1 2 '1 2 '2 '34 '3 2 '2 '3 2 '1 2 '1 2 '1 2 + '34 '3 2 + +
6

6

,

'3 2 '1 2 '2 '56 ''33 2 '2 '3 2 '3 2 '1 2 '2 + ''336 '5 2 + +6 6

,
,

,

77

&&''33( ' ) * &' + & ' + ' * &'5

7

7

8

8
7
7
8
8

7 8

Bass Drum
with braided wire brushes

9 : ;

9 8 ;

&' '( + ' * &' + & ' + ' * &'

< + + '( '( + '( <
6

' ' - + + ' + ' -' /0'(
' + -. / <

6
6

'2 '2 '1 2 + + '2 + '5 2 '4 '3 2 + '3 2 '2 '1 2 '1 2 '1 2 + '4
6 6 6

,

'2 '2 '3 2 + + '2 + '5 2 ''6 '3 2 + '5 2 '2 '2 '3 2 '1 2 + '6
6 6 6

,
,

,

78

&'5 '5( + '5 * &'3 + & ' + ' * &'5

7
7
8
8

7
7

8

:

7

Pole
with carpenter hammer(s)
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$

#
%

%

#

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4 Mar.

5

6

&' '( ) ' * &' ) & ' ) ' * &'

+

+

&&'',
-

* ) '',,
- * &&''.

- &&'',
- ''..

-
) ''..
- * &&&'''.,

/0

+
&&'',, - * ) '1 - * &'- &', - '. - ) ', - * &'2

+
+

+

79

&'1 '( ) '',, * &', ) & ' ) ' * &'

3
3

4
4

N

N

4 3

solo

' '( ' ' ' ' ' ' '( '

+

+

'''. -5 '''1,1 -5 ) 6' ''.. 6' '',1 6'. '''.,, 6'. ''', 6', ''' &&&&''''-5 ''''. -5 ) '''', -/ * &&&&''''.. 5-
3

3

+
'',, - '- '1 -

7 '. - ', - ', - ) '2

+
+

+

80

'1 '( ' '' '. ', '1 ' '( ',

{  x.  =  x  }

{  x.  =  x  }

3
8  4  9

4

4 3 4 3
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#
%

%

#

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4 Mar.

5

6

& & & & & &' & &

( ( ) & &

*

+ &&,
- &&..

- &&//
-

+ &&..
- &&//

- &&.
- &&&&..,,

01 &&&&..,
1- &&&&//..

2-

*

+ &- &&.. - &, - + &/ - &. - &. - &3 &- &/ -

*
*

*

81

+ & &. & & &. &, &. &. &. & & &/ & & & &, & &. 4 &&

1'
&&&&,,
1 &&&&/..

212 6 3

&, &, &. && &&. &&,

5

5
6
6

6

6
7 5 8

After hitting with one brush, rub
an exposed portion of the bass
drum head with the other brush.Bass Drum

with braided wire brushes

7 9 8
Pole

with carpenter hammer(s)

5

solo

solo

:'
; (

&' <

*

====::::...
1->
??@@

==::.. -
> @?

*
*

*

82

====::::,.
1> @@??

Ped.

A
A

A

6 5

9
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%
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%

!
%

!
$

&'&(
&'&(

&'&(

&'&(
&'&(

&'&(

&'&(
&'&(
&'&(

&'&(
&'&(
&'&(

&'&(
&'&(

&'&(
&'&(

&')
&')

&')

&')
&')

&')

&')
&')
&')

&')
&')
&')

&')
&')

&')
&')

&'&*
&'&*

&'&*

&'&*
&'&*

&'&*

&'&*
&'&*
&'&*

&'&*
&'&*
&'&*

&'&*
&'&*

&'&*
&'&*

&'&(
&'&(

&'&(

&'&(
&'&(

&'&(

&'&(
&'&(
&'&(

&'&(
&'&(
&'&(

&'&(
&'&(

&'&(
&'&(

Xylophone

Glockenspiel

Steel Lead Pan

Timpani

Vibraphone

Percussion 1

Percussion 2

Percussion 3

SOLO PIANO

Percussion 4
Marimba

Percussion 5

Percussion 6

+

,
,

- . / / 0 . - .
,
,

.1 2 .3

,
,
,

,
,
,

4 . / / 5 0 .
,

0 . .1 .1 617 5 5 0 .

1

,

q. = 58 accel. }

q. = 58 accel. }
(octave clef )

Bass Drum

Splash Cymbals
(used as a pair of crash cymbals)

circular rub
start upstage

rub with superballTam-Tam

Log Drum
Use a pair of superballs as mallets. Handles must be usable
on the Log Drum (rehearsal D-F). If no such mallet is
available, use timpani mallets and replace rubs with rolls.

8

9

:

;

8

start upstage

remove paper

remove paper

Hang gong beater and superball mallet from gong frame.

Hang gong beater and superball mallet from gong frame.

,
,

,
,
,

.1 1

,
,
,

,
,
,

/ / 5 / / /
3

,

,

2

,

,
,

.1 0 . / / 0 .
,
,

.3

,
,

- . 0 . 5 5 6/

,
,
,

,
,

0 . .1 .1 17 5 5

3

,

Ped.

rim with beater handle

8

9

8

,
,

,
,
,

.3 .1

,
,

- . 5 5
/
0 . 0 . ...///<<

,
,
,

,
,

- . .1 617 5 5 0 .

4

,

(q. = 60 accel. })

(q. = 60 accel. })

=
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#
$

!
$

!

#

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

%

&
&

' ( ) ) * ( ' (

(+ (,

' ( )))))- )))))-- * ( ((((())))).-/

&
0 0 )))-.- 0 0 )))./ ' ( ' (

&
&
&

* ( 0 0 1) (2) * ( ' (
&

&

5

&

3

3

Bass Drum

Splash Cymbals

Log Drum

&
&

&

(+ (,

((()))... 0 0 )))../ * ( ' (
((()))... 0 0 )))... * ( ' ( $

&

&
&
&

&
&

&

6

&
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!

$
#

!
#

!

$

%&'
%&'

%&'

%&'

%&'

%&'

%&'

%&'

%&'
%&'

%&'

%&'

%&'

%&'

%&%(
%&%(

%&%(

%&%(

%&%(

%&%(

%&%(

%&%(

%&%(
%&%(

%&%(

%&%(

%&%(

%&%(

%&%)
%&%)

%&%)

%&%)

%&%)

%&%)

%&%)

%&%)

%&%)
%&%)

%&%)

%&%)

%&%)

%&%)

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

Mar.

5

6

*

* *

+
+

, - . . / 0 - / . . 0 -

-1 -.

+
2333455 - / / 0 - , - , -
233335556 -
/ / 0 - , - , -

+

--
--

77
774

4

4
4

8

--
--

33
338

0 -

+
-
-
7
7
4
9

-
-
3
39

0 -

+

7

--
--
77
77
4
8

--
--
33
338

0 -

(q. = 62 accel. })

(q. = 62 accel. })

8= ripple roll

8= ripple roll

:

:

:

:

(normal mallets)

Ped. ad lib. throughout.

Timpani

Marimba

Vibraphone

+
+

+

. -;.

+
+
+

+

----
<33334 33334 33334

+

+
-;34 34 34

+

8

----
<3333546 333364 333364

hand mute

Make as many of these
dead strokes as possible.

Make as many of these
dead strokes as possible.

=

=

=

+
+

+

-1

+
+ $

, - 0 - / / 234

+

----33334 ----33334 33334 33334 33334 33334 33334 / 0 -
+

+
-34 -34 34 34 34 34 34 / 0 -

+

9

----333364 ----333364 333364 333364 333364 333364 333364 / 0 -

Ped.

>

>

>

:
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#

%&%'

%&%'

%&%'

%&%'

%&%'
%&%'
%&%'

%&%'

%&%'
%&%'

%&%'
%&%'

%&%'

%&%'

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

(
(

) * + + , , , , *, *, , + ,

*- *.

(
(

) * + + ,/ 0 * 0 * ***,,,122

*,3 0 * 0 * *,3 0 * + ,,3
(
(

(
(

(

10

(

(q. = 64 accel. })

(q. = 64 accel. })

Gongs (on table)

with palms

4

5

A

A

Bass Drum

Splash Cymbals

(
(

+ , + *, *, + , + 0 * *,

*- *.

+ +

,,,/1/

+ + ,,,,,/ +

,,,121

,,,,,// 0 * *****,,,,,2/

0 * *,3 *, **,,3 + ,
3

*,
3

(
(

(
(

(

11

(

5

(non-trem)
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%&%'
%&%'

%&%'

%&%'

%&%'

%&%'
%&%'

%&%'

%&%'
%&%'

%&%'

%&%'

%&%'

%&%'

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

(
)
)

*
*

+ , - , . / /

,0 ,1

,,,/// . . ///2 - , 3 ,
,,,///4 . . /// - , 3 , $

*

*

*
- , . . 5////22 . ////22 . ,,,,////22 ,,,,////22 ////22 ////22 ////22 - ,

*
- , . . 6/7 . /7 . ,/7 ,/7 /7 /7 /7 - ,

*

12

- , . . 5/// . /// . ,,,/// ,,,/// /// /// /// - ,

B.D. frame     rim

8

8

8 9

9

9

9
with rattan

,,::; 6/< . . - ,
*

/ / / / 1 1 1 1 1 1 / / / / / / 1 1

,0 ,1

*
5///7 , . . - , 3 , 3 ,
5////2 ,
. . - , 3 , 3 ,

,:; 6/ =. . - ,

*
*

*
,0; 61 . . - ,

*

13

*

(q. = 66 accel. })

(q. = 66 accel. })

Zil Bells (or equivalent)

9

9

9
on bowl of any drum

8

8

8
with xyl. mallets
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%&%'
%&%'

%&%'

%&%'

%&%'
%&%'

%&%'

%&%'

%&%'
%&%'

%&%'

%&%'

%&%'

%&%'

%&%(
%&%(

%&%(

%&%(

%&%(
%&%(

%&%(

%&%(

%&%(
%&%(

%&%(

%&%(

%&%(

%&%(

%&%)
%&%)

%&%)

%&%)

%&%)
%&%)

%&%)

%&%)

%&%)
%&%)

%&%)

%&%)

%&%)

%&%)

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

*

+
,,
,,- . / 0 1

2 2 2 2 , , , , , ,

02 2

+
+
+

+

+
,,3
,,33 . / 0 1

+
, ,3 . / 0 1

+

14

,,33 ,,3 . / 0 1

4

4

4

4

Bass Drum

Splash Cymbals

025 627. . / 0
+

, 2 2 2 2 2 2 , , , , ,

08

+
+ $

1 0 / 0 . . 9,

0,5 6, . . / 0

+
+

+
+

1 0 / 0 . . 92:

15

+

;

;

Wind Gong

<

with xyl. mallets

with beater

;

Ped.

Gongs

Tam-Tam

= 0 / 0 02 7

+

, , . . 2 . 2 2 . . , . , , . . 2 .

08 02

+
+

1 0 . . , /
0 / 0 000,,,--

+

+
1 0 1 0 / 0 0,35

+
1 0 1 0 / 0 0,35

1 0 . . 2: / 0 1 0

16

+

(q. = 68 accel. })

(q. = 68 accel. })

B

B

with beater

;

;

;
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Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

%

&

&

' ' ( ( ) ( ) ) ( ( ' ( ' ' ( ( ) (

*+ *'

, * ( )))))-.- ( ( (
))))---

*****))))).//. 0 *

0 ))))- (
)))-
(

&

*) **))1

*
**
)
))1

*
*
)
)1

**
*
))
)1)1

&
*)1 , * *)-1

&

17

0 * **))1
**))1

***)))-1
***)))-12

&
( * *) *) *) *) *) *)/ *) *) *) *

*
)
)-
/

*) *). **))-5

5
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(q. = 70 accel. })

(q. = 70 accel. })

:
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:

to Steel Pan

to Pole upstage

Wind Gong

Gongs

Splash Cymbals

Log Drum

with xyl. mallets0 0 0 . 09 . 0 0 0 0 . 09 . 0 0 0 0 . ;09 .< - ,
1

1

,=

1
1 $

+ , 7 , - , . . 34

4 4 4 . 449 . 4 4 4 4 . 449 . 4 4 4 4 . ;44
9 . - ,

1
1

4 4 4 . 449 . 4 4 4 4 . 449 . 4 4 4 4 . ;449 . - ,
1

1
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6 1 6 1 14
8

Pole

Using an appropriate metal beater (e.g. triangle beater, brass mallet,
braided wire brush, or dinner fork), scrape the outer or inner surface
of the pole continuously. The resulting sound should be like an uneven
roll using triangle beaters, but much quieter. If this can not be
achieved with scraping, roll with knitting needles or other light metal.

Wind Gong

Gongs

Splash Cymbals

Log Drum

2
6 1 0 1 , 449 , 6 1

6 1 , , 449 0 1 0 1 , , 49

1+ + , , 6 1 6 1

2
:44449597 1 , , 0 1 6 1 6 1
:4445 1
, , 0 1 6 1 6 1

2

2
0 1 114455 6 1 , , 49 0 1

2
1;9 1-4 0 1

24

1; 14

(q. = 74 accel. })

(q. = 74 accel. })

rub with superball

Steel Pan Omit any pitch that is out of range;
do not substitute with 8va or 8ba.

<

<

<

=

=

2
11-44 0 1 0 1

1-4 0 1 0 1

2

2
2
2

2
11-
44

0 1
11
-
44

2

2
14 0 1

25

14 1-4

to Drumset
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with handlesLog Drum

Pole

//558 9-:, , 2 / 3 /
4 / 3 / 2 / , / //--.

+
/;8 /<8 /< , / , / /-1

+

+
=----.1. / , , 2 / 3 / 4 /
=---.1 /
, , 2 / 3 / 4 /

/;8 9< :, , 2 / 3 /

4 / 3 / 2 / , / /-
4 / 3 / 2 / , / //--.
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(q. = 79 accel. })

(q. = 79 accel. })

on skirt

7

?

?

@

7

@

@

A

B

A
Susp. Cym.

Zil Bells

58 II. Night Owl - Score



!

"

!

#

!

"
$
$

!

#
$

!
$

!

%&%'

%&%'

%&%'

%&%'

%&%'

%&%'
%&%'

%&%'

%&%'

%&%'
%&%'

%&%'

%&%'

%&%'

Xyl.

Pan

Timp.

Upst.

1

2

3

PNO.

4
Mar.

5

6

(

) * + * *,- *,- .,/ 0 0 + *
1122 1 1

13
4 + * ) * 5 *

) * + * ***111- ***111- 61 0 0 + *
13 1 14 + * ) * 5 *

7

7
7 #

5 * ) * + * 0 0 612

) * + * ***111- ***111- 61 0 0 + *

113
1 0 + * ) * 5 *

11
1134 1134 + * ) * 5 *

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1

7

31

*8

with handles

Congas
with steel drum mallets

with handles

9

9
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Ped.

:

Wind Gong

Gongs

7

7
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7
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5 * + * *****11111222
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) * 0 0
12
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***11122

-
7
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Log Drum

Pole
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)))000,
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)0 )*

Play with steel drum mallets. Only
the faintest hint of pitch is expected.

