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ABSTRACT

The musical education of children and young people aims
to form solid and strong musical skills. In addition to
vocal singing and instrumental playing, young musicians
can be guided towards composition, starting from simple
exercises in creativity and musical improvisation to
actual composition, progressively, based on a detailed
knowledge of musical theory and forms. An important
step in this approach could be initiation into music
composition through the Hyperscore program.

This paper presents the benefits of using this program as
well as its particularities, by describing an attractive,
friendly and easy-to-understand interface.
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INTRODUCTION

Music is a constant in our lives, regardless of the
perspective from which we analyze it: as listeners, music
lovers, or musicians in the position of vocal or
instrumental performers, for one’s own pleasure or to
achieve exceptional interpretive performances. The
profession of a musician requires lifelong training,
because to improve the level of artistic performance
many hours of study are needed daily in order to ensure a
valuable technique and a high level of understanding of
the musical substance, which results in the emotional
response triggered by a performance.

In order to reach such a level of musical training, it is
important for it to start as soon as possible. Early music
education is a bridge that every musician crosses. The
age of childhood is decisive for many careers, regardless
of the field, but in music, especially, the earlier the
individual gets involved in its practice, the more likely he
/ she is to achieve superior performance.

In such cases, the first contact with music happens in
early childhood, as musical instrument lessons or
activities with ensembles. Whether they are done in
school or as private music lessons, they aim to train basic
musical skills. For example, we reproduce the main
directions of training that are followed in the primary
education of primary and middle schools:

REZUMAT

Educatia muzicala a copiilor si tinerilor isi propune sd
formeze competente muzicale solide si durabile. Pe langa
cantul vocal si instrumental, micii muzicieni pot fi
indrumati spre compozitie, pornind progresiv, de la
exercitii simple de creativitate si improvizatie muzicald
cdtre compozitia propriu-zisd, bazatd pe o cunoastere
detaliata a teoriei si formelor muzicale. Un pas
important in acest demers ar putea fi initierea in
compozitia muzicala prin programul Hyperscore.

Lucrarea de fata isi propune sd prezinte beneficiile
utilizarii acestui program, precum §i particularitatile lui,
prin descrierea unei interfete atractive, prietenoase §i
simplu de inteles.

Cuvinte cheie
Compozitie, educatie muzicala, design modern, mediu
virtual.

INTRODUCERE

Muzica este o constantd a vietilor noastre, indiferent de
perspectiva din care o analizdm: ca auditor, iubitor de
muzica sau practician al ei, in postura de interpret vocal
sau instrumental, pentru propria pliacere sau pentru a
obtine performante interpretative de exceptie. Profesia de
muzician presupune o pregatire care se deruleaza intreaga
viatd, deoarece pentru a imbunatiti nivelul prestatiei
artistice este nevoie de multe ore de studiu, zilnic, ceea ce
asigura o tehnica valoroasa si un nivel inalt de intelegere
a substantei muzicale, care face posibila o interpretare
care s produca emotie.

Pentru a junge la un asemenea nivel de pregatire
muzicala este important ca aceasta sa se realizeze cat mai
devreme. Educatia muzicald initiala este o punte pe care
o traverseazd orice muzician. Vérsta copildriei este
decisiva pentru multe cariere, indiferent de domeniu, dar
in muzicd, 1n special; cu cat individul se implica mai de
timpuriu In practicarea ei, cu atdt are sanse mai mari sa
realizeze performante superioare.

in asemenea cazuri, primul contact cu muzica are loc in
copilaria micd, sub forma orelor de instrument muzical
sau a orelor desfagurate in ansamblu. Fie ca se realizeaza
in scoald, fie ca lectii private de muzica, acestea isi
propun formarea competentelor muzicale de baza. Spre
exemplu, reddm principalele directii de formare care se
urmaresc in invatamantul primar al scolilor generale:
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1. Receiving songs for children and simple elements of
musical language,

2. Performance of songs for children, with age-
specific tools,

3. Expressing ideas, feelings and experiences through
music and movement, individually or in a group
(School Program for Music and Movement).

A first analysis of the aforementioned directions shows
that the emphasis is, on the one hand, on vocal singing
and on different ways of singing songs. Musical activities
are grounded in the repertoire based on children’s
folklore, embodied by counting, and pentatonic songs
with a low number of sounds. On the other hand, the
focus is also on the development of creativity and
imagination, through freedom of expression through
music, which materializes in their own compositions,
improvisations, accompaniment or rhythmic support with
pseudo-instruments, instruments and body percussion
movements.

If we are talking about specialized music education (e.g.
music schools in Romania, which provide special musical
training throughout the entire school process, from the
preparatory grade to the twelfth grade), the path is
different, because music theory and musical notation are
studied from the first grade, being accompanied by the
study of a musical instrument chosen by the student.
Thus, his / her musical experience is richer and the skills
that are formed until the completion of the primary cycle
are more complex. This aspect is also to be found in the
competences pursued throughout this period, reproduced
below

1. Identification of the basic elements of the
musical language,

2. Operating with basic elements of the musical
language;

3. Generation of simple musical structures-
creative aspects (School curriculum for the
discipline Theory-Solfege-Dictation, 2022).

