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Musical Sonification of Carpet Fractals

Abstract: We define “Carpet Fractals” a kind of fractals. We discovered to be able to generate musical
sounds by raster scanning from Carpet Fractals. This method enable to generate various music easily by

binary parameters, not only direct input.
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Fig. 1 Sierpinski carpet.
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(c) Vicsek Fractal
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Fig. 2 Famous carpet fractal.
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Fig. 3 Examples of carpet fractal.
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Fig. 4 Raster scanning.

amplitude
o
>
L

0 50 100 150 200 250
samples

05 0000000000

Fig. 5 Example of wave form of carpet.
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*1 http://jsdo.it/butchi/carpet_fractal_music
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Fig. 6 Carpet with piano sound.
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*2 http://jsdo.it/butchi/sierpinski_gasket_music
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