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Foreword

My first encounter with SuperCollider dates back to 2002, thanks to my friend
Hairy Vogel, one of its first (and bold) users. At that time, I remember being
deeply impressed by the sound quality, the seamless integration between audio
synthesis and algorithmic composition, the native real-time operating mode.
So, I decided to buy an Apple computer, as SuperCollider 2 was working on
MacOS9 systems only, while SuperCollider 3, that had just become open source,
was still an unstable release, porting to Linux had just begun (as far as I can
remember) and there were no plans at all for a Windows version...But in 2002
I was lacking some basic skills to be productive on SuperCollider, so I left it
momentarily, to get back to it in 2005. In 2008 I switched to SuperCollider in
my class for the Multimedia and Arts program (DAMS) at the University of
Turin. I was not able to find a basic, yet comprehensive resource to use for
teaching. Comprehensive of what? This is of course the main point. My class
is a basic introduction to computer music, so I was in need of reference for
both some basic notions in DSP and SuperCollider. Still, I was confident that
the latter was the apt tool to approach the former. Yet, introducing SC is to
also introduce computer languages in general and certain notions concerning
computer science tout court (e.g. the client/network architecture). That is why
I decided to write this book the scope of which is, consequently, too broad to
offer completeness in any of each subjects. From a very personal perspective, I
have to confess that I have tried to write the book that I wished to have while
starting with SuperCollider. My hope is that someone might be in need of it as
I was.

Originally written in Italian in 2008 in an electronic only version, the book
has been substantially re-edited and updated to account for the SC 3.7 version
in 2015, and then, revised and translated into English in 2016 to be published
in a printed version thanks to Logos Verlag. It has been translated into English



by myself and Marinos Koutsomichalis, thanks also to the support of the Su-
perCollider community. A crucial help on language and content revision has
been provided by Joe Higham and Joshua Parmenter. I am deeply thankful to
Marinos, Joe and Josh for their work.

SuperCollider has a strong, supporting and passionate community. With-
out it, my journey with SC probably would have ended very soon. So, I am
profoundly indebted to all its members. Finally, a special “grazie” to James
McCartney to have his ideas supercollide in his work.

Cirie, Turin, May 27, 2016