In addition to identifying and analyzing some elements of
musical language and operating with them in different
contexts, the skills also aim at creative exercises for the
elaboration of some simple musical parts, from the area
of rhythmic or rhythmic-melodic compositions, of
eurythmic exercises (coordinating movements based on
heard music) or improvisation.

Regardless of the direction followed in musical training
(general education or performance), teachers must offer
the best learning contexts to students, according to the
particularities of their age and chosen profile. For each
model of education, the expression of artistic creativity
exists, and it is reflected in the third competence.

The main sequences of musical instruction are active
auditions, vocal singing, instrumental performance, body
percussion and various types of rhythmic or melodic-
rhythmic coordination exercises, movement to music,
dance. In addition, there are exercises in improvisation
and musical, vocal and instrumental composition. All of
them can be carried on traditionally, in practice or in
writing, or we can use new technologies, which make the
transfer to modern education, which brings a wider range
of interactive didactic strategies. Thus, there are
numerous applications and online platforms of musical
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1. Receptarea unor cantece pentru copii §i a unor
elemente simple de limbaj muzical;

2. Interpretarea de cantece pentru copii, cu mijloace
specifice varstei;

3. Exprimarea unor idei, sentimente §i experiente prin
intermediul muzicii §i miscarii, individual sau in
grup (Programa scolara pentru Muzica si Miscare,
2013).

La o prima analiza a lor, reiese faptul ca accentul se pune,
pe de o parte, pe cantul vocal si pe modalitati diferite de
redare a cantecelor. Repertoriul care sta la baza
activitatilor muzicale se fundamenteaza pe folclorul
copiilor, concretizat in numaratori, cantece de structura
oligocordica si pentatonica. Pe de alta parte, se urmareste
si dezvoltarea creativitatii si a imaginatiei, prin libertatea
de exprimare prin muzicd, realizatd sub forma unor
compozitii proprii, improvizatii, acompaniament sau
sustinere ritmicd cu ajutorul pseudoinstrumentelor, al
instrumentelor si al percutiei corporale.

in cazul in care vorbim de invatimant muzical de
specialitate (de exemplu, scolile de muzica din Romania,
care asigurd o pregatire muzicald specialad pe parcursul
intregii scolarizari, de la clasa pregéatitoare pana la clasa
a XII-a), drumul este diferit, deoarece teoria muzicii si
notatia muzicala se studiaza din clasa I, fiind insotite de
studiul unui instrument muzical pe care il alege elevul.
Astfel, experienta muzicald a acestuia este mult mai
bogata, iar competentele care se formeaza pana la
finalizarea ciclului primar sunt mai complexe. Acest
aspect se reflectd si in formularea competentelor urmarite
pentru aceastd perioada, redate mai jos:

1. Identificarea elementelor de baza ale limbajului
muzical;

2. Operarea cu elemente de baza ale limbajului
muzical;

3. Generarea de structuri muzicale simple-aspecte
creative (Programa scolara pentru disciplina
Teorie-Solfegiu-Dicteu, 2022).

Pe langa identificarea si analiza unor elemente de limbaj
muzical si operarea cu ele In diferite contexte,
competentele vizeaza si exercitii creative de elaborare a
unor fragmente muzicale simple, din sfera compozitiilor
ritmice sau ritmico-melodice, a exercitiilor euritmice
(de coordonare a miscarilor pe baza muzicii audiate) sau
a improvizatiei.
Indiferent de directia urmatd in pregatirea muzicald
(Invatdmant general sau performantd interpretativa),
cadrele didactice trebuie sd ofere cele mai bune contexte
de invatare elevilor, potrivite particularitatilor de varsta si
profilului ales. Pentru fiecare model de educatie este
prevazutd exprimarea creativitdtii artistice prin muzica,
reflectata in a treia competenta.

Principalele secvente de instruire muzicala sunt: auditiile

active, cantul vocal, interpretarea instrumentald, percutia

corporald si diverse tipuri de exercitii de coordonare

(ritmice sau melodico-ritmice), miscarea pe muzica,

dansul. Acestora li se adauga exercitii de improvizatie si

de compozitie muzicald, vocald si instrumentala. Ele se
pot realiza in mod traditional, practic sau in scris, sau
putem apela la noile tehnologii, care fac transferul spre
educatia moderna, ceea ce aduce o baterie mai ampla de
strategii didactice interactive. In acest sens, existd



composition that also ensure the auditory recording of
one’s own creation (Hyperscore), which allow solfege of
some musical fragments, making it possible to record and
later listen to one’s own performance, while the teachers
can provide an assessment (Solfy), or identify certain
elements of musical language such as intervals, chords,
with the possibility of sound reproduction using the
keyboard or different integrated approaches, an
expression of the concept of interdisciplinarity (Chrome
Music Lab).

