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Flickering for 2 Object Performers, Violin, Guitar and Live Electronics  
Performance Notes: 

General 
Timing: The score uses spatial notation within a structured time grid. Throughout the piece timings are appropriate, and activity is 
appropriate, except for the G.P. at 6 minutes. However all performers should have a stop watch to keep track of the time. 

Guitar  
Extra note about timing: It’s not necessary to be rushed when switching between techniques during certain tight transitions. The 
guitarist can decide to either stop early or start late, and prepare the next technique in a calm manner.  

Tuning: The Guitar should be tuned in the following way with the specific hertz frequencies. The notation uses these accidentals 
below to indicate those frequencies. The score is in C, and the guitar part contains both the sounding pitch (top clef) and the 
normal fretted pitch. There are several moments during the piece where the guitarist needs to retune in real time to bend and 

distort the sound. The string should return to 
the original frequency as much as possible, 
except near the end where the new tuning on 
string 1 continues until the end. 
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Harmonics: The number in the circle below indicates the string and the number above is the partial number.  There 
are several moments when when the guitarist needs to stop the harmonics on all strings using either a band or a 
clamp device. In that case, the partial is indicated in the text below. 

Objects: Ebow, String Bow, Thin string of metal beads, metal slide 

= Bow + Wobble: The guitarist needs to bow the open strings (or stopped harmonics) with 
one hand, and run a metal slide or hard smooth object on the back of the guitar in circular 
motions with the other. Both activities should be relatively slow. A relative tempo is 
indicated. The guitarist should explore a rhythmic / tempo balance between to two 
techniques so that a ‘wawa’ type sound emerges.  

 

= slide or smooth object + bow to achieve the effect above 
 

= Ebow 

 

=Muted: Sound should be as unpitched as possible. Using RH to mute string and pluck using half harmonic pressure. 
Exact placement can be ad lib.  
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= Unpitched Light Flesh Taps: While muting strings with LH, very lightly bounce flesh of 
finger tips along the strings in erratic phrases along the strings. Exact placement  and 
duration of phrases can be ad.lib.  

 

= Beads: A thin string of metal beads (approximately 20 cm )  should be tapped to the back of the guitar. 
Exact position should be found where a nice rattle noise happens when strings are excited.  

Glissandi: Use ebow in combination with slide. Most often the starting / ending pitches are not exact. In a few moments the 
guitarist should erratically move the ebow behind and above the position of the slide so the pitch goes up and down.  

* Soundfiles or videos of guitarist using these techniques is available upon request from the composer.  

 

Violin 
Plectra =     very small clothes pin, ~ 3 cm  (preferably plastic but wooden also ok); Attach to Sul II 
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Clip Rattle = with clip attached to Sul II, lightly tap the clip (not the string) so that the clip moves to create a quiet 
rattle sound. 
 

Artificial Harmonic Trill: Trill the diamond note head finger, i.e. the one that is using harmonic pressure, so 
that the sound fluctuates between the stopped note and two octaves higher. 

 

Material in boxes: ad lib activity inside the boxes, listening carefully and using sensitivity to context to 
inform musical decisions as to how active it should be.  
 

= Dark horizontal straight line indicates a held tone. Tone should carry through until indicated to stop. 

 

= Light Taps = lightly and rapidly strum the flesh of the R.H. fingers on the strings indicated near and over the 
bridge to create a quiet plucking sound. Placement can change but should remain within the areas of just over 
each side of the bridge. L.H. mutes strings and varies position.  
 

BB Pizz. = Pizzicato Behind the bridge on the indicated string, Sul G/ Sul IV in this example 
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Extremely Slow Glissandi = while duration is inexact, the performer should try and make the glissandi extremely slow —  to be as 
slow as possible. 

