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INSTRUCTION: FOR THE: DRUM-MAJOR. . 227

INSTRUOTION
FOR THE DRUM-MAJOR (OB PRINCIPAL MUSIOIAN.)

The posts of the field music: and band have
been given, TitLE I, for the order in battle.

In column in manceuvre, the field musioc and
band will march abreast with the left centre com-
pany, and on the side opposite the guide, unless
otherwise specified' in the manmuvre.
¢ In column in route, as well as'in the passage of
defiles to the ffont or in retreat, they will mareh
at the head of their respective battalions.

BEATS OF THE DEUM, AND S8OUNDS OF
THR BUGLE.

Gonorslo.lhonthe'd.rum.‘_

The beats of the drum for infantry, independent
of mere police calls, are fixed at fifteen. =

1. The general.

2. The assemdly.

8. 7o the color:

4. The lony roll. )

6. Common time (90 steps to the minuts).
6. Quick time.

7. Double quick time. .

8. The reveille. .

9. The troop.

10. The retreat.

11. The tattoo. . : S
12. 7o recall detashments. :

w, -
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18. Drummer’s call.

14. Come for orders. i.i .- ..

First sergeant’s call.

fergeant’s call, - e e T aa e M
Corporal's call.

18. - The roll (’touasb'ﬁkingz) N

Bnuqnthodmnfotm -

Tbeeebeata are 1o be med only wheu,thc hugo
*eannot be obtained, as is prescribed
- sbraotions for uhrmmhera. 0, 10.

. Dﬂ{:bk gmck time.
loy as sbirmishers.
DF;rpward.

e owiTy - -y

In retreat.

Halt.,
By the rig. ub.
. By the lcft

Commence ny. e Y
10. Ceass firing. C
11. Ohange direction to the ﬁylt.
12. Ohange dmowm to the l(ﬂ.

-Aae dowbn,

9wsbﬂrrﬂ~

18.

14. g‘z‘nu

18 iy by fours
168. Rally by sections.

17. Rally by platoons. .
18. Rally upon the reserve.
19. Rally £m the battalum.
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General calls on the bugle, .r  ~

Attention. o
Signal of execution (wbagimbythe

general commanding more than :one® bnglde

the l:n;zlw gonera. e \.’;

The assembly.

- To the color.

The recall.

Quick time.

Doubdle quick time.: -
The charge. A
The reveille.
. Retreat.

Tattoo

. Orders for orderly

Foroﬁcorsto take Mpkcumlmcqﬁ«"’

Tlud e
's oall. .
ast call..

. Dinner call.

. Sick call.

. Fatigus call..”

84' C’hm-ch call. - . . ".‘\.“ .
95.. Drill eallers o - .
536» SMGGH. o

198
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. Change direction to the right. .
. Change direction. to the M

. Lie down. .

. Rise u%

. Rally by.foure.

s by .ssodions.

. Rally by platoons.

. Rally on the reserve.

. Rally on the battalion.

. Assemble on the battalion. -

Nore.—When the whole of the troops, in the
same camp or garrison, are to depart, the general,
the assembly, and to the color, will be beaten er
sounded, at the proper mtervals, in the order

here

mentioned. At the first, the troops will

pre;mre for the movement ; at the second, they
form by company, and at the third unite by
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~ Signals of the dram-major for the principal beats

and ‘sounds.

1, The general. Extend the right arm, seize
the staff in the middle, and raise the head of the
staff to the height of the neck.

9. The assembly. Extend the right arm, raise
the statf’ about a foot from the ground, and place
the thumb upon its head.

8. 7o the color. Raise the arm, and turn the
wrist inward so as to make the staff cross hori-
zontally in front of the body, at the height of the,
neck. .

- 4, The long roll. Place the staff upon the
right shoulder, the ferrule to the rear.

5. Common time. Raise the staff perpendicu-
larly, the ferrule upward, the right arm extend-
ed, and at the height of the shoulder. .

6. Quick time. Raise the staff) the right arm
extonded, the palm of the hand turned to the
front, the head of the staff higher than the right
shoulder, the ferrule at the height and in front of,
the sword hilt. i .

7. Double quick time. Point the staff directly
forward, the ferrule in advance, the right fore-
arm extended, and indicate the rapidity of the
gait by shaking the right hand. :

8. Thereveille. Takethe staff in the left hand,
and place the thumb upon its head, the hand at
the height of the left shoulder. '

. 9. The retreat. Pass the staff crosswise be-
hind the back. . .
.30, Church call, ‘Place the head of the staff
upon the right shoulder,
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- 11, The roll (to cease fiting). Extend the right
arm, and shake the arm and staff sharply.

