SCORE

Of the many programs developed in the 1970s and 80s for mainframe computers, SCORE is one of the few survivors. It is in regular use (on PCs) by professional musical publishers in Europe and North America. It is valued especially for the graphical quality of its output and for the fine-grained control it offers to users.

SCORE

SCORE produces notation in several steps: the user inputs music, edits the material, assembles pages, and provides any features which may be lacking in its symbol set with built-in drawing tools. 

SCORE reflects its early vintage in several ways: its file naming conventions and file handling procedures are still DOS-based (the program is written in FORTRAN). The progression from step to step is the user’s responsibility.

The benefits of this legacy are that its internal file content is, with appropriate documentation, fairly transparent, its capabilities for unusual kinds of notation (and text underlay) are extensive, and, once the program is learned, it can be used quite efficiently.

Score construction

One of SCORE’s peculiarities is that scores are assembled system by system, part by part. Parts are encoded from the lowest staff to the highest, because horizontal spacing is controlled from the bottom of the system.

SCORE input mode

SCORE gives the user the opportunity to set up the basic parameters of both the music and the physical space it is to occupy. The parameters are the top of this screen designate such things as clef and the offset from the left edge of the page.

Copy and paste

The bit-mapped screen display is not representative of the printed music, which uses PostScript. The mouse can be used to select objects and the function keys specified in the menu to modify and move them.

Edit mode

SCORE’s edit mode “replays” the input and allows its editing. Normally, only the edited data is saved. Those wishing to save the input data should secure it before editing it.

Object codes

The power of SCORE resides in its object codes. These disembodied symbols give some examples.

Object parameters

These object codes are given as the first element of information in each row of a score file.

The contents of the parameter files (which are entirely numeric) give the graphical measurements of each object. Some objects require more parameters than others.

Note that numbers which appear to be decimal in the parameter tables are in some cases two integers separated by a dot.

Fixed parameter values
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Some parameters address the same elements from object to object. The first four fields describe the object itself, the staff to which it belongs, and its horizontal and vertical placement.

Variable parameter values

Beyond the first four fields, the meaning of each value is specific to the object type. If the object is a note (C1), parameter 6 (P6) is the note-head type; if the object is a rest, P6 tells whether it has a dot; if the object is a barline, P6 gives its thickness, and so forth.

 By learning to decode the parameter table, users have access to a continuum of values for almost all objects.