THE VIRTUAL ENVIRONMENT IN THE
MUSIC FIELD: ADVANTAGES AND
LIMITS

The virtual musical environment, which exploded during
the pandemic, offers the teacher many possibilities to
introduce elements of musical language. If we consider
the pleasure of children to use different electronic devices
as well as the variety of existing applications and
platforms for the music field, we can also respond to the
current trends in education, which refer to giving an
important role to new technologies. The FEuropean
Commission proposes, among the eight key competences
for lifelong learning, a direction that focuses on digital
competences, which highlight “the confident and critical
use of information and communication technology for
work, leisure and communication” (Key competences,
EU). Using, at different moments of the lesson, some
interactive applications, some tools that enable the
transmission of information, bring added value to musical
activities because they ensure dynamism and variety in
terms of learning sequences.

There are many advantages to using technology in
education, both for students and teachers. For the first
category, they contribute to improving the quality of
general education, by better involving students and
accumulating information in a more efficient way. At the
same time, new technologies encourage individual
learning but also collaboration between students,
therefore they form useful skills for their entire lives
(Henderson, 2020). The Internet and all the devices
responsible for communication and transmission facilitate
access to knowledge and save time, which is extremely
precious for everyone. Students no longer have to go to
the library, where they can access information about a
certain topic, but use the Internet and then save
everything to a hard drive. The way of transmitting
information responds to a need of the students, because
they are the generation born in the age of technologies
and involve these in the way they organize and function
in their professional as well as their everyday life.

For the second category, i.e. the teachers, there are
multiple advantages in the way the class is organized
using ICT tools. Thus, the information can be structured
and easily adapted to the particularities of the group of
students, then presented in an interactive manner.
Numerous existing applications for the music field can
provide variety and dynamism to teaching activities and
present learning contents through a modern and attractive
design.

Another advantage of the online environment for teachers
is the Virtual Portfolio, which can contain many more
elements than the traditional one. Thus, in addition to the
teacher’s personal and training data, other materials can
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numeroase aplicatii si platforme online de compozitie
muzicala, care asigurd si redarea auditivd a propriei
creatii (Hyperscore), de solfegiere a unor fragmente
muzicale cu inregistrarea si redarea ulterioara a modului
de interpretare si de evaluare de catre profesor (Solfy),
de identificare a unor elemente de limbaj muzical ca
intervale, acorduri, cu posibilitatea de redare sonora prin
intermediul claviaturii sau diferite abordari integrate,
expresie a conceptului de interdisciplinaritate (Chrome
Music Lab).

MEDIUL VIRTUAL iN DOMENIUL
MUZICAL: AVANTAJE SI LIMITE

Mediul virtual muzical, care a explodat in perioada
introducere a elementelor de limbaj muzical. Daca luam
in considerare placerea copiilor de a utiliza diferite
aparate electronice, precum si varietatea aplicatiilor si a
platformelor existente pentru domeniul muzical, putem
raspunde si tendintelor actuale din educatie, si anume,
acordarea unui rol important noilor tehnologii. Comisia
Europeana propune, printre cele opt competente cheie
pentru invatarea pe tot parcursul vietii, si o directie care
vizeaza competentele digitale, care urmareste ,,utilizarea
cu incredere si In mod critic a tehnologiei informatiei si
comunicatiilor pentru munca, timp liber si comunicare”
(Key Competences for Lifelong Learning, 2019).
Folosirea, in momente diferite ale lectiei, a unor aplicatii
interactive, a unor unelte care fac posibila transmiterea
informatiilor, aduce activitatilor muzicale un plus de
valoare pentru ca asigurd dinamism si varietate in
privinta secventelor de Invatare.

Existd numeroase avantaje ale utilizarii tehnologiei in
educatie, atdt pentru elevi, cat si pentru profesori. Pentru
prima categorie, ele contribuie la imbunatatirea calitatii
educatiei generale, prin implicarea mai bund a elevilor,
retinerea informatiilor intr-o maniera mai eficientd. in
acelasi timp, noile tehnologii incurajeazd invatarea
individuala, dar si colaborarea dintre elevi, iar acestia isi
formeaza competente utile pentru Intreaga viata
(Henderson, 2020). Internetul si toate aparatele care
raspund de comunicare, transmitere, faciliteaza accesul la
cunoastere si economisesc timpul, extrem de pretios.
Elevii nu mai sunt nevoiti s mearga la biblioteca, de
unde pot sd acceseze informatii despre un o anumitd
tema, ci folosesc internetul si apoi salveaza totul pe un
hard. Modul de transmitere a informatiilor raspunde unei
nevoi a elevilor, deoarece acestia sunt generatia nascuta
in era tehnologiilor si care le cuprinde in modul de
organizare si functionare profesionala si de viata.

Pentru a doua categorie umana, profesorii, existd multiple
avantaje in modul de organizare a clasei. Astfel,
informatia poate fi structuratd si usor adaptatd la
particularitatile colectivului de elevi, apoi prezentatd in
menierd interactivd. Numeroase aplicatii existente pentru
domeniul muzical pot asigura varietate si dinamism
activitatilor didactice si prezintd continuturile invatarii
printr-un design modern si atractiv.

Un alt avantaj al mediului online pentru profesori il
reprezintd Portofoliul virtual, care poate sa contind mult
mai multe elemente decat cel traditional. Astfel, pe langa
datele personale si de formare ale profesorului, in
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be added to the portfolio such as: references to certain
music teaching materials (applications, scores,
recordings), audio-video fragments containing valuable
auditions and parts of personal creation or performance,
parts of examples of good practices from events etc.
(Sarb, 2022). The underlying types of support of the
digital portfolio are more diverse than those of the
traditional portfolio and provide access to more
information.

