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AL The final board design is constructed in wood and Perspex,
32 42 52 with the electronics contained inside (see Figure 12). A
demonstration ofSounds of Solitairecan be found at:
13 23 33 43 53 63 73 http://youtu.be/GUKLDZmi9bM
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Figure 10. Diagram of peg ©-ordinates

4.3.4Effects Modules

Adding to the sound character of the board, four effects
modules were programmed: delay, reverb, bit crushing and
cross synthesis. The effects process both the marble run sounds
and themonochordithe effects applied depend on the location

in which the peg is repositioned. Each effect pertains to one of
the four giadrants of the board: the upper quadrant triggers
reverb, the right quadrant triggers bit crushing, the bottom
quadrant triggers delay and the left quadrant triggers cross
synthesis (see Figure 11). The middle peg has no effect, and
there are 4pegs thathave two effects, these are pegs of
importance when the common solution is played. The effect
parameters are controlled by statistics from the game: direction,
lift duration, peg count and available moves; these values are
scaled appropriately for each eff. The order in which the
effects modules are triggered builds structure into the pieces.
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Figure 12 Final board design

Once the hardware is set up, ultimately it would be possible to
change the way in which Pure Data responds to the moves. By
altering the default patch via SSH connection, the solenoid
mappings, effects and structure can be changed and
consequently generate radically different pieces. This opens up
possibilities for changing contexts.

5. CONCLUSIONS

Sounds of Solitairés designed with a playful approach to the
realisation of an algorithmic, intective interface, capable of
generating multiple runs of music. Due to the correlation
between game participation and the material presented for
making music in reafime, the participant generates variations
in musical outputThrough the restricted forat of a game,
Sounds of Solitair@resents a recognisable interface for real
time composition generation.
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Figure 11 Locations of effect pplication There may be a possibility of using the Raspberry Pi's
networking potential to allow a larger audience to interact with
4.3.5Loopers the music generating proces@m smart phones; for the time

Two four-track loopers were implemented: one for the marble being, the project is characterised by itlirect physical
run and another for the monochord, to eli$hba sense of participatorynature.
coherence in the composition. Loop playback speed is
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