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Realtime 3D Terrain Generation with Sound Data
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Abstract ~ In this paper, the sound data either from the sampled or streamed source are utilized for generating a
map in the video game play for the dynamiccal use of sound data and synesthesia to users, When users can
generate sound in real—time or put the sampled source, it is analyzed and re—processed through Fourier
transformation to show the 3D map in dynamic shape over time, We interpolate the generated data to enable
the game agents and objects to move,
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