However, there are also limitations to the use of new
technologies in education, and especially in the music
field. They must be handled with caution and balance, as
they can lead to addiction, an undesirable situation with a
negative connotation.

Specialists say that handwriting, which belongs to
traditional didactics, has an essential role in the learning
process and highlights its importance for the academic
evolution of the individual. For example, a group of
experts analyzed this topic and demonstrated, through
elaborate research, that handwriting on paper is more
effective for learning a foreign language than writing on a
keyboard or with a digital pen. However, writing with a
digital pen is more efficient than writing on a keyboard
(Ihara, Nakajima, Kake, Ishimaru, Osugi, and Naruse,
2021).

In the university environment, according to another
study, it was shown that students who took notes on a
laptop or phone performed worse on questions about
specialized concepts than those who took notes in the
traditional way, with pen on paper. The negative effect is
due to the fact that handwriting requires more analysis
and recomposition of information than typing, which is
textual and involves a large degree of passive
reproduction (Mueller and Oppenheimer, 2014).

Moving on to the field of music, we can say that it is an
eminently practical field and the main ways of forming
musical skills are vocal singing and instrumental playing,
listening, composition, improvisation and eurythmic
exercises. Prof. Dr. Muntean highlights the role of
musical creativity found in practical activities, in a study
based on musical improvisation. According to this study,
it is demonstrated that going through the seven
consecutive levels through which improvisational skills
are formed (according to Bauer) leads to a significant
improvement in the level of improvisation in children
performance, by practicing music with various
instruments or pseudo-instruments (Muntean and
Maéndru, 2016).

In line with the aforementioned aspects, supporting
traditional music practice, a good virtual composition
program cannot replace handwriting, but there are
situations, especially at the beginning of musical training,
when it can represent an attractive way of approaching
music education. However, no educational app or
platform can replace the joy of singing or playing,
individually or in a group.

As a negative effect of the excessive use of new
technologies, the predominance of digital education could
appear to the detriment of traditional strategies, which
should not be neglected. Another disadvantage could be
the lack of training of the teaching staff in terms of the
use of the learning equipment and the facilities they offer,
but also in terms of accessing musical applications, which
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portofoliu se pot adduga trimiteri la anumite materiale
didactice muzicale (aplicatii, partituri, auditii), fragmente
audio-video ce contin auditii valoroase si momente de
creatie sau interpretare personald, parti din exemple de
bune practici din cadrul unor manifestari etc. (Sarb,
2022). Formatele care stau la baza portofoliului digital
sunt mai diversificate decdt cele ale portofoliului
traditional si asigura accesul la mai multa informatie.
Totusi, exista si limitari ale utilizarii noilor tehnologii In
educatie, si, in special, in domeniul muzical. Ele trebuie
gestionate cu precautie si echilibru, deoarece pot duce la
adictie, o situatie indezirabila, cu conotatie negativa.
Specialistii spun cd scrisul de mand, care apartine
didacticii traditionale, are un rol esential in invatare si
evidentiazd importanta lui pentru evolutia academicd a
individului. Spre exemplu, un grup de experti au analizat
acest subiect si au demonstrat, printr-o cercetare
elaborata, faptul ca scrierea de mana pe hartie este mai
eficientd pentru Invatarea unei limbi striine decat scrierea
pe tastatura sau cu creion digital. Totusi scrierea cu
creion digital e mai eficienta decat scrisul pe tastatura
(Ihara, Nakajima, Kake, Ishimaru, Osugi si Naruse,
2021).

In mediul universitar, potrivit altui studiu, s-a demonstrat
ca studentii care 1si luau notite pe laptop sau telefon au
demonstrat rezultate mai slabe la nivelul unor intrebari
despre concepte de specialitate, fatd de cei care notau in
maniera traditionala, cu pix pe hartie. Efectul negativ este
datorat faptului cd scrierca manuald solicitd mai mult
analizarea informatiei si recompunerea ei, fata de scrierea
prin tastare, care este textuald si presupune un grad mare
de reproducere pasiva (Mueller si Oppenheimer, 2014).

Trecand in domeniul muzicii, putem spune ca acesta este
eminamente practic si principala modalitate de formare a
competentelor muzicale: cantul vocal si instrumental,
auditia, compozitia, improvizatia si exercitiile euritmice.
Prof. dr. Muntean evidentiaza rolul creativitdtii muzicale
manifestata in activitatile practice, intr-un studiu care are
la bazd improviztia mzicald. Potrivit acestui studiu,
se demonstreaza faptul cd parcurgerea celor sapte niveluri
consecutive prin care se formeazd competentele
improvizatorice (dupa Bauer) conduce la imbunatatirea
semnificativd a nivelului de improvizatie la copii, prin
practicarea muzicii cu ajutorul unor instrumente sau
pseudoinstrumente (Muntean si Mandru, 2016).