8ignals for the manougbr:; of thu fleld musicand

1. To march by--the right flank.- Beize the
staﬁ‘ in the middle, and extend the arm to the
2 "To mareh by the lqﬂ ﬁanb. Make the same
signal, extending the arm to the left.

8.. To diminish front. Let the ferrule of the
staff fall into the left hand, held at the height of
the eyes. . .

"4, To increass front. Let the head of the staff
fall into the: leﬂ hand held at the hexgbt of the
eyes.

5. To chcmge dmotmn. Turn half aroand tow-
ard the line, and ‘indicate by & movement of the
staff, to which side the change is-to-be made, -

6. Po oblique: to-the right. -Extend the right
arm at the height of the shoulder, holding the
staff in a slanting position;-and seize the ferrule
with the left hand at the height, of the hip.

'( To obligus to the left." - Muke the: contrary

al, the head of the staff, always indicating the
si e toward which the oblique is to bo made.

aoebo '.l’omund d:mmn,&o.

To put up drumctwka Beize the staff
uﬂ!er the head, raise it as high as the eyes, ex-
tending the arm forward.
1i8.- T6 unsling drums. Place the head of the
staff against the breast.



SIGNALS OF DRUM-MAJOR, - 288

8. To ground drums. Same signal as for put-
ting up drumsticks.

4, To take up drums. Same signal as for
grounding drums.

8. To sling drums. Same signal as for un-
slinging.

6. To take drumasticks, Same signal as for
puttix;%;]p drumsticks.



BEATS OF THE DRUM.

Explanation of the Bigns for the Drum.

A FLAM.......... ...

-~

COMMON TIME.

oo:J- 4 or 90 Steps.
to a minute.
TIME ror TH8 RETREAT.

110= ] {¥3- or 110 8tepa.
to a minute.
QUICK TIME.
1107"— or 110 Steps.
to a minute,
DOUBLE QUICK TIME.
140= (&2 or 140 Stepe.
to a minute,

TIME FOR THE TROOP,

W:J— or 30 Bars,

to a minute,



EXPLANATION. 288 -
Length and Proportion of Notes and Rests.

b £ c Toe.
S £ === e
to a minute.
equal . -
to ' Minime, -
Rests,’
or 4 Crowhes,  [=5° -I=r
or 8 Quaven, sprt- T
e W ==
A Dotted Minim Tos yon Tus B-
! TREAT.
equal 4 '

10 3 Crotchets, Esuepnosm,&
: LI
or 6 Quavers. @ 110 to a minute.
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or 6 Semiquavers, @ 8 to & minute.

._
2Dmdcrotcheﬁ | Ee——c— Quicx T Traw.*
1 =_— ﬂmmﬂlt‘lt &

% 3 Crotchets, anwnﬁt
or 4 Quavers, % 010 8 misute,

‘w f

Gononlcdhonthenmm. e
1 The General. '

0= '

oo i d t t -1 L
! . ‘ .
t r 1 r t T t D.C.

T

2. =
178 178 ) 17 ) 17 v a
= e v —— g
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8 The Asssmbly,




288 GENERAL CALLS ON DRUM.

5. Common T'ime.
r f f £ f r [ 4

6.QuickTime.
A T fff £t . r

‘%m

7. Double quick Time.
uo=J n ! f ot f f t

rvj — t + e} + t
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f f r f t ff £ f
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GENERAL CALLS ON DRUM.
140 =] Hessian.

241
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9] D. C. the first parof the Reveille.
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9. The T'roop.
) Q)
~v
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After the quick time begin the Doubling.
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GENERAL CALLS ON DRUM.

90=g Common time.

After this repeat the doubling.

60=) Dutch.

iV e ]

J Double guick time,

p

After the three Rolls repeat doubling to the Fine.

%

12. To Recall Detachments.

0=)
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: 13. Drummer's Cull.
”_Jn rtt r £t r f ¢

1. The Roll' (to tease firing) -

r r r -

- 1 - e
. —————
e

»

1



BEATS OK DRUM FOR SKIRMISHERS. 247
Beats on the Dram for Skirmishers.

1. Double Quick Time.
(Same as No. 7 in General Calls on the Drum )

2. The Run.
100=
r 4 f f f r r
1 T 4
f t f t
2V ]; 1T ) 1 Ha | o |
3. Deploy as Skitmishers.
80=)

nrffrffrff

At

nr‘ffrffrlf
4

=.=.==;=
A _’_— L]

4. Forward.
o=d A, T .t £t r f

T

Y

r f f f f r f r :
ﬁ\ur — - I—t—T——ik
Y amm e bt /R

I

-



248 BEATS ON DRUM FOR SKIRMISHERS.

5. In Retreat.

4
7. By the right flank.
£ ¢t £ ¢ t ¢t
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8. By the left flank.
A f TS frf fr gt ot

9. Commence firing.
£ f. £ f f f &£ £ f f

N f £ o f
I It
A3 _ 1 1 11 | § 1
- d i Y '
10, Cease firing.
80=g .