5
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(q. = 84 accel. })
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Drumset

with knuckles

with medium mallets

with mallets (ord.)

9

9

9

9

hi-hat closed unless
otherwise specified

Congas

Gongs

-
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./0 ./ ./ ./ ..//

-
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./0 ./ ./ ./ ..//
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with handles

8
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(q. = 90 accel. })
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on bowl of any drum

?

? @

@

to Bass Drum upstage take Crash Cymbals

on skirt
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.A .A .3

with steel drum mallets

C

C

Ped.

D

D

Congas
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with mallets (ord.)

9

Crash Cymbals

:

)
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)
)
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*- 5 *4
)
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circular rub

9

=

Play cymbals at the bass drum station;
no bass drum playing will occur.

Log Drum

>
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0 1

Crash Cymbals

Log Drum

Pole

*
*
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-
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*
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4 , ,. 3 , 3 ,

,8 ,-

*
*

50

,9 ,.

(q. = 99 accel. })

(q. = 99 accel. })

<

H

H

66 II. Night Owl - Score



!
"

!

!

"
#
$

!

!
$

!

%&'(
%&'(

%&'(

%&'(

%&'(
%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

)
)

)

* + , - , +- . +

. + * + +++++-----/ . +
)

, ,
-/
* + . + * + , , -/

+0 +1

)
)

51

+2 +-

)
)

)

. + * --- - +- +34 * +

* + , ----565
-----656

. + * + ++++----56 $

)

+0 +1

- - * . + . +
)

52

+2 +-

7

67II. Night Owl - Score



!
"

!

!

"
#
#

!

!
#

!

$%&'
$%&'

$%&'

$%&'

$%&'

$%&'

$%&'

$%&'

$%&'

$%&'

$%&'

$%$(
$%$(

$%$(

$%$(

$%$(

$%$(

$%$(

$%$(

$%$(

$%$(

$%$(

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

)
)

*
*

*

*

*
+,,,-- . / / 0 . 1 . 1 . 2

+,,,,3334 .
/ / 0 . 1 . 1 .

.5 .5 .6

.,7 ., .,7 / . ., ., .,7 / . ., .,7 / . ., ., .,7 / . ., ., .,

*

53

.8 .8 .,

(q. = 102 accel. })

(q. = 102 accel. })

9
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I

;
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!

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

%
%

%

%

&&&&'( &&&&' ) * ) *
*****&&&&&+'

) * , , &&&&+
%

*- *.

*& *&/ *& *& *& *& *& *&/

%

56

*0 *&

%
%

%

%

****&&&&(( , ,
&&&&&+'+

1 * ) * ****&&&&''(
%

*- *.

, * *& *& *& *& *& *&/

%

57

*0 *&

2
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!
$

!

%&'

%&'

%&'

%&'

%&'
%&'

%&'

%&'

%&'

%&'

%&'

%&()

%&()

%&()

%&()

%&()
%&()

%&()

%&()

%&()

%&()

%&()

%&%*

%&%*

%&%*

%&%*

%&%*
%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

+
,,
,,
--
--.
. / ,,

,,
00
00

/

+

+

+
+

,12 3 , 3 ,

,4 ,1

+
,,--.. 5

,,005

58

,- ,0

(q. = 108 accel. })

(q. = 108 accel. })

6

Produce a loud
knocking sound.

/= ripple roll

7

7

Crash Cymbals

Pole

+
,,
,,
--
--

/ ,,
,,

800
00

/
9 ,

+

+

+
+
+

,- ,1

+
,,--5

,,005 9 ,

59

,- ,0

+

,,,,0000..: 9

+

+

+
+
+

,1 1

+
,0. 9

60

,0 0

;

;

hand mute

Make as many of these
dead strokes as possible.

+

,,,,0000.. < 0000.. < < < 0000.. < < 0000.. < 0000.. < ,,,,0000.. ,,,,0000.. ,,,,0000.. ,,,,0000.. 9 ,

+

+

+
= , 3 , 9 , < < >

0000.
+

,?

+
,0. < 0. < < < 0. < < 0. < 0. < ,0. ,0. ,0. ,0. 9 ,

61

,@

A

A

B
Ped.
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%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

()* + )* ()* + )* ()*
,

,

,

,
- ( ((((())))) . ( . (
. ( - ( (())/ . (

(0 (1

,
,

62

(2 ()

(q. = 112 accel. })

(q. = 112 accel. })

J

J

3
Zil Bells ) +4 + - ( - ( + + )* ()* ) +4 +

- ( ((()))/ )))/
+ )))/

- ( . (

,

,

,
))))/56

)))))/ - ( . ( - ( + + ))))5//
. ( - ( + ))/ + . (

(0 (1

,
- ( ()6 )6 + )6 - ( . (

63

(2 ()

7 3

7 3
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%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

* * +++,- * +++,- * ...+++,- ...+++,-
* * +

/
.+

/
0

1 .

2

3 . 3 . 1 . * . .4

.....+++++5 3 . 1 . ....++++55 $

3 . 1 . * ++55 * 3 .

.6 .4

2
* * +- * +- * .+- .+- 1 . 3 .

64

.7 .+

with handles

8

8 9
9

88 9

Zil Bells

Crash Cymbals

Pole

..++// 3 .: ; . 3 .

; . * * + * +- * 1 . .+- .+- .+, * ++ *

2

.4 .4 .4 .< .< .< .< .4 .4 .4 .4 .4= .4 .4 .4 .4> .4 .4 .4 .4=

2
?+++5 . * * 1 . 3 . ; . 3 .
?++++,5-, .
* * 1 . 3 . ; . 3 .

.6 .6 .4

2
.6/ * * +- * +- * 1 . .+- .+- * +- *

65

.7 .7 .+

(q. = 116 accel. })

(q. = 116 accel. })

@ A

(loco)@

B

8
on bowl of any drum

@ A
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$%&
$%&

$%&

$%&

$%&

$%&
$%&

$%&

$%&

$%&

$%&

$%'(
$%'(

$%'(

$%'(

$%'(

$%'(
$%'(

$%'(

$%'(

$%'(

$%'(

$%$)
$%$)

$%$)

$%$)

$%$)

$%$)
$%$)

$%$)

$%$)

$%$)

$%$)

Xyl.

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

*
++,,-
++,,. / +

*

+0 +0 +0 +0 +0 +0

*
* 1
*

+0 +20

*
3 + +,- 4 + 4 +

66

+, +2,

5 + / + 060 +0 7 / +
,8 3 ,8 4 + 3 3

,8
4 + / + 5 +

*

+0 +0 +0 +0 +0 +0 +0 +0 +0 +9 +9 +9 +9 +0 +0 +0 +0 +9 +9 +9

*
5 + 5 + 4 + 3 3 :

,,,,.-
*

+; +; +0

*
+, 5 + 5 +

67

+< +< +,

=

with xyl. mallets

Ped.

Wind Gong

>
*

+,- +,. +, +,. +,. +,- / +5

*

+9 +0? 4 + +0 +0@ 4 + +0 +0? 4 +

*
4 + +++++,,,,,. / + / +
/ + 4 + ++,,-- / +

+; +0

*
/ + / + +,-

68

:, 3 3 4 + / + / +

(q. = 120 accel. })

(q. = 120 accel. })

K

K

>

rub with superball

to Vibraphone take bow and mallets

73II. Night Owl - Score
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#
$
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!
$

!
#

Xyl.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

%
& ' '( '() '(* + ' '(, '( '(,

%

'- '- + ' '- '- + ' '- '- + '

%
'''''(((((* & & ((((), & ((((,,,

((,,
. '

'/ '-

%
'0 ''((,

%

69

%

Crash Cymbals

%
& ' '(* '() '( . ' + ' ''((, ''((,1

%

'- '- + ' '- '2 + ' '2 '- + '

%
'''''((((()**) . ' + ' ''''(((()),, $
. ' + ' & ((), & . '

'/ '-

%
''00 ''((

%

70

%

3
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!
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#

!
$

%&'(
%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&)
%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&'(
%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&%*
%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

%&%*

Xyl.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

+
, - . - ---///0 1 - 1 -

+

1 - -2 324. . , -

+
5///06 - . . , - 1 - 1 - $
5////767 -
. . , - 1 - 1 -

-8 -2

+
1 - 1 - . - -/7 , -

+

71

+

(q. = 123 accel. })

(q. = 123 accel. })

9 (loco)

scrape with handle

:

+
, - ---///6 1 - , - --//07 --//77 , -

+

1 - -/; -<

+
+
+

-=

+
> - 1 - . - --//77 , -

+

72

+

Rub splash cymbal over
surface of Field Drum.

+
1 - --?//6

+

-?/ / . . , -

+
+
+

-2 -?2

+
+

+

73

+

+
> - 1 - . - --//70

, -

+

-2 324. . , - > -

+
> - 1 - , - . . 5////

+

-=

+
> - -/0 1 -

+

74

+ "

scrape with handle

9
Ped.
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%&%'
%&%'

%&%'

%&%'

%&%'

%&%'
%&%'

%&%'

%&%'

%&%'

%&%'

%&%'

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

(

)* )* )* +),
+) )* ) )* +) +)*

(

+-. +)

(
/ + 0 0 ))))1 / + ++++)))), 2 +
2 + 2 + / + 0 0 ))

+3 +4

(
(

(

75

(

(q. = 127 accel. })

(q. = 127 accel. })

sim.

5

L

L

to Box upstage take Pandeiro

Crash Cymbals

(0 ), 0 / + +)1 +)

(

6) 0 0 / + 2 + 2 +

(

2 + 0 0 ))** 0 ))

))))1,
2 +

+3 +4

(
(

(

76

(

take bow

76 II. Night Owl - Score
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%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&'(

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

%&)

Xyl.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

*
+ , ,-. / , 0 ,

*

*

*
* $

/ , ,,--11 / , + --1 + + --.. + / ,

,2 ,3

*
*

*

77

*

4

/ , ,3 5 6 , 0 ,

*

*

0 , ,2

*
7---8 , + + / , 6 , 0 ,
7----18 ,
+ + / , 6 , 0 ,

,9

6 , ,- ,:
*

/ , ,3 ,3 ,2

78

*

(q. = 132 accel. })

(q. = 132 accel. })

;

<
with beater

(loco)

with bow

with bow

<
Change direction ad lib.

Pandeiro
Thumb roll. Need not maintain evenness.

4

Change direction ad lib.

Wind Gong

Tam-Tam

,,:: 5= + + --5=/ , + + --=5/ ,

*

*

,9

*
*
*

>3 + + / , 6 , 0 ,

,?
*

,9

79

*

to Marimba

Zil Bells

;

77II. Night Owl - Score
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&'(

&'(

&'(

&'(

&'(

&'(

&'(

&'(

&'(

&'(
&'(

&'(

&'(

&'(

&')*

&')*

&')*

&')*

&')*

&')*

&')*

&')*

&')*

&')*
&')*

&')*

&')*

&')*

&'&+

&'&+

&'&+

&'&+

&'&+

&'&+

&'&+

&'&+

&'&+

&'&+
&'&+

&'&+

&'&+

&'&+

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

,,-. / 0
1

1
1

2 032

1
1
1

1
1
1

, 04,

2 ./ 0 / 0

80

1

Zil Bells

Pandeiro

Tam-Tam

5 0 02 62-7 7 / 0 02

1

1
1

62 -7 7 / 0 5 0 8 0

1
1

8 0 5 0 / 0 7 7 9,,

1
1
1

0:

02 92.7 7 / 0 02 92.7 7 / 0

81

1

;
Ped.

rub with superball

rub with superball

;

;
Wind Gong

62 -7 7 / 0 5 0 02 2-7 7
1

5 0 , , / 5 0
1

0< 02

1
1

/ 0 7 7 ,,= / 0 00,,> / 0 7 7 ,,==

1
1
1

0? 0,

5 0 5 0 02 2.7 7

82

1

q = 135 rit. }

q = 135 rit. }

with bow

@

A
with glock. mallet(s) (hard cord)

M

M

A

A

Congas
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!
"

!

#

!

"
$
$

!
%
$

!

!
"

&'()
&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()
&'()

&'()

&'()

&'()

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

*
*

+ , - - . + ,

*

/012 2 . , + , + ,

*
*

2 --3 2 . , . , 2 -- 2 + ,

*
*
*

,4 ,-

*

83

*

take mallets

*
*

,-5 ,-5 ,-5 ,-5 ,-5 + ,
5

*

+ , + , . , 2 , ,0

*
*

2 2 --3 ,,--6 . , 2 --7 2 2 --7 2 . ,

*
*
*

,4 ,-

+ , ,-5 ,-5 ,-5 ,-5 ,-5
5

84

* %

with mallets (ord.)

8

Wood Blocks

with handles

9

,,-- 1: + , + ,
; , 2 2 -3 . ,

,,,444< + ,

+ , + , 2 2 - . ,

,0 ,0 ,0 ,= ,= ,= ,= ,0 ,0 ,0 ,0 ,0

*
>---37 , 2 2 . , + , + ,
>----7 ,
2 2 . , + , + ,

*
*
*

,4 ,-

,,,444< + ,

85

+ , + , 2 2 -7 . ,

(q. = 126 rit. })

(q. = 126 rit. })

? (loco)

?

9

? @

@

@

@

@

Glock.
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&'()
&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()
&'()

&'()

&'()

&'()

&'*
&'*

&'*

&'*

&'*

&'*

&'*

&'*

&'*

&'*
&'*

&'*

&'*

&'*

&'()
&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()
&'()

&'()

&'()

&'()

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

+
,- . ,- / 0 0,- 0,1 0,2 0, . . ,- . , . . 0 0,1 0,2 0,1

+
, . , / 0 0,- 0,1 0,- 0, . . , . , . . 0 0,2 0,2 0,1

03 03 03 03 03 03 03 03 03 03 03 03 03 03 03 03

+
+
+

+
+
+

04

+

86

,2 . ,2 / 0 0, 0,1 0, 0,2 . . ,2 . ,- . . 0 0, 0, 0,-

Pandeiro

+
/ 0 . ,- . 05,

+

/ 0 . ,1 . 05,
03 03 03 03 03 03

+
+
+

+
+
+

0, 05,

+

87

/ 0 . ,- .
05,-

Omit any pitch that is out of range;
do not substitute with 8va or 8ba.
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&'()
&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()
&'()

&'()

&'()

&'()

&'&*
&'&*

&'&*

&'&*

&'&*

&'&*

&'&*

&'&*

&'&*

&'&*
&'&*

&'&*

&'&*

&'&*

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

+ , - , . , / / 01 2

/ , ,34 . , / , ,34 . , + ,

5
/ , ,34 . , / , ,34 . ,

6
+ ,

,1 ,7 ,7 ,7 ,7 ,1 ,1 ,1 ,1 ,7 ,7 ,7 ,7 ,1 ,1

5
5

+ , - , . , / / 833

5
5
5

,9

5

88

/ , ,3: . , / ,
,3;
. ,
6

+ ,

<

=
Ped.