In acelasi sens, ca sustinere a practicarii traditionale
a muzicii, un program bun de compozitie virtuala nu
poate substitui scrisul de mand, insd sunt momente, mai
ales la 1inceputul pregatirii muzicale, cand poate
reprezenta o modalitate atractiva de abordare a educatiei
muzicale. Cu toate acestea, nicio aplicatie sau platforma
educationald nu poate substitui bucuria de a canta
individual sau in grup, vocal sau instrumental.

Ca efect negativ al utilizarii excesive a noilor tehnologii,
ar putea sd apara predominarea educatiei digitale in
defavoarea strategiilor traditionale, care nu trebuie
neglijate. Un alt dezavantaj l-ar putea reprezenta lipsa de
pregatire a personalului didactic la nivel de utilizare a
echipamentelor de invatare si a facilitatilor pe care le
oferd, dar si In privinta accesarii aplicatiilor muzicale, din



are increasingly more numerous and more varied, being
valuable resources which can facilitate the student’s
access to the musical contents. To these we can add the
reluctance of teachers in using new technologies -
directly proportional to their age.

We can say with certainty that the role of ICT in
education is recurring and inevitable. It will change the
place and role of the teacher and, in addition to teaching
new content, it will become a virtual guide in helping
students who use the electronic environment, facilitating
access to knowledge (Henderson, 2020).

HYPERSCORE — A GATE TO MUSICAL
EDUCATION

The Hyperscore program is an excellent way to approach
and find out more about the secrets of musical
composition, adding the possibility of listening to one’s
own creations. It is defined by users as “Music software
that lets anyone compose music. The first music software
program designed to teach students and adults how to
compose music simply by drawing lines on the screen.”

(https://www.media.mit.edu/projects/hyperscore/overvie
w/).
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Figure 1. Hyperscore logo

This program offers a pleasant way to introduce students
to musical composition, at the beginner level, because it
does not require a rigorous program of theoretical
training and also offers elements of play, accepted with
pleasure by children, as shown in the image below:

Figure 2. Hyperscore interface

After a brief exploration of the virtual demos, which
provide an effective and sufficient level of familiarity
with the interface, anyone can begin short music
composition exercises. Hyperscore can also be used for
free, in a basic version, but it also offers advanced levels,
and for that it is necessary to pay a monthly fee. Due to
the wish of its developers to contribute to accomplishing
a quality musical education, the beginner level can be
used without cost and can be integrated in the classroom
(or at home), but there is also a possibility of accessing
funds to be implemented at institutional level.

Musicfirst Classroom

For example, the MusicFirst educational platform uses
the Hyperscore program as part of the music content
learning and offers possibilities for choosing the package
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ce In ce mai multe si mai variate, resurse valoroase, care
pot sa usureze accesul elevului la continuturile muzicale.
La acestea se poate adauga reticenta profesorilor in
utilizarea noilor tehnologii, direct proportionald cu varsta.

Putem afirma cu certitudine ca rolul TIC in educatie este
recurent si inevitabil. El va schimba locul si rolul
profesorului, adaugand faptul ca acesta, pe langa cé preda
noi continuturi, va fi si un ghid virtual in Indrumarea
elevilor care folosesc mediul electronic, facilitind accesul
la cunoastere (Henderson, 2020).

HYPERSCORE - POARTA SPRE
EDUCATIA MUZICALA

O modalitate excelentd de apropiere si patrundere in
tainele compozitiei muzicale, cu posibilitatea de audiere
a propiilor creatii, este programul Hyperscore. Definit de
catre utilizatori ca fiind un ,,software muzical, care
permite oricui sa compund muzicd, el reprezintd primul
program software muzical conceput pentru a invéta elevii
si adultii cum sa compuna muzicd, pur si simplu prin
trasarea unor linii pe ecran.”
(https://www.media.mit.edu/projects/hyperscore/overview/).

Figura 1. Sigla Hyperscore

Acest program reprezintd un mod agreabil de a introduce
elevii in compozitia muzicald la nivel de incepatori,
deoarece nu presupune un program riguros de pregatire
teoretica si ofera si elemente de joc, acceptate cu placere
de copii, asa cum prezintd imaginea de mai jos:

Figura 2. Interfata Hyperscore

Dupa o explorare scurtd a demonstratiilor oferite virtual,
care oferd un nivel eficient si suficient de familiarizare cu
interfata, orice persoana poate incepe scurte exercitii de
compozitie muzicald. Hyperscore se poate folosi si fara
costuri, printr-o varianta de baza, dar propune si niveluri
avansate, pentru care trebuie platitda o taxd lunara.
Din dorinta creatorilor de a contribui la realizarea unei
educatii muzicale de calitate, nivelul de 1Incepatori
se poate folosi fard costuri si poate fi integrat in sala
de clasa (sau acasd), dar existd posibilitatea de accesare
aunor fonduri pentru a fi implementat la nivel
institutional.

