
Circuit
for electric guitar quartet

Circuit is a game of listening and navigation in
which the score becomes an environment for pursuit
and capture. Players attempt to match each other’s
pitches by traversing the score, creating a chain of
reactions as trajectories are continually adjusted and
serendipitous meetings occur.

Setup

Before the performance, players are randomly as-
signed a starting note from the set {A, B, D, E, G}
and a starting octave number between one and four
(inclusive). Notes and numbers should be unique to
each player, and players should not be aware of each
other’s notes or octaves prior to playing.

Players begin at the large blocked letter correspond-
ing to their selected note. The given number de-
termines the initial octave, with 1 being the lowest
possible instance of the note in standard tuning and
4 signifying the note three octaves above.

Each performer should have their own amp. A cir-
cular seating arrangement with the players facing
inward is desirable if possible but not necessary.

Movement

Players navigate the score by following the pathways,
playing any notes and rhythms as they occur. The
following rules govern performance and movement:

• A path containing an arrow may only be tra-
versed in the direction of the arrow, while paths
lacking arrows may be traversed in either direc-
tion.

• Players may remain in their current position for
any length of time by repeating their notes and
rhythms. Any effects on this position such as
octave changes recur with each repitition.

• Notes in boxes have whole-note durations.

• When a player encounters a pitch class,
whether in a block or as part of a rhythm, they
switch to that pitch class using the smallest
possible interval.

Additional instructions for specific notational ele-
ments are listed under Notation.

Capture

Each player attempts to match the pitch and octave
of the neighbor to their left (the “target”), wrap-
ping around to the rightmost player if necessary.
Matching a target requires identifying their note
and traversing a path that will change your note
and octave to the correct values before the target can
change. Some degree of anticipation or luck may be
necessary, as each player’s target has a target of their
own.

A target is captured when their note has been
matched by their pursuer for at least one quarter-
note duration. If you successfully capture your tar-
get, switch your dynamic to fortissimo for the dura-
tion of the match to alert the target, then gradually
decrescendo to mezzo-forte. Performers cannot cap-
ture or be captured while playing harmonics.

If you have been captured, acknowledge your pur-
suer, decrescendo to piano and return to your start-
ing note block by the shortest route possible. Once
there, repeat your note at a whole-note pace until the
end of the piece.

When a target is captured, the pursuer inherits their
target and the piece continues. When only two per-
formers remain in play, their captures will occur si-
multaneously and both will return to their starting
blocks. After all players are returned to their initial
notes, the piece has ended and all performers should
let their final note ring.

Notation

2× Repeat current rhythm twice.

Switch to any natural harmonic of your cur-
rent pitch.

If you are playing a natural harmonic, revert
to playing fretted notes at a mezzo-forte level.

+12 Raise your pitch by one octave if possible.

−12 Lower your pitch by one octave if possible.

±12 Raise or lower your pitch by one octave.

+12 Raise your pitch by any desired number of oc-
taves.

−12 Lower your pitch by any desired number of
octaves.
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