<
with xyl. mallets

Wind Gong

5
5

5

5

,1 ,1 ,1 ,1 ,1 ,1 ,1 ,1 ,1

5
5

. , / / 334 - , / 33 / / / 33

5
5

,3> ,3> ,,334 > ,,33>

,? ,3

5

89

5

(q. = 115 rit. })

(q. = 115 rit. })

N

N

=
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&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()
&'()

&'()

&'()

&'()

&'&)

&'&)

&'&)

&'&)

&'&)

&'&)

&'&)

&'&)

&'&)

&'&)
&'&)

&'&)

&'&)

&'&)

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

*

+ ,-+ . / 0 / 0 /

1

1

1

/, /, /, /, /, /, /, /, /,

1
1

+ 2233 + . / . / + + 2 0
/

1
1

///2224 5 ///2225 ///22244 5 ///2225

/6 /2

0 / . / + + , 7 0 /

90

1

with xyl. mallets

8
with vib. mallet(s)

Wind Gong

Pandeiro

Tam-Tam

1

1

1

1

/, /9 /9 /9 /, /, /, /9 + /

1
1

+ + 224 //2244 /24
. / + 2244 + . /

1
1

///2223:3 5 ///2225 ///222333
5 ///2225 . /

/6 /2

0 / /, 7 0 /

91

1

Glock.

1
////
6666
3
;

////
6666; 0 /

1
////
66663: ;

////
6666; 0 /

/,5 /2 /2 /,5 /,5 /,
5 /2 /2 /,5

1
<222234:4 / + + . / = / = /
<222::: /
+ + . / = / = /

1
//
//

66
66:
33

;
//
//

66
66; 0 /

/6 /6 /2

1

92

//
//
66
663 ;

//
//
66
66;

0 /

(q. = 107 rit. })

(q. = 107 rit. })

;= ripple roll

;= ripple roll

;= ripple roll

;= ripple roll

>

>

>

>

(loco)

8 ? 8 ? 8
with mallets (ord.)

82 II. Night Owl - Score
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&'&(

&'&(

&'&(
&'&(

&'&(

&'&(

&'&(
&'&(

&'&(

&'&(
&'&(

&'&(

&'&(

&'&(

&')*

&')*

&')*
&')*

&')*

&')*

&')*
&')*

&')*

&')*
&')*

&')*

&')*

&')*

&'&+

&'&+

&'&+
&'&+

&'&+

&'&+

&'&+
&'&+

&'&+

&'&+
&'&+

&'&+

&'&+

&'&+

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

, ,

-

..// //

-

./ /

./ /

-

- %
-

-
..//00 //00
-

./ /

-

93

..//1 //1

2

2

3

2

2

Make as many of these
dead strokes as possible.

Make as many of these
dead strokes as possible.

Make as many of these
dead strokes as possible.

Make as many of these
dead strokes as possible.

Make as many of these
dead strokes as possible.

-

..// 4 // 4 4 // 4 4 // 4 // // // ..// ..// 5 .

-

./ 4 / 4 4 / 4 4 / 4 / / / ./ ./ 5 .

./ 4 / 4 4 / 4 4 / 4 / / / ./ ./ 5 .

6 . 7 . 5 . 4 4 8
///11

6 . 7 . 5 . 4 4 8///99
-

-
..//00 4 //00 4 4 //00 4 4 //00 4 //00 //00 //00 ..//00 ..//00 5 .

-

.:

-

94

..//1 4 //1 4 4 //1 4 4 //1 4 //1 //1 //1 ..//1 ..//1 5 .

;

;

<

;

;

=

Ped.

-

7 . ..//00 //00 4 //00
7 .

-
7 . ./ / 4 / 7

.

.>? > 4 4 7 . 4 4 @A5 .

5 . 4 4 ///9
7 . 5 . 4 4 ///00

5 . 4 4 ///00 7 . 4
//00
4 4 4

///991

./? / 4 4 7 . 7 .
-

7 . ..// // 4 // 7 .

.B ./

-
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7 . ..//0 //0 4 //0
7 .

(q. = 98 rit. })
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O
;

;
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83II. Night Owl - Score



!
"

!
#

!

"
$
%

!
$
%

!

!
$

&'()
&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()

&'()
&'()

&'()

&'()

&'()

&'*+
&'*+

&'*+

&'*+

&'*+

&'*+

&'*+

&'*+

&'*+

&'*+
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Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

,
,

-

..//00 //00 1 //00 1 //00 //00 2 . 3 .

-

./ / 1 / 1 / / 2 . 3 .

3 . 3 . 1 .45 45

-
-

3 . 2 . // //00 ./0

-
-

..// // 1 // 1 // // 2 . 3 .

.6 ./

-

96

..//0 //0 1 //0 1 //0 //0 2 . 3 .

7 8

7 8

7 8

7 8

Pandeiro

2 . 1 /913 . 3 .
-

-
-

:49112 . 3 . 2 . 1 4 4

-
- %

2 . ..//0 ./0
1 /0 1 2 .

3 . 1 //5
..//5 3 .

-
-

.6 ./

-

97

-

;

;

<
with handles

Zil Bells

Gongs

-
./= ./> ./ ./> 1 1 / / / / /> /0 1 ./= ./ ./

-
./ ./> ./ ./> 1 1 / /> / / /> /= 1 ./= ./ ./

4 4 4 4 ? ? ? ? ? ? 4 4 4 4 4 4 4@4 4 4 4 4 4A4

-
B////>0 . 1 1 2 . 3 . C . $
B///00 . 1 1 2 . 3 . C .

-
-

..//00 ..//
..//00 ..// 1 1 /0 / /0 /0 / /= 1 ./> ./> ./>

.D

-

98

./ ./ ./ ./ 1 1 /0 / / / / /0 1 ./0 ./ ./0

(q. = 90 rit. })

(q. = 90 rit. })

8

;

;

;

;
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Xyl.

Glock.

Upst.

Vib.

1

2
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PNO.

4
Mar.

5

6

+

,
- - ./ . ./ - - - ./ 0./

0.1 - 0 0.1 2 0 - - ./ 2 0 0./

,
- - . . . - - - ./ 0./

0.1 - 0 0.1 2 0 - - . 2 0 0./

3 3 3 3 34 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 5 -

6 0 6 0 2 0 - - 7
...8

6 0 6 0 2 0 - - 7...//1

,

,
,

- - . .8 .8 - - - .1 0.1
0./ - 0 0.1 2 0 - - .8 2 0 0.1

09 09 0. . - 5
:

99

- - ./ . ./ - - - .1 0.8 0.1 - 0 0. 2 0 - - ./ 2 0 ./ -

.:
;

;

;

slap

Ped.

Wood Blocks

< 0 < 0 - .= - 2 0
,

,
- 0 00..1 0. 00../ - 0 00..1 00.. 0./ - 0 00.. 0./ 0.1

5 - 5 5 3 - 3 - 3 3 5 - 5 - 5 5 3> -

< 0
- ...88 - 2 0 - .../ - 2 0

< 0 - ...1 - 2 0 - ...18 - 2 0

,

,
,
,

< 0 09

,

100

,

(q. = 84 rit. })

(q. = 84 rit. })

?

P

P

@

A

@

Continue thumb roll.

take bow
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Xyl.
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Upst.

Vib.

1

2
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4
Mar.

5

6

)

)

)

* + , , -./ + +- .

0

0
, + ++112 +1 ++113 / + / +

- , - - -4 , - , - - -5 , - , - - - ,

0
0

* + , , 1122 * + 113 11 , ++1122 +12

0
0

/ + ++1166 7 +++1117 +++1113 7

+8 +1

0

101

0

9
with xyl. mallets

:

Wind Gong

Pandeiro

0
0

0
0

- , - - - , - , - - - , +- * +;

0
0 %

/ + +1 , , 12
/ +

0
0

+++1116 7 +++1113 7 / +

+8 +1

0

102

0

to Bass Drum upstage 0
0

0
, 1111232 , * + * + ++++

111132 , , 111123 * +

0

0
<11166 + , , * + / + / +

<1111366 +
, , * + / + / +

0
0
0

+8 +1

0

103

+8 <1 =
, , * +

(q. = 78 rit. })

(q. = 78 rit. })

9

with bow

:
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1

2
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4
Mar.

5

6

*

+
+

+
+

+

+

+ %

+

+
+

, - ./

-. .

+

104

-. 0. 12 3

4

+
+

+
+

-56 0. 2 2 3 -

, - , - 3 - 2 2 0
.../

, - , - 3 - 2 2 0...7

+

+
+

..88 .. 2 -./ -./ 3 - -.

-5 -.

+

105

+

9

Ped.

Rub splash cymbal over
surface of Field Drum.

+
+

+
-5/ -.

3 - -: 0: 1 2 2 3 - , -

, -
2 ...// 2 3 - 3 - 2 2 ...../7/8/

, -
2 ...7 2 3 - , -

+

+
, - 3 - -./

, -
+

-5 -.

+

106

, - , - 3 - -.

(q. = 72 rit. })

(q. = 72 rit. })

Q

Q

;

;

;

scrape with handle

with mallets (ord.)
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Upst.

Xyl.

Glock.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

) )
)

*
*

*

+ , ,-. + , ,-/
0 0 - + ,

,1 2130 0 + , 4 ,

+ , 0 0 -----/5/5. + ,

--/.

-----.55./ 0 4 ,

4 , + , 0 0 ,,-- ,,--/

*
,- ,-. 0 0 -/ 4 ,
4 , 4 , + , 0 0 -

,6 ,-

*

107

+ , 0 -/ 0 + , 0 - 0 + ,
,-.

scrape with handle

Pandeiro

*
*

*

,-/
-/ 0 -/ 0 - 0 ,-.

,-/ -.
- -/ ,-/ 7

*

*
* %

0 0 - + , + , 0 0
-/
4 ,

*
0 0

-

0 0 -/ 0 , ,- -/ -
-. -/

-/ -. ,-.

,6 ,-

*

108

0 - 0 0 -/ 0 ,-. ,-
- - -5 -. -/

-/ ,-

8

8

8

4 , 4 , ,-
*

*

*

4 , + , ,9: ,9:

*
;---/5. , 0 0 + , 4 , 4 ,
;----.5.5 ,
0 0 + , 4 , 4 ,

+ , ,-: ,,--: ,,,---:
*
*

,6 ,-

*

109

*

(q. = 66 rit. })

(q. = 66 rit. })

<
rub with superball

set mallets down

=

8

Bass Drum

Gongs

with mallets (ord.)
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Xyl.

Glock.

Upst.

Vib.

1

2
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PNO.

4
Mar.

5

6

+

,- ,.-
/

- 0 - 0 - - ,1-

/

,23 ,123

/

/ %
/

- 0 0 4 , 4 ,
/
/

,- ,.-

/

110

/

5

bass tone

I.III. I. II.

Congas

,6
/

,- 0 2 0 7 ,

/

82 0 0 4 , 7 ,

7 , 4 , 0 0 8
---9

7 , 4 , 0 0 8
---:;

/

/
/
/

,6

/

111

/

<

take very soft mallets

slap

II. III.

Ped.

,6 ,-
/

7 , 7 , 2 2 0 4 ,

/

/

7 , 4 , ,,,---:;; 4 , 0 0 -----9;99;

7 , 4 , ,,,---:: 7 ,
/

/
/
/

,6 ,-

/

112

/

(q. = 60 rit. })

(q. = 60 rit. })

=

R

R
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4
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*+ *,
-

-

. * . * *, *, *, *, *,
5

/ * 0 0 ,,,,,1212 / * ,,,,,1221

,,11

. *

. * / * 0 0 **,,3 *,

-

-
-

*+ *,

-

113

-

with handles

4

Bass Drum

Pandeiro

*+ *,
-

. * *, *, *, *, *,
5

5 *

-
- $

0 0 , / * / * *, . *

*, *, *, *, *, . *
5

-
-

6, 0 0 / * . * . *

-

114
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7 8

9

9 7

Congas

Gongs
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%&&

%&&

%&&

%&&

Upst.

Xyl.

Upst.

Vib.

1

2

3

PNO.

4
Mar.

5

6

)

)

*+ , - - . / 0 / 1 / 0 /
2

2

/3 /+ 45 6+ , - - . / 0 / 0 /

2
*+++789 / - - . / 0 / 1 / 0 /
*++++9898 /
- - . / 0 / 1 / 0 /

2
//
//
33
337
77 : //

//
++
++
: //

//
++
++
: //++99 - ++ - - ++ -

//;
++8 - ++8 - - ++8 -

1 / + + - . / . / /+ - + - - + -

2

115

2

q. = 56

q. = 56

<

<

Box
with heels of palms

:= ripple roll

=

>=

with mallets (ord.)

. / ?+ + - -
2

2

. / . /@

2
2
2

2
//++ ++ ++ . /
//++8 ++8 ++8 . /

/+ + + . /

2

116

2

<

<

With arms; fall onto Bass Drum head.

=
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&&

&&
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&&
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&&

&&

&&

&&

&&
&&

&&
&&

&&
&&

Xylophone

Glockenspiel

Steel Lead Pan

Timpani

Vibraphone

Percussion 1

Percussion 2

Percussion 3

SOLO PIANO

Percussion 4

Marimba

Percussion 5

Percussion 6

)

* |

+
+

+
+
+

+

, ,

+
-,
-,3 $

+
+
+

+
+

+
+

q = 40

q = 40

.

Ped.

Drumset

Bass Drum

with rattan

start upstage

/
/

/
/
/

0 1 +

,,,,232456666666666666666666

,4 ,2 ,
-, , ,,22
3

,,,,3344 7
-,
-,% $

/
/
/

/
/

/

1

/

8

.

/
/

/
/
/

+ , , 0 0 0 0

,,,,24426666666666666666666

5 ,2 , 9,3 7 -,,,4 7 -,
,4 ,4

5 5

% $

,,,,2422 , ,2 :,4 7 -,,3 +5%

/
/
/

/
/

/

2

/

;< =

Ped.
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Xyl.