Musicfirst Classroom
Spre exemplu, platforma educationala MusicFirst
utilizeaza programul Hyperscore ca parte a invatarii

continuturilor muzicale si oferd posibilitati pentru
73
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for the classroom, by asking the funding of the various
national agencies in the UK. The basic idea in education
is to introduce creative and attractive approaches in the
music field, which is why the MusicFirst website
presents and successfully uses the Hyperscore platform in
the area of Creativity, along with two other platforms that
have the same goal:

- Soundation Education-Make, used for creating,
recording and editing music, rhymes and various
sounds;

- Cool4School, a music resource for elementary and
primary  schools comprised of top-quality,
accessible, relatable songs, spanning different
genres, including Reggae, Latin, African, Funk,
Pop, Rock, and more. Videos accompany the songs,
encouraging the use of movement and dance,
making it ideal for performance or simply a fun
classroom experience.
(https://www.musicfirst.com/solutions/creativity).

Features and Design

The Hyperscore interface is engaging, easy to access and
provides immediate results. However, it fulfils important
functions, managing to attract users of all ages and levels
of musical experience, and in the same time it is a good
catalyst in the musical education of all, for free and
creative expression through music.

The program’s features allow for complex and varied
functions, being easily adaptable to all levels of musical
experimentation. They are intuitive, easy to identify, do
not require a long preparation time to be operational and
are explained in the following table:

Table 1. Hyperscore Features
(https://newharmonyline.org/hyperscore/)
Melody Window-allows the
creation of musical “motifs”, which
will be used as building blocks for
composition.

Percussion Window-multi-track
editor to create complex drum
beats easily, intuitively.

Instrument Sounds-offers many
timbres (guitar, piano, clarinet)
from different families, each with a
separate line.

Erase Tool and Stroke Editing-
facilitates the editing of voices,
allows drawing, redraw, correction
of musical lines.

Time signature and grid options-
specifies arbitrary metronomic and
key indications associated with
detailed grid levels.

Sketch Window-based on the motifs  ————
previously created for the melody
and percussion, the composition is
made, by drawing lines of different
colors and associated with motifs.
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achizitionarea pachetului pentru sala de clasa, prin
inscrierea pentru finantare la diverse surse nationale din
Anglia. Ideea de bazd in educatie este de a introduce
abordari creative si atractive in domeniul muzical,
de aceea site-ul MusicFirst prezintd si utilizeaza cu
succes platforma Hyperscore in zona de Creativitate,
alaturi de alte doua platforme care au acelasi scop:

- Soundation Education — utilizatd pentru crearea,
inregistrarea si editarea muzicii, ritmurilor si
sunetelor diverse;

- Cool4School — resursa valoroasa folosita la orele de
muzicd din invatamantul primar, ce oferd melodii
frumoase si accesibile, care acoperd genuri muzicale
variate (Reggae, Latino, African, Funk, Pop, Rock);
existd materiale video, care incurajeaza miscarea si
dansul sau oferd o experientd distractivd in clasa
(https://www.musicfirst.com/solutions/creativity).

Caracteristici si design

Interfata Hyperscore este captivantd, usor de accesat si
ofera rezultate imediate. Cu toate acestea, ea indeplineste
functii importante, reusind sa atragd utilizatori de toate
varstele si nivelurile de experientd muzicald, fiind un bun
catalizator in educatia muzicald a tuturor, pentru
exprimarea libera si creativa prin muzica.

Caracteristicile programului permit functiuni complexe si
variate, fiind wusor de adaptat tuturor nivelurilor
de experimentare muzicala. Ele sunt intuitive, simplu
de identificat, nu necesitd un timp indelungat de pregatire
pentru a fi operationale si se regasesc explicate in tabelul
ce urmeaza:
Tabel 1. Caractersitici Hyperscore
(https://newharmonyline.org/hyperscore/)
Melodia — permite crearea unor
,,motive” muzicale, care vor fi
folosite ca blocuri pentru
compozitie.

Percutia — editor cu mai multe
piste, pentru a crea ritmuri
complexe de tobe, usor, intuitiv.

Sunet instrument — oferda multe
timbruri (chitard, pian, clarinet) din
familii diferite, fiecare cu o linie
separata.

Stergere si editare — faciliteaza
editarea vocilor, permite desenare,
redesenare, corectarea liniilor
muzicale.

Cheie si optiuni ale grilei —
specifica indicatii arbitrare
metronomice si ale cheii folosite,
asociate cu nivelurile detaliate ale
grilei.

Schite — pe baza motivelor create
anterior la melodie si percutie, se
realizeaza compozitia, prin trasarea
unor linii de culori diferite si
asociate unor motive.



Harmony Line- it is the most
valuable feature because it provides
solid harmonic support by shaping
and directing the drawing.

Volume and Tempo Control-their
control allows you to speed up or
slow down the track and use
different dynamic steps.

D |

Polyphonic Mode-ensures the
simultaneity of several imitative
voices and chords.

=
==

P —
Motive Loop Visual Feedback-

improves accuracy in the

composition process.

These characteristics allow the creation of special
musical fragments, with a complex sonority, on the
timbral, harmonic and polyphonic levels. In this way, the
person creating the music observes the complexity of the
compositional act and the multitude of elements
involved, and they are able to hear their own musical
product.

