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TRIPLE DOUBLE

MUSIC FOR SIX PLAYERS BY STEVE HOROWIZ



INSTRUMENTATION

GROUP #1
GUITAR
BASS
DRUMS HI HAT
16" RIDE
12" CRASH
SNARE
2 RACK TOMS
FLOOR TOM
KICK
GROUP #2
TENOR SAXOPHONE
PIANO
PERCUSSION STATION I
VIBRAPHONE
MARIMBA (OPTIONAL)
STATION 2
2 TOM TOMS
BONGOS
TIMBALES
BASS DRUM
OTHER SKINS (OPTIONAL)
STATION 3
16" SUSPENDED CYMBAL (OTHER CYMBALS
OPTIONAL)
LARGE TAM TAM
COW BELL, SHAKERS AND OTHER ASSORTED
AND UNUSUAL NOISE MAKERS
NOTES
1. ") =SHORT PAUSE
“  —CROSS FADE

2. LARGE ARROWS INDICATE CONDUCTORS BATON POSITION.

3. SECTIONS MOVE ACCORDING TO THE NUMBERS AS THEY APPEAR IN ORDER ON EACH
PAGE.

4. PAGES CAN BE ARRANGED IN ANY ORDER DESIRED. (THE COMPOSER SUGGESTS 1-14 AS
WAY COOL ) '

CONDUCTORS NOTES

1. THE HAND QUES MASTER LIST CAN BE FOUND ON PAGE #11
2. USE THE CARDS LABELED I-6 FOR "PICK SIX" ON PAGE #12
3. USE THE TWO CHANGE CARDS FOR THE GAME ON PAGE #4
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INSTRUCTIONS:

1. PLAY THESE SIX NOTES IN ANY ORDER OR OCTAVE

2. YOU MAY REPEATE A NOTE AS MANY TIMES AS YOU LIKE, T
BUT ONCE YOU MOVE ON TO ANOTHER NOTE THERE IS Pl
NO GOING BACKWARDS.
3. THE LAST NOTE YOU PLAY MUST BE HELD AND ROLLED i
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TOXIC
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INSTRUCTIONS:

1. THE CONDUCTOR DECIDES WHICH TITLE EACH LOW AND SLOW
ROCK OUT GROUP WILL START ON.

2. USING THE CHANGE CARDS, THE CONDUCTOR
SIGNALS THE MOVE FROM TITLE TO TITLE. WAW G RAVY
LEFT HAND = GROUP # 1
FASTER RIGHT HAND = GROUP # 2

3. GROUP #1 MOVES CLOCKWISE RUNNING UP HILL

GROUP #2 MOVES COUNTERCLOCKWISE

(LfMITATE OTHER GROUP
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IMITATIVE BEHAVIOR
INSTRUCTIONS:

DYNAMICS:

DISJOINTED 1. GROUP #1 AND GROUP #2 IMITATE

THE IDEAS AND FEEL PRESENTED
IN POINTED BEHAVIOR.

PIANO SOLO

2. USE ONLY THESE NOTES IN ANY
OCTAVE OR ORDER.

ANGULAR CONCERT KEY
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3. DYNAMICS: ppp TO mp
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" PLAY IN ANY ORDER AND FEEL FREE
TO VARY IN ANY WAY.
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