Pan

Upst.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

~~~~~~~~~~~~~~~~~~~~~~~~
   
'( ~~~~~~~~~~~

   
'( ~~~~~~

   
'()  *    + |

*

,
,

,
,

-. / 0 - - - -

,
11112233444444444444444444444444444

5 1 1 1 12 1 1 1 1 1 6113 13 1 1 12 13
1

3 7

3

7 8 19 12 :13 /

111922 19 8 12 8 19 8 19 8 18 12 8
; ;1 13 1 7 <1112

=
5 #

,
,
,

,
,

,

3

,

>
) ? +

Sost.

@ ? ) >> +
A

Ped.

,
,

,
,

- . /

,

B2 613
1

3

7 <11122
=

7 8 :11199
=

1 1
,
,

,
,

,

4

,

C

A

A

play with hands

D
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.
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4
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5

0 ,1 2 ,. 2 ,/ 2 ,/- ,. ,- ,. ,/ ,/- ,/ ,/ , ,- ,. ,/ ,/ , ,/ ,. ,. ,
7

7

$

)

,/
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Pan

Upst.
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Vib.

1

2
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4
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5
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( |

) |

*

+
+

+
, , --../
0 1 - 0 2 3- - 2 4- 5 34-

+

-
6

3-
6 2

-7 -7 - - -7 -. -. -. -. -. 8-. - 5
333
8---.7.
9

5 7

3

: 3 34-7
6 #

-7
6

3-
6 5 --. - - 3-.6

-.
5 38-. -. -7

: 3 34-
6 # $ #

;/ - ,
+
+

+
+

+

7

+

< <=
> <

Sost.

Ped.
(Ped.)

?

Steel Pan
with soft mallets (double seconds), if available

<

?

? @

+
+

+
+

+

+

+

3;. A $

+
+
+

+
+

+

8

+

@
to Glockenspiel
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Xyl.

Glock.
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Vib.
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2

3

PNO.

4
Mar.

5
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) )

*+ , - .+
/

0 ++++1
2

, 3 0

.+4555555555555555

6
.+7
+4 8 9

+++47 8 +4 +7
3

+++744 8 .+4 8$ %

+ +
/
/

/
/

/

9

/

:

; < ;

Ped. =

B

B

Glock.
Choose mallets which produce a soft, clear
attack, and as few overtones as possible.

Ped.

;

;

Box, = knuckles
play with hands

;

U.C. U.C.

0 *, + - .+
/

0 8 ****
.++++1 0

0 + + , , , ,

.+45555555555555555

6 +4 - *
++++1777 ++++7171 0 +1 +73

5

+++77 - * ++11 ++17 0
5

$ %

+ 0 +
/
/

/
/

/

10

/

<

Ped. =

:

<
Ped. =
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1
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4
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( )* + , -* . /+ ,
0

++++1221
3

, + +1 + +4 -+4 ( . .5 ,

*6 ( * * * * * 6 . .5 ,

+2 +2 + +2 +2 -++22 +2 .
+2 +1 + + +2 +2 +2 )-+2 + /+2 +7 ,7 3

+4 ) +1 ) +4 ) +4 ) +) ++11 +4 + +4 /+ 85 5

+ + ( +
0
0

0
, -+9 +9 +9 . .5 ,

0

11

0

: ; : < = >

Ped.

Mute with finger.

?

= ; :?

Timpani
with wood mallets

:

0
0

0

0

0

0

0
0
0

0
0

0
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0
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-.8 .7 + 5
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.> . .8 .

3 3 3

...886 + 5.7 + ... : 0..6
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. . : .
3
3

3
: . .6 . : : -.3

/
5.2 .2

3

13

3

?

Ped. @ Ped. @

A B

C

C

?

B C@Ped.

C

C ?

U.C. U.C.

C

1 / -. + 01 /
3

3
: ....878

D + +E /

4 +
F1

/

. -.7 . . . -. . . ..7 .7 -.8 . .7 .
-. .7> /

5 7

G :. . ,.6

. : .
3
3

3
: + ,-.8 2 + +E /.2 .2

3

14

4 + 0.7 /
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Mute with finger.

A

H@

? B

99III. Quench - Score



!

"

!
#

!

$
%

!

$
%

!
%

!

$

&'

&'

&'
&'

&'

&'

&'

&'

&'
&'

&'
&'

&'

&'

&&

&&

&&
&&

&&

&&

&&

&&

&&
&&

&&
&&

&&

&&

&(

&(

&(
&(

&(

&(

&(

&(

&(
&(

&(
&(

&(

&(

Xyl.

Glock.

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

) |

* +

*

*
, , - .////0

1 , / /2 / /3 / /2 /3 4/3 - 56
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1 ////232
9

-
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30 9 ////222
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8 5555.

////222
1

3
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///303 // // 5/: /0 /0 ;///303

1 /0 8 5./0 / /0
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, , - .////222
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@

@ A  ?  B ?

C

Guitar
strum with pick
near the bridge

C

@ ? @
Ped. D

? @
Ped. Ped.

C E

D D D

FFFFFF
00
1 !

*

*
>>>>3
1 =

*

5555>>>>0330GGGGGGGGGGGGGGGGGGGGGGG

H
IIII0003
,

55>>0 IIII0033 ,

*
*
*

*
>>3 =

*

16

>>>>222 1 =

Sost.

depress silently

J
(retuned open strings)

@ C

tale superball mallets

C

C
Ped.

Ped.

to Pole upstage

D
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/
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+0 +0 +1 + *+1 +1

6
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D

D

rub with superball

Ped.
8

8
Ped.

Choose 2 beaters/sticks which produce a "click" attack,
and which allow a small amount of pitch to sustain. Thin
triangle beaters, snare or timbale sticks, or the butt end
of a brush are possiblities. Preferably one metal and one
wood stick would be used, following any natural sticking.

Choose 2 beaters/sticks which produce a "click" attack,
and which allow a small amount of pitch to sustain. Thin
triangle beaters, snare or timbale sticks, or the butt end
of a brush are possiblities. Preferably one metal and one
wood stick would be used, following any natural sticking.

6

Box, = knuckles
play with hands

6

Bass Drum
play with hands4 = braided wire brush

9 *, + - .+
/

+ +1 : .+ : +1

9 9 , +
3

+1; .+2 +
- +2 +2 + +2 +2

+++222

<<<<<<<<<<<<<<<<<<<<<<<
- +2 +2 +2 + +2 +2 *+ +2

+ 9 +
4

/
/

/
*5

18

+0 + : .+ : +0

pizz.

Ossia

pizz.

Pole
with rattan, = knuckles

6
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6 12
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6 6

0 0 7 - 0 7
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7 5 ;>-%

5 ;>- 7 . ; 6-3 5 - @ ;-2

- - 7 -
8

1
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1

A
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6 6
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E

E

B

C
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0 . /- 5 <0 .
1
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5 -2 - - -3 - 5 5 -2 - 5 - 5 5 -4 5 5 -6

6

6
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3

5 ;>- 7 7 $
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----44 D
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Cardboard Tube
strike with hand

9

: ;

to Xylophone

(Sost.)
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+ - +/ + - +. -
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3

3

depress silently

Ped. Sost.

6

Speak loudly into Cardboard Tube,
using an intense, strained voice
and pretending to be very old.

*

11117
++++, 8 9 5

*
- +, +, + +. + +

3
3

*

+/ + +/ + 1+/ + +. + : +, :

+ +, + +, 1+ +/ +. +. : + :

+ +
;

*
*

*
4

*

25

- +. + +/ + + +/3

3

F

F

6

<

6 =

(continue rubbing with superball)

Xylophone
with butt of handles, or
lightest available hard mallets

=

=

*

11117
++++
./
8 9 5 5

*
+ - +. + +/ +/ +. +. + +,

+ 9 + +, +
3

6

5

5 5 > +
3

+, ?+,
+, 5 5

+ ?+
+ - 1 @+, + +, +

+ 5 +
;

*
*

*
14
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+ - + +, + +/ +.
+. + +

+/ 9 +/ + +.
3

6 5

pizz.

6 =

Pole
with rattan> = knuckles

=

6

- -
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,1 / ) /

@ A

B C

B
C B

D(Sost.)

E  B  F

B

@

@
High Zil Bell

Tam-Tam
with beaters/sticks just used on vib.

Low Conga
circular-motion scrape

A @

@
to Bass Drum

BC

D
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< =

Ped.

>

>

Power Drill
Run the drill for about an eighth
note, then let it "decay" naturally.

to Steel Pan

take medium vib. mallets

7? ? 2 ,7?
3

+

+
+

,,../ 1
-. .1 .1

,,../1

. .
@

-...
.
///

-. ./ 2 7
....// 2

.

./
/

.3

...///

ABBBBBBBBBBBBBBBBB
2 7./ 2

+
+
+

+
./ C 3

+

33

3 ..../
D

= < =

H

H

Bass Drum
with heavy wood beater@ = braided wire brush

E

U.C.
Ped. F

=

Steel Pan
(with lead pan mallets)

to Marimba

with wood mallets

G

with rattan
Wind Gong

HPed.

7? ? : , ? ? 9 3
3 5

+

+
+

,,..1
-.0
./1 ,.1

../1
..1

. 3 .
@

-...
.0
/0/ ./ : , ....0//

....// 3
. .0
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5

...0;0
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: , ../ ..//

3
5
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+
+
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+

.0 C 3 3
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3 2 ,,,,7
..../
0
// 3

< <

U.C.
Ped. F

< Ped. F
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111143 < ) 13 1 14
13 13 )

(E)

=
>  ?  @ AA ?B C D A ?Mute with finger.

Ped. E

B A

?

Marimba

C

A
with medium mallets

B AEA

0
0

0
0
0

0

0

0

0
0
0

0
0

0

36

0
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0
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3
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5 12 1 12 5 5 4123

. *173 13

0

37

> , --*
1179 ,

----*
11112

22

I

I

? @ ? A B

@ ?

B

?

B @
Ped. C

Ped. Ped.C C

5 5 , D+- .E

0

0
0

113
--113 12 . 5

1 5 1
6

1 412 12 1 12 41 1 1 1127 12 412 1, F 19 19 19 1 417 198
.

7

3

3% $

11 119
1122 412 1122 5

0
> , D

11 .
GGGG
3 5

0
5 , -412 3 , ,E .13 13

0

38

5 11117 , , .

Mute with finger.

A

A

HC

to Glockenspiel

Ped.

H A

111III. Quench - Score



!

"

!
#

$

!

$
%

!

$
%

!
%

!
$

&'

&'

&'
&'

&'

&'

&'

&'

&'

&'
&'

&'
&'

&'
&'

&&

&&

&&
&&

&&

&&

&&

&&

&&

&&
&&

&&
&&

&&
&&

Xyl.

Glock.

Pan

Timp.

Vib.

1

2

3

PNO.

4
Mar.

5

6

(

) * +,- +- - . ,- * +,- /

0

0
) ) . ,

11112 . 1 1 1 1 13 1 415 )

0

) 16
7

1
7 8

) ,
111195 11115 ++++111199 11113 . 1111559 1111 *

++++,
111159

3 5

) 4111933
111333

1139 111999
: 113

19 1
41111993 1

* +41 19 13
3 3

0
0

) ) . 411113393
2 ) . 15 15 15 19 15 15 41

0
) * ++41155 . 4119 6 ;;6
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5555336378 4

-
-

11 /

40
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Sost.

depress silently

Rolling Popper Toy

9

:

8 8 8 8 083 83 83 8 ; 082

8 8 8 8 08 83 83 8 ; 082

8
<

=

8 8 82 8 082 86 8882 8882 ; 0008882

8 8 82 8 082 86 82 8 ; 08

83 8 8 8
083
83 83 8 ;

086

1

41

8 8 82 82 082 8 82 8 ; 08

>

>

>

>

>

?

Choose softest mallets that provide clear pitch and no thump.

(no Ped.)

(no Ped.)

Choose mallets that match attack and dynamic
with the Glockenspiel as closely as possible.

Choose mallets that match attack and dynamic
with the Glockenspiel as closely as possible.

Choose mallets that match attack and dynamic
with the Glockenspiel as closely as possible.

?

rub with superball

>

J

J