Object Performers: 
Objects: 2 tin coffee cans, 2 small glass jar, 6 small cork balls (~1.5 cm diameter), 4 small styrofoam balls (~ 2 cm diameter), 
miniature LED lights (~.5 diameter), 8 small wooden pencils, 2 small pieces of ply wood, 4 small metal allen wrenches  , 4 DIY bead 
motor glass objects, 2 Glass orbs with an opening at the bottom [All objects can be borrowed from the composer upon request) 

Set up: Each performer has 3 transducers whose amplitude output they control via Max/msp (details on the electronics below). The 
faders in the score refer to a 16 channel midi fader controller which can be used to control the electronics. Or another system needs 
to found. Performers can reroute the fader output if needed.  

The dynamics in the score refer to the levels of the amplitude coming into the transducers 

Performance Set up: 

    {Performer 1}                                  {Performer 2} 

 Transducer 1         Transducer 2                         Transducer3                         Transducer 4                 Transducer 5   Transducer 6 
 (For Balls/Cans)   (Orb placed above)    (for wood/pencils)                               (For Balls/Cans)  (Orb placed above)         (for wood/pencils)       
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 5 Glass Motor / Bead Objects in front of performers 

.   .   .   .   .   .  

Extra Information for object performance techniques can be found here: https://heather-frasch.squarespace.com/
objectperformancetechniques 

Extra information on guitar and violin techniques, including video and sound files can be obtained by the composer to a private link 
(at the request of the musicians involved in developing the piece) 

Electronics  
Equipment: 1 computer running Max/msp, 1 midi interface with minimum 16 channel countroller, 1 sound card with minimum 8 
channel output, 6 transducers, 3 amplifiers (optional), DIY electronics  

The electronics in this work use a combination of DIY kinetic objects + real-time processing and sampling using Max/msp. 

The sound card  should have 8 channel output  and is routed in the following way. Plus 2 direct Inputs for Amplification and 
Processing of the objects. 

Output 1 & 2 = main stereo outputs to main speakers 
Output 3 & 4 = to transducers 1 & 2 
Output 5 & 6 = transducers 4 & 5 
Output 7 & 8 = transducers 3 & 6 
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Amplification on acoustic instruments should be used to blend in with the final mix of objects and electronics. But it’s not being 
processed and doesn’t necessarily need to go through the sound card but should go through the main mix. 

Best to add in small amplifiers from the sound card outputs to the transducers for gain control but it’s not necessary. 
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Time

Guitar

Violin

Fader 2

Fader 3

Fader 7

Fader 8

Electronics 

Ÿ~~~~~~~~~~

∑

∑

∑

∑
Electronic Playback 
OUPUT 1 / 2
(Trigger at start. 5 seconds of silence
in electronics)

0'15
0'00 - 0'05
  G.P.

0'00 - 0'05
  G.P.

0'00 - 0'05
  G.P.

1

0'00 - 0'05
  G.P.

0'00 - 0'05
  G.P.

F

Start with small lights
INSIDE of the orb

Start with small lights
INSIDE of the orb

∑

∑

∑

∑

0'30

Sound should be buried
UNDER the electronic part

∑

œ
Ow
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∑

∑

n π

ad. lib. between harmonic trill 
& held harmonic

* Harmonic Trill:
Left Harmonic Node to create the trill
so that the sound fluctuates between the fundamental
and two octaves higher

*

0'45

Electronics above instruments

p  <->  pppp
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∑

1'00

6

6

5
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7
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6

π

5

∏

(sustain harmonic)

{Sound should be buried
UNDER the electronic part}

Flickerings Heather Frasch
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* Stop 5th Harmonic on all string
R.H. Bow a steady pulse
L.H. run a smooth hard object like a rock or bar
on the back side to distort the sound. like a wobbly pitch
 ad lib. motion

1'151'00

ad. lib. between harmonic trill 
& held harmonic

* Bow + Wobble

p

~ mm q = 40 

p p  <->  pppp P
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Electronic Playback: Trigger 02
Output: 1 & 2
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∑

1'30

Gradually slow down trill motion.
End on bottom pitch and hold

n

n

∑ w( )

∑

∑

∑

1'45

1

E-bow Gliss **

p
** Using ebow & a slide, Start wth a very slow downward glissandi on String 1.
Then ad lib motion with the slide to go above, below the ebow,
creating slowly shifting upward and downward glissandi.