4
n T t t da t t t
| § 1T 13 9
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11. Change direction to the right.

f f f f r 4
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15. Rally by fours

%3:*#:??—_7—#—‘:?3:#—15
wﬂﬁ:

16. Rally by sections.

120=
/ P £ £ - r r £ f-f

4 4 4 ¢

17. Rally by platoons.
Wed ittt et 1ot f
r f 4 f £ ft f r

—
1 4

18. Rally upon the Reserve.
80=)

a f f fl:f r £ f £ f
F% e — I —— x4
i —-L " +
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GENERAL CALL8 ON BUGLE. 253

Hixplanation of the Signs for the Bugle.

Movement of the Metronome.

=g —§*—or7ﬂlﬁeplmthemhmte.
w:)-—&—@v—wwmnwnu minnte,
100 :J.—&—orlwmm o the minute

1= ) — &%-—m 120 steps to the minute.

Silence. ...\ — Demi-silence. ...y

Gensral Calls on the Bugle

1. Attention.
120=J Allegro,
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2. Signal of Execution.
gro.

= S e e
? —- -=-',- =/— -/— - m.
(& r'-rr- n—

17

4. The Assembly,
80=/) Andante.

0
! | SO SO TR 0 % .. A AL | | L
—t t + T

o/

B
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GENERAL CALLS ON BUGLE.

—t+—1-@
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5. T'o the Color.

& Andante.

12 3+ 31

H
-

- -
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|

I
1
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6. The Recall.




GENERAL CALLS ON BUGLE.

HEBY S {

B -

¥ .
;-’ iﬂ

@ 2
1T ¢ 9 1 8 §

> A >




GENERAL CALLS ON BUGLE. 257

9. The Charge.
116:) Allegro.

; o
W—Eﬂ

LT




GENERAL CALLS ON BUGLE.

258

N

1

10. The Reveille.

110=,] Allegro.

Retreat.

11.

J Andante,

6=

-
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GENERAL CALLS ON BUGLE.
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13. To exti ish Lights.
v6=) Allogro inguish Lig
n .

15. Assembly of the Guard.:

us=/J Allegro.

VA W — LJ' = b A I o
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a1 — 3.--
1V - 1 1= Le ol I il i < N
) "n

g g e e
- ) | I o |
1 1

9.
| VA | | 1

) 7 1

16. Orders for Orderly Sergeants.
72=) Allegro.

e
T 1
2 1ol o Py | By 1
VA~ I 4 | ol | Y I R - N
l e T
£ T T
Py A-[I:“ 1l » | TF *
| VA o i - | N - 1 I o A1 I 5
ST =
17. For Officers to take their places in line qﬂcr
firing.

+108=/ Allegro. ~
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: mi

19. Officers Call.

162=) Allegro. .
' ST
1= IZF;E.J_E p—T1—v——
W W e
~
0 [}
e e e b o o o - e e |
- -t
20. Breakfast Call.
188 = .
JAllegroﬂ\ PR P
o ]
1T—

C 05 DA — 1%
[ ==

21. Dinner Call.
110=) Allegro.

a 8
@, 4
B N A H Eji[
1 AR §
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AR ¥ X ¥y REmm

22, Sick Call.

AT
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24. Church Call.

d Andante,

5 e % <

25. Drill Call.




BUGLE CALLS POR SKIRMISHERS. - 288

-+

B e s £ 5
! I H i a—a-1
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i 1
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o/
Calls on the Bugle for Skirmishers..

1. Fiz Bayonet. , -
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3. Quick Time.
. (Musie the same as No. 7 in General Calls on the Bugle.)

A A A §

+ ool
ooy

4. Double Quick Time.

dole
bl B o

D.C.

| B e § )

S U )
S -

L

5. The Run.

mllma
2]

C=

100= J Preito
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q [
J Y =t
70 7 ! -4
~
y X1
@ﬁ Il o
uT.l KFL‘I—EJ' ELL y!‘Ell' 1L
6. Deploy as Skirmishers.
110=/ Allegro. .
feEe==Stiizz=cet
o
0 ~
|V — — T Tt ir
7, e
7. Forward. o
160=] Presto.
Fal
3 ! ——
D.C.

P E=sse it

-y + v T y
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8. In Retreat.

10. By the right flank.
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11. By the left flank.
160= ] Presto.

Yy — g e

12. Commence firing.
160= ) Presto.

I

13. Ceam firing.

50=/) Maestoso. ~
— rx) OXY MR a )4 ]
——=——H
o/
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22. Rally on the Battalson.
76=] Andante.

P o7 e v vevi—prre—ir

!

23, iascmble on the Battalion.