Bass Drum< = braided wire brush= = knuckles or mallet on shell

86 786
82 ; 8 8 83 86

83 ; 83
83 ; 86 8 83

83 @
3 3

86 783
8 ; 8 86 82 8 83 ; 83 83 ; 8 8 82 82 @3 3

8
< 4 =

8882 782 8886
4 4

82 78
8 A B83 @ 0B8

8
783
8

; 8 86 82
86 8 ; 83 86 ; 82 8 8 8

@
3 3

4 1
01

42

82 782
82 ; 86 8

86 8 83 ; 83 83 ; 83
86 83 8 @

3 3

C pizz.
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* * *+
*+ * / /

*+
*+ /

*,
/ /

*.
/ / *,

3

12
12

12

45 1
1 45

43
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6
7 876 pizz.
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- ./0 / /1 / /0 2 / /3 /3 / /

- ./0
/0 /3 / / 2 /1 /1 /0 /1 /1

/
4

5

- ./
/ 6 7

- ./
/ 6 6 8 9

::::;

- ./
/3 /3

/0 /0
2
/1 /1

/ /
/3

<<

44

- ./
/3 / /0 /1 2 /1 /1 /0 / /

= strum  inside the piano

2 /1 /1 /0 /- /1 /1 - /0 -
/1 /1 /1 /-- /1 /1 /1 /0 /1 /1 / - / /13

6

6 6

2 /1 /1 /0 /- /1 /0 - /1 - / / /3 /0 -- / /1 /0 / /1 /0 / - /0 /3

6 6

6

/
4 7 >

> 7 2 / / /1 / / /3 /0 /3 / / / /0 /1
3

> 7 2 / / /1 / /3 /3 /0 /3 / / / /0 /1
3

2 /3
/3 / /0

-
/ /

-
/0
-
/1 / /3 /

-- / /1 /1 /1 /0
/0 /0

- /0 /13 6
6

6

7 / ./ 8/?

45

2 / /3 /0 /3 - /3 /3 - /0 - /1 /0 / /3 -- /3 /1 / /0 /0 /3 /3 - / /
3

6
6

6

@A

to Perc. 2's Steel Pan

K

K
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-/ 0 -. -. -/ 1 0 0 -. -/ - 0 -/ 0 - 0 2 - -. -.6 5 5

5 3

-. -. - -. - - -3 0 - -3 -3 1 0 0 - -. -. 0 -/ 0 -. 0 2 -. -. -
6 5

5

5 3

4

- - -3 -/ - - - -/ -. - - -3 -/ - - -/ -. - - -3 -/ - -/ -. - - -3 - -/
6 5 5 5

- -3 -3 -/ - - - -/ -. - -3 -3 -/ - - -/ -. - -3 -3 -/ - -/ -. - -3 -3
6 5 5 5 6

-/ -. -
-/

-
-/

-
0
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-/ 1 0 0

-
-.

-. 0
-

0
-

0 2 -. - -.
6 5 5

5 3

4

46

-
-/

-.
-.

-
-/

- 0 -3
- - 1 0 0 -. -/ -. 0 -/ 0 - 0 2 -. -/ -

6 5 5

5 3

to Audio Player upstage
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,1 4 2,

,3 -,
,

6

6 3 6
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,3 -, ,3 / / ,. , / / ,. // , / , 0 ,. , 0 , 0 ,. , 0 ,3 0 ,1 , 0 , , ,. ,. 2,. , ,. ,3 4 2,. ,. -,3
,

6
6

3 6
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5 / 267 27 7 8 67 / 267$

,. , , , , ,. , , , ,. / // , , 2,.9
, ,. ,.
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,. , , ,. ,3 2,. ,. , ,. 4 2,. ,. -, ,.
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3
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6
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,3 -,3 ,
/ / ,1 ,1 / / ,3 // , / , 0 , ,.

0 ,. 0
, ,

0 ,1 0 , ,1 0
,3 ,

, , 2,3 ,.
,
,.
4

2,.
,3

-,.
,.6

6 3 6

6

:
:

47

,3
-,. ,. / / , ,3 / / , // , / , 0 , ,1 0 , 0 , , 0 ,1 0 , ,1 0 ,1 , ,3 , 2, , ,. ,.

4 2,. , -,3
,1

6

6

3 6

6

; < == ;

Sost.

Steel Pan
on skirtwith soft mallets (double seconds), if available

>

(Sost.)
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,--. //--. 0

-1
----11 2
3 4 4 3

-5 --66
3 3

//775 3 ,-
,-1 #

+

//77. 4

8 0
+

48

//--.
3 0

9 :

;<  :  = 9

>

>

Play audio sample.

;

Ped. ?

7777
66 .

77776
66 .

771 .

----1@@@@@@@@@@@@@@@@@@@@@@

A -6 - -6 ,-1 - --1
3

----111 3 ,-6
,-5$ #

+
77771 .

+
+

49

77776
.

L

L

to Timpani

>

>

>

>

>

?

7777
. ----

1 .

7777
. ----1

511
.

77. --5.

----66@@@@@@@@@@@@@@@@@@@@@

A - - B-1 4 3 ,-6 -5 -
5 5

----15 -1 - B-1 3 ,---5 4
5

$

0 --.
7777. --.

+
+

50

7777
. 4

C

9

9

>

>

>9

9 >

9

9 >

Ped.
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<

=

(octave clef )

>

>

>

=

=

> =

Move upstage and take 1 Uninflated Balloon.
Quietly inflate the balloon and hold shut.

Sost.

Ped.

>
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,

M

M

8

8

8

Move to Bass Drum. Take 1 Uninflated Balloon and a
braided wire brush. Inflate the balloon and hold shut.

,

99993
3 .

999.

1

013

51 :
501

;1

1/ 17

1

;1 1

;1

1/ 13

13

1 11

13 13 17 ;13
17 1

3

6

#
2 11133

4
3

,

,

,

53

,

<

< 8

8
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+

3 4 3 4 3 4 3 4 3

3 4 3 4 3

4

4

with very soft mallets
Timpani

5

5

5

Ped. 6

Bass Drum

4
with braided wire brush
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(((. 1 1 2 !

((3 (0 * ** *((3
, (0 ( (0 ( (0 ( (0 (3 ) (( ( ( *(04 (3 (

5
5

1 ) (05 6 ( ( ( (0 ( (0 (0 , *

((00 (0 * ** *((00 1 (0 (0 (0 ( (0 (0 (0 (0 ( (0 (0 ( (0 ( (0 (0 (
7

) (0 ( (0 ( (0 ((0 (0 (0 ) (0 (0 (0 (0 7(0
6

6
3

-
1 //0 . //.

1 //0.
//.

((. //00 . //.
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-

8
9

9 5 :: 6

move upstage and take 2 Inflated Balloons

:

9

:

: 9

9 :

:

:

Let the balloon deflate while holding the opening tight to make
a high-pitched squeak. Slowly loosen the hold to let the pitch fall,
until by beat three it deflates with the normal raspberry sound.

;
<.

= 2

-

;>

+((00 ( */?3

;;;;000

@@@@@@@@@@@@@@@@@@@@@

A

?

-

//0 . /.(. (.
;.(. 7(. (. /.

3

;;00 .

56

= =

5  8  6
B

B

Rub the balloons together; decrease
speed and pressure over the bar.

Let the balloon deflate.
Optionally, let it fly about.

Scrape the head of the drum in a large circular motion
over the drum head while wiggling the brush to let
some of the wires hit the drum head delicately as well.

C

Ped.
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Xylophone

Glockenspiel

Timpani

Vibraphone

Percussion 1

Percussion 2

Percussion 3

SOLO PIANO

Percussion 4

Marimba

Percussion 5

Percussion 6

()
Shhh

*

+ ,- + . (
*

. ( / +

*

*

*

*
*

*

(/0 + 1/ +

. ( + 2
Shhh

1

*

e = 90

e = 90

3

4
rute on rim

Bass Drum

3

Shushing sound

Shushing sound

with rattan

with figertip

+ 2 (2
Shhh

*

+ ,- + . (
*

. ( / +

*

*

*

*
(/0 + 1/5 +

*

/ + . (

2 + (2
Shhh

2

*

3
with figertip

2 + 2 (2

*

+ ,- + . (
*

. ( / ,6 7

*

/
///85 ///95 ///55 ///9 ///8

*

*
/ / / /5 /8 +

*

(/0 + 1/ +

2 + 2 (2

3

*

4

Ped.

Lift splash cymbal
up and strike it...

sim.

with figertip

2 + (2

*

+ ,- + . (
*

+ ,/ + / ,6 7

. ( + + ,/. ( + + 1/8

/
///85 ///9 ///99 ///55 //

*

*
(/0 + 1/5 +

*

/ / / / /5 +

+ 2 2 +

4

*

Ped.

:

...then place it firmly
on field drum head. sim.

with figertip
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&-3 ( 4- (
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5

)

Ped. sim.

A

A
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, & , 4-

( *+ ( , &

( *- ( - *. /

- - - - -0 -- ( - -- -- -

--
---1 -- -- --21 --1

)
&-3 ( 4-1 (

- - - - -1 (

&' , &

6

)

with figertip

6
Xylophone

)

4- - - - -

( *+ ( , &

( *- ( - *. /

-
-

---21
--0

---11
-2

( -2 -2 --2 ---2
----0--

- --1

)
, & , 4-2

&-3 ( 4- (

)

7

)

7 6 7 6
6 7

(ord.)

with figertip

6

)
, & , 4-

( *+ ( , &

( *- ( - *. /

--22
--0 --

---02 --0 --

--
-- --0 ---2 ---01 --

)
-- - -- -

-0 -
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)

8

)

76 67 7
6
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B

B
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&
'' '' ' ' '0 ''
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'''0
'''0 '' ' ''0

''''0

''/ '''0 ''0 ''' '''000 ''//

&
'2 3' ' '0 '

' ' ' ' '1 (

&
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&

5 4 544 5

&
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' ' ''

( )* ( + ,
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* . * .

3' '''1 '

'0

'''// ''/ '''1

' ' ' '

'

'' '''1 '''0 '

&
)'' ' ' '

' '

,'2 ( 3' (

&

11

&

5

with figertip

&
' ' '

' '
''00 '

( )* ( + ,

+ , '( )6* (

'

+

'

' 3'''00/ 7 7

' ' ' ' '
''' '0 ''0

'

''1

'

+ )' )' '0
'' ' ' '

'0 '

,'2 + ,

&

12

&

4

(do not pick up
 splash cymbal)

(ord.)

125IV. Cuddleys - Score



!

"

!

!

#
$

#
$

$

#

Xyl.

Timp.

Vib.

1

2

3

PNO.

4 Mar.

5

6

% & ' ( )

( ' % &

*

&+,

-((. ' (((/// (/ -(.
((. -(

((// -((. '
-(. &&((

-(
( ( (

*

&(, % &

-( &(,
-( (

-( (
-( (

13

&( ( ( (

0

grace notes:  1 
other notes:  0 

2
C

C

Take contrabass bow and
move to low end of marimba.

1

Zil Bells % & ' ()

*

*

&+,

-( ' -(( ((3. -( ((/ -(
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3 (3 -( ((33
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-(
( (

-(3 (
-(
(

*

(, 4( ( (3 (

-( (
-( (

-( (
-( (

-( (
-( (

14

( ( ' % &

% & ' ( )
*

*

&+,

((.
(((33 (((.// -(/ '

((/. -(/ ((.3

-(
((

-((3 (
-((
(

-(
(

-((
(

-((/
(

*
(( (3 (( (3 '

-( (
-( (

-( (
-( (

-( (
-( (

15

&( (3 (( (3

126 IV. Cuddleys - Score



!

"

!

!

#
$

#
$

$

#

Xyl.

Timp.

Vib.

1

2

3

PNO.

4 Mar.

5

6

%

%

%

%
&

'' '' ' '' ''
''(

& $

)*+

,'- .
,' '''((( ,''/- '''(( ,'- ''(( ,' ''(( ,''( . $

,''- ''
,'' ' ' ,' '

,'' ' '

&

)'- + 0 ,''(

,' ' ' ' ' ' '

16

' '' ''/ ' ' ''-(

rit.

rit.

with bowMarimba

1

1

1

&
'- '/ ' ' ' '- '/

'/ '
'' ' '/ '- ' '''

)*
)2 3 0 )

''--
''// '-

' ''/- ' '-

'/ ' '/ ''/

' '

'/

''--

'- '
#

' 4

&
'- 5 ' ' ' 5 ' '/ ' )'( ' '/ ' '
'

)'+ 0 )

17

'- 4 ) 67' ' ' '/ '' '/ ' ' ' '/ '- ' ''-

1

D

D

e = 72

e = 72

Take contrabass bow and move
to high end of the vibraphone.

Change bow direction ad lib.

1 8

9

9

9
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+- . / +

&'

&) & &

&' &' & &' &'

&) & &'

&' &&)0

&' &

&' &

& &&'' &) &)
& &)

1
/ + 2 ( & & &' ( & &
&&)' & & & &' &' &' &' &)

& &' ( &) &' * + &' &) & *

1

18

( &) & & ( &&''
&& &' ( &&

&& &' ( & &' & ( & & &) & & &

3

Take contrabass bow and
move to low end of xylophone..

4

4

4

* &0 &) &) &' &) &&'' &&'' * * && && *
&& &&'' ( & &&'' &&

+,

1

&' &

&0 &) &) &' &)

&
&0 &0

&)
&)
&&0 &0 &)

&&) &0
&)
&&') &0 &

&) &&'' &
5&

1
1

&& &0 &) * & & ( &' &) & &' &' &) &0 && &) && && *

1

19

&
&
' & * & &'

&) & * && && ( &' &) & &0 &&)) &&)) &' &) & &' &
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% %% % & %' % ( % % & % % %) % &
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%

%%' %

%

%

%

%%'' %

%

% %%' %)
%%'

%%- % %)
%%) %

% %'

% %%%''' %

%%%''.%

,

%%) % %
%
% % % ( %) % % % % ( % % % % %

%
%

%' %
%%'' % %

/ *
**%%

$

20

%% % % % & %' % % % % %) % % % % % % % ( & %% %%

0 1

rit.

rit.

Vibraphone
with bow

Change bow direction ad lib.

Xylophone

2 3

32

2 3

,

*+

*+

%% **%% %%)
%%%'

%%

%%

%%
%%'

%% %%
%%'

%%

%%

%%

%%'

3 3 6

**%%

/ * 4 5% 4
,
,

**++

21

,

0

e = 60

e = 60

E

E

Change bow direction ad lib.
with bow

2
high Table Gong
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&)

&)

&&''

''*

''

''

'' '' '' '' '' '' ''* ''8

+
+

&),

&&))

22

&&))-

.

with bow
Change bow direction ad lib.

with bow Change bow direction ad lib.

/

&' % &

&)

&)

'''

''( ''-*
''- ''** ''

''-(

''*- ''(

''-*

''-- ''**
''- ''(- ''-*

''--

''** ''-3

3

3 3

3
3

+
+

