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Program Notes:

The Slow Splintering loosely follows the sonic and physical trajectory of  glass shattering -- an 

initial explosion, a cracking and fissuring, a breaking apart into shards, and the settling of  

those shards -- in slow motion, taking place over 12 minutes and 24 seconds.    

Technical notes:

The electronic part may be played back from either a CD player or computer.  So that the 

ensemble may have relative freedom in sections where the electronics are absent, the playback is 

divided into three tracks: the first track starts at m. 1 and stops at m. 114 (just after rehearsal 

letter “J”); the second track starts at m. 123 and stops at m. 128; the third track starts at m. 155 

and stops at 161.  The precise start and stop points are indicated in the score.

Performance Notes:

The string parts contain a copious amount of  extended techniques and nontraditional sounds.  

For this purpose, many of  the directions for sound production are indicated verbally in the 

score (e.g. “col legno battuto” or “arco ord.”).

Particular bow placement on the string is important in much of  the work.  “SP” means sul 

ponticello, “ST” means sul tasto, and “N” means normale.  For sul ponticello passages, play as close 

to the bridge as possible to produce a very metallic but still pitched sound.  Arrows between 

bow placement indications (SP        N) signify moving the bow gradually from the first position 

at the beginning of  the passage to the second position at the end of  the passage.  

Harmonics are notated in the following manner:

   

where the bottom note indicates either the pitch to be stopped or the open string on which the 

harmonic is played and the top note indicates the harmonic to be fingered.  If  the bottom note 

corresponds to an open string, play natural harmonics whenever possible.  



X-shaped noteheads signify playing behind the bridge on the open strings indicated:

Ricochet or jeté bowing is used extensively throughout the work.  Passages that employ 

ricochet bowing are notated as follows:

In passages such as the one above, the durations indicate where the attack should occur 

temporally, not the length of  the bounce.  Allow the bow to bounce as long as possible before 

the next attack.

Noteheads with an arrow, e.g.        signify playing the highest note possible on the instrument.

indicates striking the open strings with the palm and allowing them to vibrate 

freely.

indicates repeating the passage in the box until the 

arrow stops.

triangular noteheads indicate striking the body of  the instrument with the 

palm of  the left hand.



In mm. 164-167, the cello is instructed to drop coins into a bowl.  If  possible, use metallic or 

“singing” bowls, but any bowl that is resonant will suffice.  This will create metallic, slight 

bouncing and rolling sounds.  Use small coins such as pennies or dimes.

indicates erratic, nonspecific glissandi originating from the 

starting pitch.
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