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Dear musicians,

I am excited to present you this new piece and | hope you will enjoy working on it! Here are a few details about how it works.

Performance
The piece has three distinct stages: pre-liminal, liminal and post-liminal.

The pre-liminal stage takes place sometime before the concert, after we rehearse the piece, and it involves recording independent audio
channels of each of you separately (wearing headphones).

The liminal stage is the actual performance and is to be presented in the first part of the concert. During this part, your instruments will
be muted as much as possible, so that when you perform the piece exactly the same as in the pre-liminal stage, the instrumental sounds
will be almost non-existent—only some inherent noises of the instruments will remain, but they should be mostly covered by the
soundtrack. Please find a way to silence your instrument as far as possible.

The post-liminal stage is a combination of the prerecorded audio from the pre-liminal part and the recorded audio-video from the liminal
stage (produced by the camera operator). This will be screened in the second part of the concert, using a Max patch that | will provide
during the residency, which will automatically crossfade between the audio channels. The result is an illusion: it will appear to the
audience as if the real instrumental sounds come into “sonic focus” when the camera operator enters the circle and gradually
approaches each instrument.

Each of you will pair with another musician whose instrument is not of the same group (wind, string, percussion, etc.). You have the
freedom to choose your part (A, B, or C) and your position in the pair (1 or 2). The following sketch shows the stage arrangement with
the six instrumentalists in a circle, facing inward, and the camera operator (D) standing in the audience at the beginning of the
performance.
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Score

The notation is open to instrumentation and interpretation. The words, textures, and noteheads suggest a way of producing sounds on
the instrument, but you should also pay attention to the signified sounds in the soundtrack. Once you assign a specific musical gesture
or texture to each segment in the score, you should try to perform it as similar as possible in the pre-liminal and liminal stages (before
and during the performance).

As you can see, the score and the parts for the three pairs (A, B, C) feature the waveform of the soundtrack and a representation of its
most important rhythmical elements (mostly the percussion sounds). The soundtrack has two purposes:

- it keeps everything together through its tempo and rhythmical structure, so it is important that all seven of you become very
well familiarized with it, since you won’t be able to see each other very well throughout the performance (the camera operator
will move inside the circle);

- itacts as a generator of ideas for the sounds that you will perform with your instruments—the timings are fixed, but each of you
is asked to choose sounds and textures according to the suggestions in the score and the sounds of the audio.

To be clear: you are free to choose your own sounds, but the way they are produced should look as if you were performing the sounds
in the soundtrack—this will be apparent to the audience in the liminal stage.



Percussion (if any)
Play any instrument that you like, which is easy to mute and does not occupy more space in the circle than the rest of the instruments.

Camera Operator
For the purpose of instrumental diversity, please choose either the violinist or violist to perform the role of the camera operator, since
those are the two most similar instruments in the ensemble.

You, the camera operator, will have to memorize the score, so that you may freely move and record each instrument during the
performance, according to the score representation of the soundtrack and your instructions. During the liminal stage, you will first start
the soundtrack, then use your own mobile phone camera (or | can provide one) to shoot the video. The instruction “Video X*” means
that you have to move the camera close to the instrument and shoot close-ups of it. The rest of the instructions show when to move
between instruments. During the intermission, you will transfer the video file to the computer and in the post-liminal stage you will start
the playback.

Miscellaneous
It is important for the visual aspect that all of you are very “romantic” in the way you perform your instrument: please exaggerate your
bodily movements.

I am sending you also a second audio file for practicing, which includes the soundtrack and a clicktrack.
If you have any questions, concerns, or suggestions, please let me know: email@constantinbasica.com
I look forward to meeting and working with you all soon!

All the best,
Constantin
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