0' '', '', 1

&&))

23

&&))

2

+

+

+

&&&&))))-

&&&&))))(((

+
+
&),

+

24

+

3

. 3
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Xylophone

Upstage

Glockenspiel

Steel Lead Pan

Upstage

Timpani

Upstage

Vibraphone

Percussion 1

Percussion 2

Percussion 3

SOLO PIANO

Percussion 4

Marimba

Percussion 5

Percussion 6

* | *

+
+

+
+
+

+

,
---.. / 0 0

-1 - -1 -/

+
+
+

+
+

+

1

+

2

start upstage

start upstage

start upstage

start upstage

q = 144

q = 144

Choose mallets appropriate for xylophone rags.
Should have some “chirp” in the attack.

Choose mallets that match timbre with
the Xylophone as closely as possible.

+
+

- 3 4 4
+
+

4 4 0 5-

---..6 / ---.. / ---.. / ---.. ---616 /7
---1

-1 / 4 4

+
+

0
5--
--.
. 4 4

+
+

+

2

+

Finger Cymbals

2

In conspicuously grand fashion,
as wtih large crash cymbals.

Bass Drum with splash cymbal,
dead stroke on BD head

8

8

+
9 0 ,

----6
.
1 4

+
+
+

+

4 ---666 ---166 ---66. ---661 ---666
---..6 / ---.. / ---611 / ---11 ---166 / ---1 ---..6 / ---.. /

4 -7 - - -7 - -

+
--1 4 9

+
+

0 5- 4 9

3

+

8:

Box

;

to Drumset

:

:

Gongs (on table)

with carpenter hammer

:

+
9 0 0 ,---

+
+
+

+

,
--- ---1.6 ,

---6.6 --- 0
---666 / --- ---.66 < 0 -1 -6 -1 -6 /

-7 - - -7 -7 0

--

0

9 0 0 ,--66

9 0 0 - -
+

+

4

+

8

8

2

Pole
with triangle beaters

:
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Xyl.

Upst.

Upst.

Upst.

1

2

3

PNO.

4
Mar.

5

6

*  +, | + |

-
....///0 1 ...22

1 . 3 1

-

...220 4 ...22 4 ...202 45

...220 ...0/0 45 ...220 4
./ 4 6 1 #

-
-

..2
..00 1 1

. 1 1

5

-

7

Finger Cymbals

(walking to Drumset)

* 8 ,

8

Pole

9

1 . 3 6 4. 3
-

-

-

1 ...000 :
...000 ...000 :

...//0

...220 4 ...22 ...000 4 ...4 ...020 4 ...2 ...200 4 ...2

-
; 1 6 :

..22
../ 1 1 6 <..2

-

6

6 <. 1 ;

8 =

Zil Bells (or equivalent)

8

Box

8

8

4> 3 :.3 1 4
; 6 6 :../

-

-

... ...000 ...000 .../0/ .../00 6

...002 4 ...2 4 .../00 ? 6 ./ .0 ./ .0 4$

-
; 6 6 <..0
; 6 6 :..0

; 6 6 . .

7

-

9

Wind Gong

=

=

8

-
../

..22 1

-

-

...// 4 ...// ...20 45 ...2

./ 4 1 #

-

..0/ 1

./ 1

. 1

8

-

7

A

A

7
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Xyl.

Upst.

Upst.

Upst.

1

2

3

PNO.

4
Mar.

5

6

* |

+
, -

....//0 1

1 , -. 2

+

, ...0/ -
...0/0

...33 4 ...0/ 4 ...0 ...33 4

, .5 . .

+
+

+

9

. 1

6
7

Gongs

6

8

7

7

+
1 , 9..../

// 1 4

+

: .-.
. ;

... ...03 ...0 ...// ... ...00 ,

...// 4 ...33 ...// <
, , .0 < .0 4$

.5 . . .5 -.5 , ,
+
+

+

10

+

8

Drumset

6

+
+

+

9= , ,
-;
, ,

.../ 4
.../ ...3/ 4

.4 ,

+
+
+

, -. ,

11

, , 9.

>

7

7

+
, 9....333

1

. 2 1

=
5 ; ; ; ; =

5 ; ;

.../ 4
.../0 5 ...0 ...///

...0/ 4 ...// ...33 ...03

+
+

, 9..../// 1

+

12

+

6 ?

>

8

7

6

+
..// ../0 9../

, 1

+

; ; =
5 ; ; ; ; =

5 ; ; ; ;

...0/ ...// -...3/0 ...3/0
9.../0

...33 ...03 ...// ...33 ...30 < ,

+
1 ../ ../ 1
: ..03

../0

+

13

+

6

7
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Upst.

Upst.

Upst.

1

2

3

PNO.

4

Mar.

5

6

) |

*
+ + ,

---./

*

,--
- 0

1--- + +

-. -/ -. -2

*

*
+ + 1--..

+ + - -

14

*

3

4

4

5
Pole

*----6/ + + ---66

+ + ,- 7 8 2

0- + + +
10

---66/ 2 ---66 2 ---66 2
---/6 9

---/6/ 2 ---2
1-. 2 + + 8 2 #

*

*
,--/6 + + ,

---.. + +

- + 8 2

15

+ - 8 2

B

B

5
Finger Cymbals

3

5

Box

8 + ,07 8 -7
*

*

:0
;0
9 0 0 0 0 ;

9
+ < 8

8 ---. ,
---./ = ---/6 ,---.

9

---66 ---/ 2 ---/6 2 ---/6 2
---/6 > ---// ---6 2

---/ 2

*

? 8 + ,--
--. 8 ----6

6
66 8

*

16

*

@@ A AB

Wind Gong Zil Bells

(rim shot)

3

3 5

*
+ ,

----.. 8 + --.. --/
--/6

*

+ -
9 0 0 0 0 -

9
?

,---
---../ ,

---/ --- --- ---. 2 ---6

---6/ ---. 2 ---6 ---6/ 2 ---. 2 ---6 ---. 2 ---66 2 $

? -9 - - -9

*
--6/ 8 ?

*

17

*

@

@
Gongs
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Xyl.

Upst.

Upst.

Upst.

1

2

3

PNO.

4

Mar.

5

6

+ |
+

,
,

,

-.. . /

-
... 0 0

0 .1 2 .2

. 0

,
,

,

18

,

3

4

,
,

0 0 -. 5

/6 0

...771 2 ...77 2 ...818

.2
0 ...818

,

,
,

,

19

0 9. 0

:

C

C

3

:

,....8
8 ;

< 0

,

,

....1777
;

. .8 .8 .1

....17
;

.7 .1 .1= . .= .
.85

,
..
..7

8 ;
< 0
,

,

20

,

3 4

to Glockenspiel

>

>

,
,

,

,

.1 . .1 .

.8 ? .8 .1 .1

,

,
,

,

21

,

,
,

,

,

.= .8= .8 .1 .1 .8 . .8 2

. .8 .8 . .1= . .8 .7 .1 .7 .1 23

,

,
,

< < 2 0 0 . .

22

,

> > 3

4

135V. Goofball - Score



!

"

!
#

!

$
%

!

$
%

!

!

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

&(

&(

&(

&(

&(

&(

&(

&(

&(

&(

&(

&(

&)

&)

&)

&)

&)

&)

&)

&)

&)

&)

&)

&)

**

**

**

**

**

**

**

**

**

**

**

**
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Glock.

Upst.

Upst.

1

2
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PNO.

4
Mar.

5

6

+ |+ |

,  +- |

.
/ 00011 2 000 3 000141 0004

.

.

500 0 0 0 6 37 8

09 00011 9 00011 9 00011 9
00041 2 000414 9 0009

:0; 9 3 / 000414
2 000411 9 00011

.

.

/ 3 :00011 00011 2
3 00011

0 / / 9

23

.

(walking to Glock.)

<

<

<

, = -
Pole

.
00012 00011 2 00011 3

.

.

:6
50
37 0 0 8

00011

0044 2

00011 9 00011 9 00011 9
3

3 3 3 000111 2

.

.
00014 2 00011 2 00011 3

.

24

3 0 / 9
<

Box

.
3 0001 0001 00011 3 3

.

.

6 37 0 8 050
6

000414 2
0001 9 0001 9 5

000141 > 3 3

5
000414 9 3 3 3 04 9 04 9

.

/ 9 0004;4 3 3

3 0001 0001 / 9

.

25

.

?=

=

=

=

.
/ @@@@4

A 01 0 01 01 04
5

.

.

666 6 0 0 6B 6 0 C

0004 9 0009 /
0009 0009 /

:09 3 0001 > 01 01 0 0 04 0 04 043 5

.

/ @@
@@1
1 A

/ 0; 04 0 0; 045

3 50 / D

26

6 6 / 6 6 /

=
=

D

D

E =

F

E =

F
with rute

=
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Upst.

Upst.

1

2

3
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4
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5

6

( ) *+ ,

+- +-
. (

/
/

0 0 .1 ) 02 0 +

+++* +++* ) +++3 +++
+++44 * +++* )

+ + +- +++4- ) +++3 +++ +++33 +++3 * +++4- *3

( ) +5 + +

/
+- +- . (

/

27

0 0 . 0 0 .

6 78

9
Zil Bells

Gongs

9

/
+++34 +4 + + +4 . +- + +- +-

3
3

/
+++3 . + + + +4 + + + +-

3 3

: 0 0 + : 02 + :

+++3
+++4 * +++* )

+++* +++* .
+++-4 +++4- * +++343 +++44 * +++4-4 * +++33 +++43 * +++333 *$

) +5 + + +5 + + +5

/

/

/

28

0 0 . 0 0 .

7;

8 <

8

6

6

6 9

/
++4- ++- ) .

/
++ ++ ) .

*+= +=. >+ +

+++- * +++- * ) .

+++433 +3 + +45 +- +45 + +4
5

%

+5 ) .

/

/

/

29

0 0 ) ) 0

< 7

6

6
8 ?

137V. Goofball - Score



!

"

!
#

!

$
%

!

$
%

!

!

&&

&&

&&

&&

&&

&&

&&

&&

&&
&&

&&

&&

&'

&'

&'

&'

&'

&'

&'

&'

&'
&'

&'

&'

&(

&(

&(

&(

&(

&(

&(

&(

&(
&(

&(

&(

Xyl.

Glock.

Upst.

Upst.

1

2

3

PNO.

4
Mar.

5

6

) |

* +, - +, -

.

.
/ /0 /0 / /1 /2 /2 /1 /0 / /1 /13 3

/3 +/3 / 4 ,

///05 ///05 /05 /0 / /1 /0 / /0 +
/1 /0 /0 / /15 / /0 /2 /1 /2 /+3

.

/ / / / * + * +3

* /2 / / /2 / /2 /2 /2
3

* * + 6 6 / /

30

, * + * +

7 7 8

9
Wind Gong

: 7

: 7

Pole

:
Box

.

/ /0 / /0 /0 * 6 ;///1
3

.
* + * 6 ;///2

,< 6 * < , , , , ,
6

/5 ///00 + ///00 + ///2 =
;/25 6 6 ///0 = /0 /0 /

/ /0 /06

.

.
* + * /2 /1 /2 /1

3

+/ * *

31

.

>
8

?

E

E

8

8

>

8

.
* /1 /0 / /0 /0 /

3

.

.

* / / /@/

///12
= ///10

5 ///00 +

///000 +

6
///12 = 6 6

.

.
* /2 / /2 /2 /2 /2

3

.

32

.

> 8
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) |
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*

+ , , -
*

+ ,., , /

,,,011 2 + 3

,,,114 2 ,,,14 3 ,1 2 ,3

*

*
*

*

33

*

56

Congas
with mallets

*
*

*
*

,/
7
./
/ / / / 8

7 / /

,,,00 3 ,,,00 3
+

9,3 - ,,,4 2

*

:
333.
,,,4

+
*

+ ,

34

/ / +

6
;

;

6

;
(with rute)

*
+

,,,00 +

*
,,,4 + - 9,,,0

/ / ,
7 / / / / 8

7 / / / /

,,,00 3 ,,,00 3
- .

,,,00 3
.
,,,00 3

-

,,,1 2 ,,,44 7 ,1 ,0 ,0 ,1 , ,

*

- 3 <
,,,444 + +

*

*

35

/ / + / /

5 6

6

6

*
:

333.
,,,14 + - .

,,,00 +

*
+ - 9,,,444 + - .

,,,441

,,.,
/ / , /=

> / 8
7 / / /

,,,00 2 ,,,144 3 ,,,44 3 - ,,,44 3 ,,,44 3 +
,,,1 2 ,,,07 : , ,1 ,0 ,1 , , , ,0 ,1

*
,,,1 + ,,,00 +
? + - 3 <

,,,

*

36

+ / / + / /

5 6
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6

) |

*
+ ,,,

-.../0 1 -...22 3 + ,,,-...//

*
1 .../// 3 4

...2 3 -...22

5 .
6 5 5 5 5 7

6 5 5 5 5 .
6 5 5 5 5

...00 , ...00 , 1
...00
, ...22

,
.2 ./ .0 ./ . .26

.2 .2 ./ . ./ ./ ./ .2
.2 ./ . ./ . 1

5

*
8 1 3 4

...2

1 + ,,,4
...00 3 -...00 1

*

37

1 5 5 1 5 5

9 : ;

9 : ;

*
3 4

...00 +
,,,4
...//

*
3 -...22 + ,,,

-...0/0

7 5 5 5 5 5 5 5 5 5 5 56 6

. .2 . .2 , .../6

.0 . .0 ., ...00 6
*

3 4...2 + ,,,
-...00

*

3 . . . . .

38

1 5 5

< =

F

F

<

<

<

>

>
Pole

*
,,,...22 ...22 3 4...2// + ,,,

-...

*
3 , ?

...00/ 3 4
...2 + ,,,-...22

5 5 5 5 5 5 5 5 5 5 5 5 5 5 5 5 5 56 6 6

...22 + ...2// ... + ...2/ + .../ +

./ . .2 ./ . . . .2 ./ .2 . .2

*
,,,...// ... 1 1
1 3 4.../0 + ,,,-...0

*

39

*

:

:

:

:

@

to Log Drum
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%
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!

&&

&&

&&

&&

&&

&&

&&

&&

&&

&&

&&

&&

Xyl.

Glock.

Upst.

1

2

3

PNO.

4
Mar.

5

6

'

((()))*** )))+++
, -

, . ( /) , 0 (1)
'

() ) . 2) 0 (1)
3 233

0 )+ ) ) )4 )4 ) ) ) ) )4 )4 ) ) ) )
)))++* 0 )))+++ ))) 0 )))4+4 0 )))4+4 0 0 )))+++ 0

'
'

))) , , 0 )4 )4 )

'

40

'

55 6 6 5

7

8 6 9

7
Congas

6 7

'
'

. ( :) , -
'

, 1)
3 ) 3 . 313

) 3
,

23
1)
;

3

3
3

3

)4 )4 ) ) ) ) )4 )4 ) 2)4 )+ 1)43 3

. )))+4+ , 2)))+++
. , 1)+

3

'
- ) 2) ) 1

))443
3

) ) ) )4 )4 ) ) ) -

'

41

'

56 58 6 9

5

'
- , 1

))))4+44
<
,

3

'
'

'

=

=

'
, 1

))44 , 1
))44 ,

1
))))4
4
+
4 < ,

3 3

3'

'

42

- , 2) ,3

5

6
with carpenter hammer
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$

%

!

!

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

&'

&(

&(

&(

&(

&(

&(

&(

&(

&(

&(

&(

&(

Xyl.

Glock.

Upst.

1

2

3

PNO.

4
Mar.

5

6

)|

*
*

*
*

+
,

- . . -.
/012
3

3

3

4445 .6 . . .5 .5 /...6
3

3

4447 - .7 8..
3

*
*

*

*

43

*

Ped.

9:

G

G

9

(walking to Log Drum)

take Frame Drum

*
+ -

...7 8
...777

3

+ 2 . 2 .
3

*

*

;;;
;;

*
- .6 /.6 +3

- . /. - 2 ..
..

3
3

*

44

*

9

with handles

: 9

:

<

*
*

*
*

+ = -,

444 ... ... . .5 . .5 . .5

==44 >.. ? 2

*
2 ..5 ==..55 ..56 2 ..55 ? ==..55
3

*

*

45

*

:

@

*
*

*
==4455 3A +

=B 3 - 2 2,

==44 .. 2 C . . .

/.5 =
2 - + -

*
..
..6

- - +

- - +

*

46

*

:

D

D

@

with hand

@
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!

&'

&'

&'

&'

&'

&'

&'

&'

&'
&'

&'

&'

&&

&&

&&

&&

&&

&&

&&

&&

&&
&&

&&

&&

Xyl.

Glock.

Upst.

1

2

3

PNO.

4

Mar.

5

6

(
))))
** + +,

(
--..**

,

(

-.,

(

-/, 01

(
(

(

47

(

,

,

,

2

3

Susp. Cym.

, (
(

(
(

