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ABSTRACT

This essay is concerned with the historical background and the function of Wave
Terrain synthesis, through the creation and analysis of a respective algorithm.
Max/MSP/Jitter, is the visual programming language for music and multimedia which
was used as the core of this project. The jitter libraries alongside other programming
objects of the aforementioned software package, were the perfect raw material for the
design and further examination of a Wave Terrain algorithm in real time, through the

conception and development of an intuitive musical interface.

The basic purpose of current thesis was the creation of a Wave Terrain
synthesizer, composed of synthesis and control sections by utilizing in depth the

features of the specific synthesis technique and producing dynamic results.

Wave Terrain synthesis, functions much like an expanded version of the well
known Wavetable synthesis. It is able to produce some unique results, because of its
concept, which is based around the idea of a correlation between topographic elements
of an area and visual characteristics of sound waves. Wave Terrain synthesis also
allows users to control the construction of various directional and moving sounds with

gestures.
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