ANCIENT SPELLS

BRUCE FRASER
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The four movements of this work are simply a musical feast of the
imagination of the composer, who created the titles and then set about
making some musical magic. (Please note that all titles contain the letter
“K”, which is bound to have some magical significance.) The original
idea came from re-spelling Abracadabra. to make the title of the last
movement and the others are familiar in the world of magic.
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HARUM SKARUM

The purpose of this spell is to scare the listener, or even a player in the band
who 1s not paying attention. The challenge is to make the dynamic
difference between the loud and the eerily quieter sections. Also, to be
able to have both dynamics at the same time, as in the opening section and
where it returns. Keep the chorale type music smooth.

ALLAKHAZAN

This obviously refers to a well-known Eastern magician who practised his
magic while dancing a devilish waltz. The pace is marked quite steady but
should have a feeling of speed, which can be obtained by playing the
quavers (eighth notes) with a staccato bounce, and leaning a little on the
first of the bar. However, make the accented crotchets (quarter notes) full
value. The melody line from B should bein a “cheeky” style.

HOKUS POKUS

This refers to a very royal magician who is introduced with a fanfare and
casts his spells while marching at a very regal pace. Make a little gap
between the dotted crotchet (quarter note) and the semiquavers (sixteenth
notes) for clarity. An effective way to finish would be to start letter D
quieter with a crescendo to the end.

ABRAKH ADABRA
This spell (sometimes spelled Abracadabra) is the most ancient, but the
music has a very bright cheerful feel to it. The approach must be to give the
music some “bounce”. Ifthe spell has worked, everyone will feel happy at
the end.
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