Other explanations are added to the above-mentioned
features offered by the New harmony line platform,
which is based on the Hyperscore software. They provide
details about certain functions of the program, which
manage to facilitate or complete the compositional
approach. Among these, some directions aim to several
fundamental concepts, introductory elements of rhythm,
steps of creating a melody, advanced techniques for
melody and rhythm, complex notions of harmony, all
necessary for composition. Going through them,
accompanied by clear explanations in some video
materials, gives a complete picture of the possibilities
offered by the software and contribute to the
development of new musical skills, which capitalize on
both the joy of the composition process and the impact
and value of the final product.

Evolution and Impact of Hyperscore

The pedagogical value of the Hyperscore program is
highlighted by both teachers and students. A middle
school student, extremely excited about this educational
software, says that the program is “The single coolest
thing to happen to music ever” (T. H., 12 years old). A
music teacher in a public secondary school talks about
the positive impact the program has had on the children,
stating that “The program was an instant hit with all of
my middle school students...I was amazed at the interest
my students showed. (K. C., teacher from USA)”
(https://newharmonyline.org/hyperscore/).

We can compare this software with a composer friend,
due to the impact it has in education, being appreciated
by all the people involved in the educational act. Made
into a valuable resource for music education, the program
is all the more appreciated because it is very accessible
and can attract a large number of students to the world of
music. By not requiring a high level of prior musical
preparation, Hyperscore accomplishes the difficult task
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Linia armonicad — este cea mai
valoroasa caracteristica deoarece
asigurd un suport armonic solid,
prin modelarea si directionarea
desenului.

I

Volum si Tempo — controlul lor
permite accelerarea sau incetinirea
piesei si utilizarea unor trepte
dinamice diferite.

i

Mod polifonic — asigura
simultaneitatea mai multor voci
imitative si acorduri.

i\
v

(

P —
Desfasurarea motivelor muzicale si
feedback vizual — permite
imbunatatirea preciziei in procesul
de compunere. ;
Aceste caracteristici permit crearea unor fragmente
muzicale deosebite, cu o sonoritate complexa, atat la
nivel timbral, cat si armonic si polifonic. In acest fel,
persoana care creeazd muzica observd complexitatea
actului compozitional si multitudinea elementelor
implicate, reusind sa si audieze propriul produs muzical.

Caracteristicilor mentionate mai sus se adauga si alte
explicatii oferite de platforma New harmony line, care are
la bazda soft-ul Hyperscore. Ele ofera detalii despre
anumite functii ale programului, care reusesc sa usureze
sau sd completeze demersul compozitional. Dintre
acestea, cateva directii se referd la notiuni fundamentale,
elemente introductive despre ritm, pasi prin care se
creeaza o melodie, tehnici avansate pentru melodie si
ritm, notiuni profunde de armonie, necesare compozitiei.
Parcurgerea lor, insotita de explicatii clare in cadrul unor
materiale video, dau o imagine completd asupra
unor competente muzicale noi, care valorifica atat
bucuria procesului de compozitie, cat si impactul si
valoarea produsului final.

Evolutia si impactul Hyperscore

Valoarea pedagogica a programului Hyperscore este
evidentiata si de profesori, dar si de catre elevi. O eleva
de scoald gimnaziald, extrem de incantatd de acest soft
educational, spune cé programul este ,,cel mai tare lucru
care s-a Intdmplat vreodatda muzicii” (T. H., 12 years old).
Un profesor de muzica dintr-o scoald secundard publica
vorbeste despre impactul pozitiv pe care programul 1-a
avut asupra copiilor, afirmand ca acesta ,,a avut un succes
instantaneu cu toti elevii de gimnaziu... Am fost uimit de
interesul manifestat de elevii mei (K. C., profesor din
S. U. A.)” (https://newharmonyline.org/hyperscore/).

Putem sa comparam acest soft cu un prieten compozitor,
datorita impactului pe care 1l are in educatie, fiind
apreciat de toti cei implicati In actul educational.
Concretizat intr-o resursa valoroasd pentru educatia
muzicald, programul este cu atit mai apreciat, cu cat este
foarte accesibil si poate atrage un mare numar de elevi
spre universul muzicii. Prin faptul cd nu presupune un
nivel ridicat de pregatite muzicala prealabila, Hyperscore
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of composing music. Often this is a rather difficult goal
to achieve in education, sometimes only at an advanced
age.

That is why the creators of this software said that it
“reverses the pedagogy,” because it puts imagination and
creativity first, not musical training. The teacher acts as a
guide or mentor for the student, who explores
compositional processes and techniques, based on an
efficient and easy-to-discover and explore program
(https://newharmonyline.org/hyperscore/).

With an existence of over 20 years, Hyperscore has
evolved all this time and built a material that meets the
needs of music education but also the use of new
technologies, thanks to the expansion of this field and its
integration in all sectors of activity. The software was
created in 2000 in the MIT Media Lab by two students
who combined the results of research on computer-aided
composition and notions of counterpoint, all through
visual representations. Since then, several significant
evolutionary steps took place, until 2019, when the
organization New Harmony Line Launches took the
program and brought it to the next level. The program
was introduced into composition-oriented music
education as a powerful expression of the manifestation
of freedom of expression among students and the change
of orientation in education
(https://newharmonyline.org/hyperscore/).