. ) 4 5)

(
(

(

(
(

(

48

(

H

H

Rub splash cymbal over
surface of Field Drum.

6 72

take Pandeiro
move to Pole upstage

(
(

(
(

5) 4 ) 4 ) 4

(
( $

(

(
(

(

49

(

72 72 7

(
8 4 4 ))** )* ))**

5

) ) )9 ) )9 )9 ) :9

(

) 4 5) 5) 4 )

8
))**

))** )*
))**
4

5

8 %

(

(
(

(

50

(

Congas
play with hands

;

;

6

2 72 7 2

(
....<<< = 8

) )9 ) :9 ) )9 )9 )9 :9

(

4 ) 4 ) 4 5)

)))*
9

)* )> ) )* )> )* ) )* )))***
9

5 5

?)9
)))
9

) ) )* ) ) )* ) ) 4
5

5

$ %

(

(
(

(

51

(

6 7

@ ; @

7 2 7 2 7 2
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Xyl.

Glock.

Upst.

Upst.

1

2

3

PNO.

4

5

6

&
''''((( )

''''((( )

* * *+ * *+ *+ * ,+&
-* . * . * .

* * */ *0 */ * **/
+

**// ** **/5 5

*
***
+

* * * *0 * **
+

. ***
+

*
5 5

&

&

52

&

1 2 1 2

3 4 3 4 3 4
4

2 5 2 5 2

Congas

&''''(()
''''((( )

* *+ * ,+ * *+ *+ *+ ,+
&

* . -* -* . *

***///
+

**0 **/ **/ **/0 **// ***
*0

+
**// **// **

5 5

*/ * * *
*
***0
/

+
***
+

* ** ** **
5 5

&

&

53

&

1 2 1 2

3 3 44 3
4

5 2 5 2 5
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!

#
$

!

!

!

Xyl.

Upst.

Upst.

1

2

3

PNO.

4

5

6

%
&

''''(()
****(((( )

* * *+ * *+ *+ * ,+

- * - * - .*

**// ***///
+
**0 **/ **/ **/0 **// ** ***//

+
*/

5 5

** **/ * */ * *
*
***
/

+
**/ * *

5

5

#

& * * *+ * *+ *+

%

54

& ' - 1*

Pandeiro

2 3 2

4 56 5 7 4 5 4 5

I

I

3 8 3 8 3 8

2

Frame Drum
Scrape Frame Drum head with
fingernails or a braided wire brush.

8 3 8

%****) &
''''(((( )

* *+ * ,+ * *+ *+ *+ ,+

.* - * - * -

*0 **/ ** **// **// ***
*0

+
*/ */ * */5

5

*/ -
*
***
+

** ** **0 ** **/ .*+ ***00
+

**
5 5

$

* ,+ * *+ * ,+ * *+ *+

%

55

9* - '

3 2 3

4 5 4 45 5

3 8 3 8 3

3 8

%''''(0( ) &
****(( )

* * *+ * *+ *+ * ,+

* & :

***
*/
///
+
**0 ****0// ***/ ***// ***// ***// **/ ***///

+
**0

5 5

* **/ ***
+
**0 **/ ** **/

*
+

***/
+
***

5 5

*+ ,+ * * *+ * *+ *+

%

56

- 9* 1* - *

2 3 2

4 5 4 5 4 4 5

to Cajón

8 3

3 8 3 8
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!

Xyl.

Upst.

Upst.

1

2

3

PNO.

4

5

6

%&&&&' (
))))**** '

& &+ & ,+ & &+ &+ &+ ,+

%

&&- &&- &&-. &&&---
&&&
&

+
&&&-- &&&- &&&-. &&&-- &&-

5 5

&&&.- &&& &&&- &&&..
+

&& &&& &&&-. && && &&-
5

5

& ,+ & &+ & ,+ & &+ &+

%

57

& / 0& 1& /

2 3 2

4
5 4

Congas

Pandeiro

2 6 2

%
%

& & &+ & &+ &+ & ,+

%

&&&---
+
&. & & &- &. & &- &. /5

5

&&
+
& &- & &- & & & &. &*

5
5

&+ ,+ & & &+ & &+ &+

%

58

) / 1&

5 4

6 2 6

%
%

& &+ & ,+ & &+ &+ &+ ,+

%

&&&
+
& &&-- && &&. &&.- &&&--

+
& &. &-5 5

& &&&.
+

& & &- &. &- &. &&&-
+
&&

5 5

& ,+ & &+ & ,+ & &+ &+

%

59

0& / ) / 0&

5 54 4 5 5 44

2 6 2 6
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#
$

!

!

!

Xyl.

Upst.

Upst.

1

2

3

PNO.

4

5

6

%
& ' ' ( '

3

) ) )* ) )* )* ) +*

%

) ), )- ) )))--
*
) ))- ))),, ))-- )),,

5 5

))., )) ))-- )), (
),
*
))
*

) )) )),
5

5

)* +* ) ) )* ) )* )*

& )* ) ) ) )* )
3 3

60

/) ( 0

Log Drum
play with hands
(OK to hit tongue and body together)

1 21 2

J

J

resonator gliss (no specific range)

3 4 3

5

2

2

4 3

%
 6' ( '  ' ( '

3

3

3

) )* ) +* ) )* )* )
* +*

%

)))-
*

), )) )), )- ) )- ) )), ))
5 5

)- ))., )) ))- )),,
)
))
,

*
)
*

))-, )) ))-
5

5

) +* ) )* ) +* ) )* )*

) ) )* ) ) ) )* ) ) ) ) )* )
3 3 3 3

61

( /) 6) ( )

1 2 1 2

4 3 4 3

4 3 4 3

%

' ( '  7' ( '  ' (3
3

3

3

) ) )* ) )* )* ) +*

%

))-
)))--
*

))-, ))- ))., )) )))---
*

) ) ))-
5 5

)), )))-
*

)) ))- )), ))-- )), )). ))),,
*

),
5 5

)* +* ) ) )* ) )* )*

) ) )* ) ) ) )* ) ) ) )* ) )
3 3 3 3

62

) ( 6) /) (

1 2 1 2 1 2

4 3 4 3 4

4 3 4
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#
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!

Xyl.

Upst.

Upst.

1

2

3

PNO.

4

5

6

%

& & ' &  (& ' &
3

3

3

) )* ) +* ) )* )* )* +*

, ' )* ) ) ) )* ) ) )3 3 3

)- )). )) ). ))).
*
))- )). ))-- )). )).

5
5

)/ ) )-
) ))/ )) ))/ )))-

*
))-/ ))/

5 5

) +* ) )* ) +* ) )* )*

) ) )* ) ) ) )* ) ) ) )* )
3 3 3 3

63

) ' ) ) ' ) ) '3 3 3

Cajón

0 1 0 1

2 3 2 3 2
Congas

Pandeiro

Log Drum

2 3 2 3 2 3

%
 & ' & & ' &  4&

3

3
3

)* +* ) )* )* +* ) )*

)* ) ) ) )* ) ) ) ) )* ) ) )3 3 3 3

)))...
*

)) ))).. )))/-- ))).-- ))).- )))--. )))..
*

))).. )))
5 5

))/ ))))--
*

)).. ))- ). )- ). )))-.-
*

))- ))-

5

5

)* +* ) )* )* +* ) )*

) ) )* ) ) ) ) )* ) ) ) )* )
3 3 3 3

64

) ' ) ) ' ) ) '3 3 3

0 1
0 1 0 1

3 2 3 2 3

0

0

2 3 2 3 2 3

%
' &  & ' & 4& '
3

3

)
* )* )* )

* +*
4)5 )5 )5

)* ) ) ) )* ) ) ) )* ) ) ) )
3 3 3 3

)))-. ))).- )))- )). ) ()*

))).
*

,
5

)) ))// ))- ))/ ))-- )))
* ,

5

)* )* +* )* )*5 65

) ) )* ) ) ) )* ) ) ) ) )* )
3 3 3 3

65

%

fingertip roll

0

2 3 2 3

take Frame Drum to Vibraphone
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Xyl.

Upst.

1

2

3

PNO.

4

5

6

%
%

& '(() * () & (+( ( '(

() ( ( ( () ( ( ( () ( ( (3 3 3 3

%
%

& ,() * () & (+( ( ,(

( ( () ( ( ( () ( ( ( () ( (
3 3 3 3

66

%

fingers

(thumb roll)

-

-

K

K

take Small Tam-Tam

.

.

%
%

* /) () ( ( ( ()

() ( ( ( ( () ( ( ( () ( ( (
3 3 3 3

%
%

* /) () ( ( ( ()

( ( () ( ( ( () ( ( ( () (
3 3 3 3

67

%

%
%

* & '/) * & '(

() ( ( ( () ( ( ( ( () ( ( (3 3 3 3

%
%

* & ,/) * & ,(

( ( () ( ( ( ( () ( ( ( () (
3 3 3 3

68

%

%
%

() () '() ( '//)

() ( ( ( () ( ( ( () ( ( () ()
3 3 3 3

%
%

() () ,() ( ,/)

( ( () ( ( ( () ( ( ( ( () ()
3 3 3 3

69

%

0

0
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Upst.

Upst.

1

2

3

PNO.

4

5

6

$

% & & & & &' &'

& &' &' &' & &' &'& &' &' &&(
'3 3 3

$
$

% & & & & &' &'

& &' &' &' & &' &'&'&' &' &'
3 3 3

&(

70

) *& & % &' + *&

fingertip roll

fingertip roll
on body

Frame Drum

,

,

,

Congas

Cajón

Pandeiro

Log Drum

$

-& & -.' % & & & &

&( % &&' &' &/& & &
3

$
$

0& & 0.' % & & & &

&&' &' &/& & &&( %
3

71

*&' &'% & + *.' *& &'

fingers

fingers

1

1

L

L

$

&/& & & & & -& & -.'

&' % &' & & & &' ) &'3 3

$
$

&/& & & & & 0& & 0.'

&' % &' & & & &' ) &'
3 3

72

% & + *.' *& &' 2 *&' &'

3 % & + *&

% -& & & & & & & .'

% & &' % &
' 0&' & &&' % & &

3

3

3 3

$
$

% 0& & & & & & & .'

% & &' % &' -&' & &&' % & &
3 3 3 3

73

+ *.' *& & % &' + *&

Small Tam-Tam (as Frame Drum)

,

,

,

*&' & % &' + *&' *& .'

% -&&' ) &' % &/& & -&

& & &' % &
' 0& & &' % & &3

3

3 3

$
$

% 0&' ) &' % &/& & 0&

& & &' % &' -& & &' % & &
3 3 3 3

74

*&' &' % & + *.' *& &'

1

1
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Upst.

Upst.

1

2

3

PNO.

4

5

6

$ % & '%( '% )( $ %

* )( % % % % %(

% % %+% % % $ % % ,% % %( -%
3

3 3

3

.

.

* )( % % % % %(

% % %+% % % $ % % -% % %( -%
3 3 3 3

75

$ % & ')( '% %( / '%( %(

& %( / '%( '%( )( $ % & '%

* $ -)( * $ -%

% % % % % % %( $ %%( $ %(3 3 3

3

%%%00 ' & $ $ ' ' %' / %1 ' / %' / %' %0 ' %1 ' %' & & %2 '

%%%1
'

$ %%%' $ %%%02 ' $ %%%1 '
$ %%%00 ' $ %%%00 ' $

3

3

3 3

* $ ,)( * $ ,%

% % % % % % %( $ %%( $ %(
3 3 3 3

76

& ')( '% % $ %( & '%

3

3

4

4

35

M

M
Right-hand rhythms from here to rehearsal N are approximate.
The result should be a frenzy of notes with a chaotic texture.
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Upst.

Upst.

1

2

3

PNO.

4

5

6

$%& % ' %& ( $%& $% )&

%& %& *% % *))&

' %+% % % ' %& %& % % % %&
3 3

3

( %, $ ( %$ ( %- $ %. $ %- $ %, $ %$ / %, $ ' / %$ ( %- $ / %- $

%%%-,,
$

' %%%.-- $ ' %%%-,- $ ' %%%-, $
' %%%-- $ ' %%%, $ '

3

3

3

3

%& %& 0% % 0)&

' %+% % % ' %& %& % % % %&
3 3 3

77

$%& %& ' % ( $)& $% %&

' % ( $%& $% )& ' %

' % % % % %& %&

' %& 1 *% %& *%& ' %& %
3 3

3 3

( %, $ %, $ %, $ ( %- $ / %- $ %$ ( ' %- $ %. $ ( %. $ %$ %, $ / %$

%%%, $
' %%%,, $ ' %%%.-- $ ' %%%.-. $ ' %%%.. $ ' %%%.-- $

3 3 5

' % % % % %& %&

' %& 1 *% %& *%& ' %& %
3 3 3 3

78

' % ( $)& $% %& / $%& %&

Small Tam-Tam

Congas

Cajón

Pandeiro

Log Drum

Frame Drum
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Upst.

Upst.

1

2

3

PNO.

4

5

6

$ %& ' (%& (%& )& * % $ (%&

+% % +) * % % % %

* %%& % % % % %& +%& * % %3 3 3 3

%( $ $ %, ( ' %%- ( $ $ %, ( $ %( %. ( $ ' %. ( %%- ( $ $ %- (

* %%%. ( * %%%-. ( * %%%- ( * %%%-
(

* %%%-
(

5 5

/% % /)& * % % % %

* %%& % % % % %& +%& * % %
3 3 3 3

79

$ ()& (%& )& * % $ (%&0

0
(%& )& * % $ (%& (%& %& $ %&

%& )& % %& %& )& % %&

* %& % % % % %& %& % % %& %&
3 3 3 3

* %. ( %( %( %. ( %. ( * %- ( ' %- ( $ %- ( %( %. ( %. ( *

* %%%,,,
(

* %%%
( * %%%-

( $ %%%,,,
( * %%%---

(
5

%& )& % %& %& )& % %&

* %& % % % % %& %& % % %& %&
3 3 3 3

80

(%& )& * % $ (%& (%& %& $& %&
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$%

$%

$%

$%
$%

$%

$%

$%

$$

$$

$$

$$
$$

$$

$$

$$

$&

$&

$&

$&
$&

$&

$&

$&

Upst.

Upst.

1

2

3

PNO.

4

5

6

' () * +,) -

() () () () ,) -

( ( () () () () () -3 3

. (/ + * . (0 + * ((00 + (/ + (+ ' (1 + (0 + (1 + . (1 + . (+ (+

* (((
+ ' (((111

+ * (((111
+
' (((0 + * (((000

+
'

() () () () ,) -

( () () () () () () -
3 3

81

' () * +,) -

() ( ( * 2

* ( ( ( +() (

3

(0 + (+ (+ (1 + +(+ (+

(((+ *
' 2

2 +() (

2 ' + 4(

82

' ( ( +() (

q = 96

q = 96

N

N

{  x.  =  e  }

{  x.  =  e  }
(precise rhythm)

5

6

6

6

6

6

3

() 2 -

() ( * +7( () 2

(/ + (+ * (/ + * (/ + (((101 8

- 2 (((// 8

() ( 2 -

() ( * +9( -

83

() ( * +7( () (:( ( ()

6

Congas

Cajón

Pandeiro

Log Drum

Frame Drum

2 () ( () * ( '

2 ' + ;() * ( ()* ()
3

2 2 * ( ()* ()
3

3
3

' + ;( () ( () * ( ()

* () ( () ( () * ( ()* ()
3

84

* () ( () 2

<

<

<

<

<

<

=

=

=

Small Tam-Tam
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$$

$$

$$

$$

$$

$$

$$

$$

Upst.

Upst.

1

2

3

PNO.

4

5

6

% % &' ( )' ) ) &' ( )*) ) +&'
3

3

, ( -)' ( )*) ) -)'

) )' ) ) )' ( )*) ) -)'
3

.

.

.

) ) )' ( )' ,
3

85

, % % ) )' ( )*) ) +)'
3

/

/

, , % ) % ) )' %
6

) )' % ( 0 )' % ) % ) )' % ) % ) )' %
6 6 6

) )' % ) % ) )' % ) % ) % ,
6 6

.

.

.

, ( 0 % ) )' % ) % 0)
6 6

86

) % % ) % ) )' % ) % ) )' %
6 6

1

1

1

1

1

% )' % ( ( 0 % % ) % % ) % % )' ( )*) ) +&'
3 6 6

% )' ) ) ) )' , 2
6

, ( 0 )' % ) % % ) % % )' ,6 6

2 , ( )))344 5

% )))0
)0 )6 0 )0 )0 % % )4 0 )6 0 % )0 % % )0 % % )4

0 ( )))43
56

6 6

( 0 % % )' % % ) )' % ) % % ) % % )' ( )*) ) +)'
6 6 6

( 0 % ) )' % % ) )' % ) % % ) ( 0 ,
6 6 6

87

2 % % ) % % )' ( )*) ) +)'
6

7

1
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Upst.

Upst.

1

2

3

PNO.

4

5

6

$ % &' ( & & &' & ) ( & & &'

* $ % +& &' & & *

* ( & & &' & & ( & $

,
,

& & &' ( & & -

- ( & & ( & &

88

& * $ .& ( & & &'

/

/

/

/

/

/

Small Tam-Tam

Congas

Cajón

Pandeiro

Log Drum

Frame Drum

& .& &' .& $ & &'
.& )'

3 3 3 3

* .& &' .& $ & $ *3

3 3

- * $ &'
3

,
,