Slow Movement
Approximate duration and 
starting/ending pitches

C

wµ( )

wm

∑

∑

2'00

sul D

Extremely Slow Glissando
As slow as possible

p

3
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Fader 8

Elect. 

∑

∑

2'00 2'15

Continue ad lib. glissandi motion
(above & below the ebow)
in a calm way

F

push sound so
it's equal to the 
electronic part

F

push sound so
it's equal to the 
electronic part

Electronic Playback: Trigger 03
Output: 1 & 2

?

∑

∑

2'30

m
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2'45

*** Same as before but on open stirngs &
Detune string 5 below to create beatings

 Bow 

p

~ mm q = 40 

(Sound under electronics and violin)

Continue in this way
Keep ad lib. detuning String 5
until the end of this passage. 
Bring up to 100 hrz

Fader 3 UP

Fader 8 UP

n

n

F

F

4

J
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w

3'00

Stop Gliss (possibly sooner)
Then sustain note

n

STOP

§  ¶

π
Electronic Playback
Output: 3 & 4
Output: 1& 2

3Flickerings
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Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 
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3'00 3'15

n

∑

∑ ∑ P

3'30

∏

Flautando Bow Bounce
lightly bounce bow on string
Mute StringsOptional

∑

–

–

3'45

Move Orbs carefully lift orbs from transducers
and slowly move up and down 

Move Orbs
carefully lift orbs from transducers
and slowly move up and down 

∑ &

4'00
4 Flickerings
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Fader 3
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Fader 3
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Elect. 

17 ∑
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–

4'00 4'15

(continue activitiy)

(continue activitiy)

**** R.H. Muted 

r–

Rœ rœ R‹ r‹

4'30

L.H. Pizz. Behind Bridge Pizz

{Aim to blend sound
with the electronics}

π
**** Use RH palm to mute the string
while RH thumb plucks. Apply half harmonic
pressure with RH index finger

ad lib order and placement
but activity should be very sparse

ad. lib. activity & placement
always very sparse and sensitive 

STOP motion by placing orbs back
in their original place

STOP motion by placing orbs back
in their original place

5

Electronic Playback
Output: 1 & 2 (bass sound)
Output: 3 & 4: continues

pp  <->  pppp
Aim for sounds to be 
a bit quieter than electronics

–

–

4'45

6

Electronic Playback
Output: 1 & 2 bass sound and crackle sound
Output: 3 & 4: playback fades out

[ Fader HALFWAY DOWN ]

[ Fader Remains up ]

5'00

STOP

STOP

7

Electronic Playback
Output: 1 & 2

5Flickerings
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∑
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–
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5'00

ad lib. placement 
SUL PONT - B.B.
erratic phrase length

**R.H. Lightly Tap fast w/ fingers sul. pont area
L.H. erratically use several fingers to change pitches
When done correctly, sound is very quiet

** Small Taps

sul D and A∏

5'15

‹            

–

**** Unpitched Light Flesh taps

****Very lightly R.H. bounce
flesh on strings while muting in L.H.
Aim to blend within the electronics

p  <->  pppp

5'30

{ Create short erratic phrases
ad lib. durations & placement }

Foam Balls
Glass Can

P
•¶•

Fader 7 UP

–
Cork Balls
Tin Can P

Create timbral phrases by moving the cans
up and down (from transducer) 
ad. lib. activity but should be calm

Transducers ON
Delay ON
Output 1 & 2: amplfied object sounds
Output 5 & 6 : oscillators 20 hrz
(soundfile cross fades to main outputs)

5'45

•¶•

8

All elements should
be blended together

Fader 2 UP

[KEEP CALM - SLOW BUILD]

[KEEP CALM - SLOW BUILD]

6'00

STOP

STOP

STOP ALL

STOP ALL

Fader 2 OFF
Fader 3 OFF

Fader 7 OFF
Fader 8 OFF

n

n

6 Flickerings
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Vln.

Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 

∑U ‹          

∑U
wm

∑U –

∑U –

6'00 - 6'05
  G.P. 6'15

sul D

**** Continue 

π

slow down erratically
by creating shorter phrases until

6'00 - 6'05
  G.P.