In the last years the program was involved in many
school institutions, as an integral part of the achievement
of children’s musical education, but it continued the
development and adaptation of some components in order
to respond as well as possible to the need for expression
through music.

FINAL CONSIDERATIONS

Hyperscore fulfils all the conditions of an effective
material adapted to the current needs in pedagogy.
Today’s students are curious and at the same time eager
to get information as quickly as possible. Thus, the
software presented offers the possibility of obtaining
immediate results, in a pleasant manner, with a special
impact on students.

The development of musical skills is an important issue
of education for the complex development of the human
personality. The artistic side of the individual is
expressed through valuable artistic products, which
sometimes can last for a long time. Hyperscore facilitates
the creation of quality artistic products obtained in a short
period of time, providing many contexts for the
expression of individual artistic creativity.

The entire compositional approach carried out through
the Hyperscore program stimulates the student to explore
some elements of musical language, by directly
participating in their own knowledge, and the teacher
guides the student’s steps by offering, in a balanced way,
useful guidelines but also the freedom to choose,
associate and combine sections provided by the software.

Hyperscore also forms transversal skills, in that the
students, being used to composing and recomposing
musical elements, will perform this exercise for the
creation of other products, related to other school
disciplines, such as literature, poetry, visual art, even
sciences. The idea of interdisciplinarity is important and
must be capitalized whenever we have the opportunity.
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indeplineste o sarcina dificila, aceea de a compune
muzicd. De multe ori acesta este un deziderat destul de
greu de atins in educatie, uneori doar la varsta avansata.

De aceea, creatorii acestui soft au spus ca el ,,inverseaza
pedagogia”, deoarece pe primul loc de afld imaginatia si
creativitatea, si nu pregatirea muzicald. Profesorul
indeplineste rolul de ghid sau mentor pentru elev, care
exploreazd procesele si tehnicile compozitionale, avand
la baza un soft eficient si usor de descoperit si explorat
(https://newharmonyline.org/hyperscore/).

Cu o existentd de peste 20 de ani, Hyperscore a evoluat
in tot acest timp si a construit un material care raspunde
nevoilor din educatia muzicald, dar si folosirii noilor
tehnologii, datoritd expansiunii acestui domeniu si
integrarii lui in toate sectoarele de activitate. Softul a fost
creat in anul 2000 in MIT Media Lab, de catre doi
studenti, care au combinat rezultatele unor cercetari
despre compozitia asistatd de calculator si notiuni de
contrapunct, toate prin reprezentdri vizuale. De atunci
s-au parcurs cateva etape evolutive semnificative, pana in
anul 2019, cand organizatia New Harmony Line
Launches a preluat programul si 1-a dus la alt nivel, prin
introducerea lui in educatia muzicald orientatd spre
compozitie, ca expresie puternicd a manifestarii libertatii
de exprimare in randul elevilor si a schimbarii orientarii
in educatie (https://newharmonyline.org/hyperscore/).

Ultimii ani au insemnat implicarea programului in foarte
multe institutii scolare, ca parte integrantd a realizarii
educatiei muzicale a copiilor, dar si continuarea
dezvoltarii si adaptarii unor componente, pentru
a raspunde cat mai bine nevoii de exprimare prin muzica.

CONSIDERATII FINALE

Hyperscore indeplineste toate conditiie unui material
eficient si adaptat nevoilor actuale din pedagogie. Elevii
de azi sunt curiosi si in acelati timp dornici de a obtine
informatiile cat mai repede. Astfel, softul prezentat ofera
posibilitatea obtinerii unor rezultate imediate si intr-o
maniera placuta, cu impact deosebit asupra elevilor.

Formarea competentelor muzicale este un element
important al educatiei si al dezvoltarii complexe a
personalititii umane. Latura artisticd a individului se
exprima prin produse artistice valoroase, care uneori pot
dura o perioadd indelungatad. Hyperscore faciliteaza
crearea unor produse artistice calitative, obtinute intr-o
perioada scurtd de timp, oferind numeroase contexte de
exprimare a creativitatii artistice individuale.

intregul demers compozitional realizat prin programul
Hyperscore stimuleaza elevul pentru explorarea unor
elemente de limbaj muzical, prin participarea directd la
propria cunoastere, iar profesorul ghideaza pasii elevului
oferind, In mod echilibrat, indrumari utile, dar si
libertatea de a alege, a asocia si a combina sectiuni oferite
de soft.

Hyperscore formeaza si competente transversale, prin
faptul ca elevii, fiind obisnuiti s compuna si recompuna
elemente muzicale, vor realiza acest exercitiu si pentru
crearea altor produse aferente altor discipine scolare, ca
literaturd, poezie, artd vizuald, chiar stiinte. Ideea de
interdisciplinaritate este importantad si trebuie sa fie
valorificata ori de cate ori avem ocazia.



The valences/power of the Hyperscore program are
significant, but we must be aware of the indispensable
role of practicing music in the traditional way, through
vocal and instrumental performance in each activity, by
listening to certain fragments from the repertoire of
classical music and other musical genres. The conquests
of new technologies come to complement didactic
strategies and ensure the variety of learning sequences,
and the teacher’s duty is to find balance in their use.
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