* $ $ .& $ & &'
.& &'

3 3 3

- $ & & *
3

89

* &' .& $ & &'
.& &'

3 3 3

0

0

0

0

0

0

- & & )'

* $ &' & & &'

$ & & &' &' & & &'

,
,

$ .& * $ .& &'

,

90

$ .& & * &'

q = 144

q = 144

O

O

{  eD Î=  e  }

{  eD Î=  e  }

1

1

1

1

1

& $ % 2& &'
.&' .& &3 3

& & & & * &' 3&' 3& &3

3

& & $ $ & & &' 3&' *3

,
,

,

$ % +& &' & & & &' 3&' 3& &
3 3

91

& & & & &' $ $ &' &3

/

/

/

/

1 /
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$%

$%
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$%
$%

$%

$%

$%

$&

$&

$&

$&
$&

$&

$&

$&

$$

$$

$$

$$
$$

$$

$$

$$

Upst.

Upst.

1

2

3

PNO.

4

5

6

' ( )* )* ) '

' ( )* )* +

+ ' ' )
3

,
,

' ( )* )* ) ) )3

' ( -)* +

92

,

.

.

.

' ) ) )* ( /)

( 0 1) ) +

( ) ) ) ) )* ( /)

,
,

( ) ) ) ) )* '

( ) ) ) ) +

93

,

2

2

2

2.

3

4

5* ( )6) ) /5* + '

,

)* ' + '

,
,

+ + 7 ) )

+ + ( 0 1)

94

)* ( )6) ) /)* ' )6) ) )* 7 ) )

8

8 9

9

9

7 7 ) 7 ) 7 '
6

' 7 ) 7 ) )* 7
6

)* 7 ) 7 ) ) 7 ) 7 0)6 6

,
,

)* 7 ) ( 0 '6

)* 7 ) 7 ) )* 7 ) 7 ) )* 7
6 6

95

)* 7 ) 7 ) )* 7 ) 7 ( 0
6 6

{  x  =  xD Ó}

{  x  =  xD Ó}

q = 96

q = 96

9

9

9
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$$
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$$

$%

$%

$%

$%

$%

$%

$%

$%
$%

$%

$$

$$

$$

$$

$$

$$

$$

$$
$$

$$

&'

&'

&'

&'

&'

&'

&'

&'
&'

&'

Pan

Upst.

Timp.

Upst.

1

2

3

PNO.

4

5

6

( ) * +, ,- ,., , /- (

,- , , , +,- , , 0

1

2 + , , ( 0

3
,,,444
+

) ( ( , ,4 , ,4 +
3

,,55 + ,+ ,+ ,5 + +,+ ,4 + ,6 + ,6 + * +,+ 7,5 + ) 7,,,55 + )

* , , , +, , , , * +, 0

) +, , , , * +, ,- (
1

96

2 , , +, , ( 0

8

take hard mallets

9: :

8

8

8

8

8

8
to Steel Pan

Small Tam-Tam

Congas

Cajón

Pandeiro

Log Drum

Frame Drum

1

1

1

1

3,
+
) ( (

,,,+ ,,,+ ,,,+ ,,, ,,,55 + ,,,55

1

1
1

97

( ( ) , ,

q = 144

q = 144

P

P

:

{  eD Î=  e  }

{  eD Î=  e  }

( ,- , , , , ,- , , , , ,- ,

1

1

( , ) , ) ,

,,,66 + ,,,+ ,,,4 + ,,,4 + ,,,55 ,,, ,,,444 + ,,,44 +

3,,,6
+ ) ,,4 ,,5 ,,56 ,,6 ,,55

1

1
,5 , ( 0

98

2 ,- , ,- 0

8 ;

8

8

8
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$%

$%

$%

$%

$%

$%

$%
$%

$%

&&

&&

&&

&&

&&

&&

&&

&&
&&

&&

$$

$$

$$

$$

$$

$$

$$

$$
$$

$$

Pan

Upst.

Timp.

1

2

3

PNO.

4

5

6

' ' ' '( ' ' ' ' )( *

+

, * * ' '- '3

* .' / '' *

'''00 '''--- '''0 1 '''-0 1 ' '- ' '0 1

.'' ''20
.''02 '' *

/ / 1'3

+
, * * ' ' '3

99

+

4

4

4

5

With chopsticks if the resulting sound still has clear
pitch. Otherwise, use normal Steel Drum mallets.

+

+

1' ' * ' * '- '0 '

+

6'
1 * / '''020

1

'''222 '''00

'''200 1* *#
'''1 '''1 '''202 '''2 * *

.'1 * / ,

+
' / ,

100

* ' ' 7 '( ' 1'( '( 7 ' '(

8

9

, / '( ' ' ' '
5

+

' 7 1'- * '- /

* '( ' ' ' ' '( ' ' ' ' ''

'''02 1 '''0- '''22 '''00 '''22 1 '''22 1 '0( ' '0( ' '2
5

.'''22 1
* ''0

.''0- ''0 6
''22

* .' / / '

+
+

101

7 '( ' '( ,

5 :

9

9

8

5

8
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%&

%&

%&
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%&

%&

%&

%&
%&

%&

%&

%'

%'

%'

%'

%'

%'

%'

%'

%'
%'

%'

%'

((

((

((

((

((

((

((

((

((
((

((

((

Xyl.

Pan

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

)* + , + ,
-

-
+ ./ ./ .0 , , ./ ./ ./

3

.* . . . . .* . . . . .* . . . . ..* ,3 3 3 3 3

.0 . . . ./ . .0 ..// ..00 ..10 ..10 2
3

.. , . .1 . .1 . ..01 .1 2

. + , 2.3
-

+ + 2 , , . . .
3

-

102

-

4

5

Q

Q

5

4
to Xylophone

6

4
Pandeiro

Cajón

Small Tam-Tam

5

6

-
-

-
2./ + .0 ./ . ./

3

. . . . 7

...101 * ...101 2 ...11 2 ....0
8

..11 *
, , + . .0 .0

.1 .1 .06

9.2 + 7
-

2. 7

+ , + .* . . . . .*
6

103

-

6
5

:

4
to Drumset

Frame Drum

4

-
-

-
./ .0 , ,

-

...// 8 , ,

.../0/ 8

...10 2

.8 .0 2
,

-
-
-

. + ,

104

-

6 5

;

;
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Xyl.

Pan

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

(
(

(
) ) )* ) )* )* ) )*

(

++,,
*

+- +, + ++..
*

++.- ++, ++.. ++-, ++-.
5

5

++
*

++,, ++ ++.. ++-- / / ++..
*

++-- ++..
5 5

(
(
(

+ + +* + +* +* + +*

105

(

0 1 0 1 0 1

2

2

on skirt

(
(

(
/ / + +, +,

3

(

3++,,
4 /
+, +, +,

+- 4

/

4+5
(

/ / + + +
3

(

106

(

0

0

6  0  7

to Vibraphone

0

8

(
9 ::::,, 5 + +, +, +, +

5

(

+, ::-- 5 +- +,

(

3+, 4 / +++..- ; + +- +. + +- +, +. +
3

5

+++,-- 4 +++, 4
9 +++, 4 +++, 4

9

<+4 / 9 =
(

+ : + +

(

107

(

>

>

>

R

R

1 1

(with same mallets as before)

1

1
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%&

%&
%&

''

''

''

''

''

''

''

''

''
''

''
''

%&

%&

%&

%&

%&

%&

%&

%&

%&
%&

%&
%&

Xyl.

Pan

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

( ) *+ ,

+- +- . (

/
+- +- . (

( ) * 012 1 1 + 1

+ +- +3 +++--- ) +++3-- +++ +++-- +++344 * +++--3 *
3

+++- * +++- *
) +++-3 +++ +++444 * +++444 *

)

+ + + +2 . (3

/
+4 * +* . (

/

108

/

56 7

8

to Bass Drum upstage
take Slap Stick

Drumset

7

Pandeiro

5

/

+++3-3
9 +- +3 +- + +- +- +- + +- +

3
3

/
/

12 1 1 + 1 12 1 1 :+ , + :

+++4 +++434 * +++3- +++444 * ;
+++-43 * ) )

+++44 +++444 * +++444 *
) +++3 * +- < +3 *

12 . . )
/

) +* +* ) . )

/

109

/

= > 6

= 7

>

6

6

/
/

/
/

: ;+
? + . . ;: ,
3

3

. +++3-- +- +- +- +- +-
;+++-3

3 3

@3 . +- A+
3

) *+

/
/

( . . A+3

/

110

( . A++-
. A+++--

3 3

5

5

Ped. Ped.

8

5

Choose bright jazz mallets that
complement the Xylophone timbre.

162 V. Goofball - Score



!

"

!
#

!

$
$

!

$

!
#

%&

%&

%&

%&

%&

%&

%&

%&

%&

%&
%&

%'

%'

%'

%'

%'

%'

%'

%'

%'

%'
%'

Xyl.

Upst.

Pan

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

(
) * *

+, +, +-
3

(
(

) ./ *

000 +1 + +1 +1 2

0 . *

) 2+3

03 * * + + +
3

(

111

000
. *

4

5 4

4

6

(
+, . . *

(
(

7
8
7 7 7

8
7 7 7

8
7 7 7

8
9 +:+

75 5

++11
8

++11 ++11 ++11 ++11 ++11
8

++11 ; ++11 2
5

++11
8

* ++1-
8

++11 ++-- ++11
8

++1- ; ++11 2
5

<+2 * . . *

+ . . *

+ + + + * *

112

)
+

++
++11*

5 5 4 5
=  4  >

?

S

S

=  4  >

@

Wood Blocks

@

* 7 A * . 2

) * * +- + +,3

) * +
(

7 . . 2

+++-,, ; +++,, 2 +++,, 2 +++,, 2 B *
<++--
8 * . ++1

++11

++1

+++111
2

B *

) 2+3

+, 2 +2 . * * + + +3

(

113

<++, * * :++11 ++1-
++,, *

5 4

4

5

4
Bass Drum

Play with palm while holding
Slap Stick in free hand. 

?

?

take Splash Cymbals
move upstage, between Bass Drum and Pole
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%*

%*

%*
%*

%*
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%*
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%*

Xyl.

Upst.

Pan

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

+
, - ,,.

,,//
,, -

0 1 - ,
+
+

0 1 - ,,,22 3 ,2 1

,,,/4 ,,,/ 1 ,,,/ 1 ,,,/ 1 ,4 ,. ,24 ,2 ,.5

,1 - - 0 1

,1 ,1 - 0 1

- , - 0 1

114

0 1 - ,,22 ,,..

5

5 6

5 7

5
Bass Drum

(walking upstage)

Pandeiro

5
Wood Blocks

7

89 0 1

0 - - ,/ , ,
3

0 - ,
+
+

,,2 1 ,,2 1 ,/ , ,/ ,/ 1

,,,.22 1 ,,,.22 1 0 -

0 1,:

0 - - , , ,
3

+

115

,,2 1 ; ,,2 1 -
<,,2 1 -

6

=

5

6

7

0 - ,

,. - 0 -

0 - , ,
+
+

>,,/. 1 - - -

,,,,../. 1
,,,,/ 1

,,,,/ ,,,/ 3

,,,2.2 1

-

<,1 - 0 -

,1 ,1 0 -

+

116

- <,,/. ,, ,2 , ,. , ,/
5

5 6

5

5

? 6

5 7

+

11,,/ ,,/ - ,2 ,2 ,.
3

- <, 0
+
+

,,,.22 4 ,2 ,2 ,2 ,,2. 1

,,,22 4 ,,22 ,,2 ,,22 ,. 1

+

0 - , , ,3

+

117

>,,/. 1 - ; ,,/ 1 -

7

6

7

6
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Xyl.

Upst.

Pan

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

' ( )* + ' ,
-.

/ (

- ( - '
0
0

---11. 2 -3 4 -3 ,
)
---.33 2 ( (

---12 -2 -3 -.2 -
-3 5-32 -3 - -3

-3 ,
5 (

' - - - '

-, ( ' ' - - -
3

( )- ( /

118

' (
- -1 -1 -1

T

T

6

7

7 6

Pole
with triangle beater(s)

6

6

0

-32 - -3 -3 -32 -3 -3

' 5- ' '
0
0

-32 -3 , -3 ,
)
---33 2 ( ( (

---.1 2
( ( ( -1 -1 -1 -1 ,

' , ( - - -

-3 - ( 5- ( ( -3 - -
3

' /

119

-1 -.

-

( -1 -1 -1(

8

7

7

7

6

0

)-. ( ( -1 -. -1 -. -3 -33

( - ' '
0
0

( )
---33 2 ( ( (

---12

-3 , -3 ,

( -1 -1 -1 -1 ,( (

- - - ' '

' 5- - - - - -
3

' , ' ( - - -
3

120

- -1 -1 --3. '

9 :

:

6

6

9

9
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Xyl.

Upst.

Pan

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

% & ' % (
&) * %

+ &&,, *

* & % %
-
-

- "

&. &) /
&) ( 0&&). & &1 & &1 (

-

-
* & * 0&) % *

& * % &

121

% * * &&
%

2

2

3

cresc.

2

2

take Crash Cymbals

3

cresc.

-
* * &&)) % + && *

* & % %
-
-

% * (&, &, + & * (&1 &1

&,
. &) / &) ( 0&&,) . &) & &) &) (

-

-
-

% % *

122

* ( &&,,

&
%

+ &

&&1
* *

4

U

U Right-hand rhythms chaotic
and approximate, as before.

(octave clef )

3

to Box upstage
take Finger Cymbals

-
* * &&11 %

&&,1

& * % &
-
-

5 & &&, * & & &1 +5 & + & &1 &, *

&). &) / &) ( 0&&). &1 &1 &1 &1 (

-

-
-

* ( & * *

123

% * &&1

& * &
* %

-
* &&1 * * &&1 * ( &&,

% 6& % &
-
-

+ &1 && & + ( & *
&1 &, & * *

&,. &) / &) ( 0&&). &1 &1 &1 &1 (

-

-
-

+ + * ( &

124

&&1

& + & * &

&&)
+ &

%+ * * + *
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Xyl.

Upst.

Pan

Upst.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

(
) ) **++ ) , **+ ) , **-

.* * / /
(

/ , ) / 01,

** * 2 * *- * 2 0
*- ) 3 * * * ,*-

.*-
4 *-4 *5 6 *- , .**-- 4 *+ *5 *+ *+ ,

(

(
(

) ) ) ,

125

**
2 * )

**5

*
) **+

*
) ) ) 2

7 8
Splash Cymbals
(used as a pair of crash cymbals)

9

(
) 2 **55 ) 2 **-- ) **+5

1 ) / ,
(
(

2 *5 2 , *- * * *- * ,* **5

*+4 *+ 6 *+ ,
*5 *- * *- ,

) 1, ) / 01,

(
(

) ) ) )

126

) 2 **5
2 *

) **
2 *

) )

Slap Stick

9

Crash Cymbals

9

(
2 **- ) **- **5 **5

) 01 / ,
(

01, ) / 01,

) 2 *- **- ) 2 ** )

.*54
) * *5 * *- ,

(

(
(

/ ) ) ,

127

**- **-
*

,,**+52

9

(

****+555 ) ) 2 , *+ 3 ,*5
1 ) ) 01

(
(

**- * * 3 ,,**5 ) *

.* ) *- * *- *,

) 01, / ,

(
(

(

128

****+5+ ) ) ) 2 , *5
9

9

V

V

8

9

Rhythms from here to rehearsal X are
approximate. The result should be a
frenzy of notes with a chaotic texture.

Rhythms from here to rehearsal Y are
approximate. The result should be a
frenzy of notes with a chaotic texture.
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Xyl.

Upst.

Upst.

Upst.

Upst.

Timp.

Vib.

1

2

3

PNO.

4

5

6

)

* + +, - . +, . +, -

)

- /01 2 /01

* 11++3 ++ 1+ - + . ++ +

4+35 - +3 + +3 +1

/01 - 2 1

+ + 2 1
)

)

129

* +6 *+ + - - . +

7
Splash Cymbals

Crash Cymbals

7
Box

with carpenter hammer

8

)
. +6 . + . 1 +, -

- 0 - 0

)

. +3 + + . + ++

+35 +3 + +3 +1
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Crash Cymbals

Box
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Finger Cymbals
In conspicuously grand fashion,
as wtih large crash cymbals.
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