6'00 - 6'05
  G.P.

6'00 - 6'05
  G.P.

6'00 - 6'05
  G.P.

Resume ball/can activity 

Resume ball/can activity 

(Sustained tone)

•¶•

•¶•

9 10

All STOP

Output 20 hrz to orb
(stop playbck there)

6'00 - 6'05
  G.P.

instruments slightly 
under electronics

n

Fader 2 UP

Fader 7 UP

p

p
Bring up Synth
FADER 5

RÔ RÔ RÔ

6'30

very sparse single
vary placement

11 OUTPUT 1 & 2
Playback Synthesizer sound 

π

Slowly introduce synthesizer sound
Playback ∏

6'45

Then begin
Extremely Slow Glissando
As slow as possible

fade out 

7'00

STOP

n

7Flickerings
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Vln.

Fader 2

Fader 3

Fader 7

Fader 8

Elect. 

∑

–

–

7'00 7'15

∑

∑

∑

7'30

12

OUTPUT 1 & 2 Trigger 10
OUTPUT 3 & 4  
Oscil. 20 hrz ON

C

STOP

STOP
Fader 7 OFF

Fader 2 OFF

wK

7'45

E-bow

π2

w

– –

– –

8'00

E-bow Gliss *****

***** Using a combination of ebow & metal slide
create a downward glissandi extremeley slowly
as slow as possible

Cork Balls
Tin Can

Cork Balls
Glass Jar

In the same way as before:
ad. lib. calm activity
Create timbral phrases by moving the cans
up and down (from transducer)  

In the same way as before:
ad. lib. calm activity
Create timbral phrases by moving the cans
up and down (from transducer)  

•¶

•¶

Fader 2 UP

Fader 7 UP

13

OUTPUT 5 & 6
Osci. 20 hrz to Objects ON
Delay ON

Fader 3 UP

Fader 8 UP

F

F

8 Flickerings
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Gtr.

Vln.

Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 

––

––

8'00 8'15

Add in small
light to can

Add in small
light to can

•¶•

•¶•

( continue)

( continue)

14

Electronic Playback
Output: 1 & 2

[BUILD Slowly]

[BUILD Slowly]

8'30

Ad. lib. Ring Modulation

8'45

hold when arrived at lowest point
(could arrive sooner)

Add Cork Ball to Orb
Adjust orb volume

Add Cork Ball to Orb
Adjust orb volume

wµ

9'00

15

Gradually increase volume on sample playback
Fader 4

F

9Flickerings
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Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 

w

wm

––

––

9'00

Stop Gliss (possibly sooner)
Then sustain note

9'15

(continue activitiy)

(continue activitiy)

16

9'30

carefully switch to: 

Cork Balls
Tin Can •¶

Increase all electronic sounds slightly 

9'45

n

n

sim. activity with jars as before

∑

∑

∑

10'00

STOP
n

STOP

STOP

(orb continues)

Fader 2 OFF

17

f

10 Flickerings



ã

&

&

ã

ã

ã

Time

Gtr.

Vln.
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Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Elect. 

∑

∑

41 ––

–– ∑

10'00 10'15

Turn On: pencils

Fader 7 OFF
n

18

{Maintain sample & delay levels  
as samples die out}

P

∑

∑

∑

–

10'30

Turn On: pencils

n
Fader 3 OFF

19

Bring up Synth more
FADER 5

∑

∑

10'45

20

p

‹           

6 6         

11'00

**** Unpitched Light Flesh taps { Create short erratic phrases
ad lib. durations & placement }

p  <->  pppp
ad lib. placement 
SUL PONT - B.B.
erratic phrase length

** Small Taps

sul D and A∏

11Flickerings
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Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 

–
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11'00 11'15

n
Fader 8 OFF

( Continue )

( Continue )

11'30 11'45

21

–

12'00

Start: Glass Object 1
+ Metal

Fader 2 UP

F
[BUILD Slowly]
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Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.Vln.

Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 

49

‹ ∑

RÔ RÔ

––

–

12'00 12'15

Fade out with  upward glissando
(lower position to higher)

n
ad. lib. die out
with erratic transition to shorter phrases
until  only single taps

22

Ring Modulation ON p

∑

∑

–

12'30

Start: Glass Object 1
+ Metal

n

Fade out: pencils
n

Fader 7 UP

F
[BUILD Slowly]

∑

∑

12'45

Fade out: pencils

∑

P

∑

∑

13'00

n

Optional

Ø

Flautando Bow Bounce
lightly bounce bow on string
Mute Strings

13Flickerings
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Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 

∑

r‹

53 –

53 –

13'00 13'15

∏
B.B. pizz

(Spatial Placement
of material to be played in order)

∑

r‹

13'30

π

∑

r‹ r‹

13'45

23

Ad. lib. Ring Modulation

∑

r‹

–

14'00

Turn on: Glass Object 2
Fader 3 UP

F
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Fader 2

Fader 3

Fader 2

Fader 3

Fader 7

Fader 8

Fader 7

Fader 8

Elect. 
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L oo

r‹ Rœ rZM

––

–

14'00 14'15

+ Beads ******

******attach beads to back of guitar to 
create a light rattle sound when excited.
Beads remain on until the end of the piece

Stop 2nd harmonic node

B.B. pizz Pizz. Clip rattle ***

*** Attach tiny clothes pin
to Sul II. Tap pin to rattle

24 25

p

Follow GUITAR
Try and trigger with guitar 
(it can be slightly off)

rœœœœœK
KJL o

rZM

–

14'30

Turn on: Glass Object 2

Gradually Retune String 1 up

Clip rattle ***

Fader 8 UP

26

F

rœœœœœK
KJL o

Rœ rZM

14'45

Clip rattle ***
Pizz. 

(260 hrz)

27 28

rœœœœœœJ
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K
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L o
œœœœœœo

œœœœœœo
œœœœœœo

œœœœœœo
œœœœœœo

œœœœœœo
œœœœœœo

r‹ rZM r‹
rZM r‹ R‹

15'00

Bow
+ Beads (remain on)

accel. 

B.B.B.B. B.B. B.B.

29

m
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r‹ r‹
jZM Rœ Rœ
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15'00 15'15

p
ad lib activity
mix and combine elements

Pizz. 
B.B.

30

~ mm q = 40 

p

15'30

P
r‹ R‹ R‹ R‹ R‹ R‹ R‹ w

–

–

B.B. pizz

n

15'45

Turn On: Motors *

Turn On: Motors *

* Carefully and slowly turn on motor objects. 

31
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16'00

n

π

rit. slow down and disappear
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65

w( )

65

w( ) wm

–––

–––

16'00 16'15

E-bow Gliss 
+ Bead Rattle

1

sul Dn π

π

32

OUTPUT 1 & 2
Playback Synthesizer sound 
Ring Modultion Change

C

16'30

Upward gliss
ad lib. speed
stop and linger on interesting 
beating points occassionally 

16'45

33

OUTPUT 1 & 2
Playback Synthesizer sound 

w( )

w

17'00

Approximate Ending Pitch
as high as possible
Linger a bit before 
switching down
2

17Flickerings
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w

w
Owm

m
m( )

–––

–––

17'00 17'15

Ad. lib. e-bow position
to vary the rattle of beads.
Pause occossianlly at nice moments

2

•¶•
Aim to make a smooth transition
Despite the string change

Try and make transition
as  impreceptable as possible.
even though the glissandi switches 
to an artifical harmonic

w

17'30

1

w( )

17'45

as high as possible

∑

œ
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18'00

n
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18'00

n

18'15

soundfiles should be slightly under
the electronic processing sounds

∑

∑

18'30

U

U

U
n

Turn OFF Motors first
Then very slowly bring down
ALL faders for objects and electronics

∑

∑

18'45

∑

∑

U

U

n
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