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ABSTRACT

This project is to design a digital sound effect processing system similar
to a Multi-effect box for electric guitar. The digital sound effect processing is
simulated using MATLAB. A system consists of an executable software and a foot

switch for sound to synthesis will be developed and tested on an electric guitar.
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x(n)={3,-1,4,1,0,0} (2.9)
x(n)={0,1,4,1} (2.5)
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x(n+N)=x(n) (2.10)
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y(n) =x (n)+x,(n) (2.14)
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L v U 1 4 2 d‘
UEUIBULYINUAIAIVIANENNITY 2.18
y(n)=4x(n) (2.18)
o o ' al
o 4 AD ANAIN

2.2.2 szuusuuhinaiiawmnaan

srvuvulireliesiviionlnesunsudisgun 2.13

x(t) y(t)
———————P Discrete-time System r———3
Input signal or Output signal
excitation or response

JUT 2.13 sUuanaunuddlassasrsvessyuuuuulisdeliles

d < a < . = oA
e x(n )\ Dudyneuduwnnse Excitation vesszuunuulireiles

oy
[ o (3 [ o
y(n )W Wudyaranedng Response vasszuuLuUlifaliio

S v v ¢ ! a v (3 5 =~
EﬂiﬂiﬂL"UEJUﬂ')WQJﬂJJWUﬁ'i%WJN@UWﬂﬂUL@Wﬂ?‘!ﬂlﬂﬂ\‘iﬁuﬂ’liﬂ 2.19
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y(n) =7(x(n)) (2.19)
dle T \Jusnsesih (Operator)
2.2.2.108onlnozunsuilduanslussuulsidaio

oA vy Y] &5
Tuszruuwuulisadiosaunsaunulamelaezunsunnalul

1) fiuan (Adder) Todmsuuindggiaitimefulandng

sUl 2.14
X, (n)
/’i\ y(n) =x,(n) +x,(n)
X,(n) \;M

JUN 2.14 guuanausuidlassasnaveamsuiniuszuuwuulinelos

2) ﬁa@mmﬁ (Constant Multiplier) Iﬁﬁ@mﬂ"]mﬁﬁu

fouaunny uaneRegun 2.15

x(n) a y(n) = ax(n)

y ot

\ 4

2.15 sUnanururslassavesiaudyyndussuvwuulilseiiio

CaNl
'l
=

3) fna9 (Delay Element) Tafdnsuminediygnaduana

() . | ym=xtel)

JUN 2.16 sUuanauruidlassasivesimiislusyuulideliies
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4) Mautn (Advance Element) Tddnsuniivunan

U v 1 2K (Y] a‘
drmihlvtusyuusagun 2.17

x(n) y(n) = x(n+1)
. z e

o Y v oY v a {
JUN 2.17 sUnansunurdlasaisvasiamilussuuliidetiio
2.2.2.2 viiavesszuulidaiias
1) s¥uusuv Static Wuszuunliivdivanusnidaunis
YDITLUUMIANNITN 2.20 hazaun1sn 2.21
y(n) = ax(n) (2.20)

y(n) =nx(n) +bx°(n) (2.21)

X [ da 1 o &

2)  SEUULUY Dynamic  1uszuuiiindagainudiduy

o e =) A = ¢ o ' v v va 9]
‘Vill']ﬁm\‘lL"LJu5¥‘UU‘V]ﬁ']3J'13ﬂUUV1ﬂﬂqauwmﬁial:@’]ﬂwmmL'Ja']N']u\lULLa'ﬂﬂlJﬁlJﬂ']i"UENig‘UUﬂﬂ

aunTsh 2.22 Saun1si 2.24

y(n) =x(n)+3x(n-1) (2.22)
y(n)= ix(n -k) (2.23)

y(n)= Zn:x(n—k) (2.24)
k=0



15

3)  syuuwuvlduusiuAsuniuniaian (Time-invariant
Systemn) fvunlt T Wuszuvliiiewles xn) iudunavesszuu y(n) Wulednnues
svuustaunsl 225 diinsmiaedunadu xnk  duerdwadildgamiradu yin-k)
Wi fuBunmdsaunsil 2.26 awnsaaguliinssuuldderdes T Wuseuulddedlod

o
wUsLagumIuLIan

x()_y(n) (2.25)
x(n-k)—sy(n—Fk) (2.26)

wazszuuiBunmgniasll x(n) - x(n-k) udlstensinnues
szuuliivinav yin-k) srutudussuuiinusiUdeununan (Timednvariant System %30
Time-varying System) gﬂﬁ 2.18 wanseteszuulisewdoiuusivasunuaasll
wUswasumuaan

x(n) 2\ YEZxs 2@ -1
> X ) >

UM 2.18 (a) Unanssyuuliiroilesfiuusiuasunuia

b A (7] e iy - y(n) = nx(n)

»

= = SRS B i
U 2.18 (b) JUuamsszuulidellosmliuysiuasunuiian
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x(n) = Yo =x(n)

A L d 4 1 A
JUN 2.18 () guuansszuulirailomliuusiasunuim

b L \ y(n) =x(n)coswyn
(=) >
\e i o
coswyh

JUN 2.18 (d) guuansszuvliideitosilinusiuasumuam

1
wva a

4) syuuldudunazliidudu WussuuiideslinauUan

@oAARDINUNANNITUBY N15YIUTou (Superposition) flsaunIsN 2.27 wseesulelanagun
o wa o v (Y] [ L o [ [

2.19 uayszuunlifinantAnaenndesiundnnisves Superposition aztluszuunuuly

LU

T [a]x1 (n)+a,x, (n)] =ar [x1 (n)] T [x2 (n)] (2.27)
x,(n)
q L
(+ e AL
x,(n) T

a,

< 1o &5 v
JUN 2.19 (a) jUuansszuuliriaidosuuiady
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X (I’Z) a,

Xy (n_)_> - }1

UM 2.19 (b) jUuanssyuuliisailleauuuidady

a v
5) s¥uuluy Causal LLagluu Non-causalillusguuiiasna

Y a o P w1 1
1917\]'531131!ﬂ'ﬁ‘UENi%‘U'UﬂQﬁiJﬂ’]i‘V] 2.29 Q%Lﬁﬂiﬂ’)’]’iSUULLUU Causal 3zUsendUNIBLNDU

a

dunnlagtuuardunaluednviniu

y(n) = F[x(n),x(n=1),x(n=2),...x(n=k)..p(n=1), y(n=2),..., y(n—k)] (2.28)
y(n) =2x(n)+4.5x(n-2)-3y(n—-1)+0.5y(n—-2) (2.29)

6) SrUUkUULEDYS (Stable) wazszuukuuldiadis

[y

(Unstable) lusyuunidioninndusgivdunnaziluszuuiaiios dwuszuundiondnaly

v
=

v a [ | a
‘U'lJE)gJJﬂU@U‘V‘!V]"DL’LUU’iSUU wuuldiafios

2.2.3 Z-transform
(72 Ji L. d =
n1suUas z-transform GuaaazyzymﬁlumaLuaﬂmmimmmag”lugﬂ‘umaumu
Y s Yo o a ' 5
auf (Power series) lAgeaun1si 2.30 Tagazisaninnisulausnlkuunss (Direct z-

transform)
Xiz)= i x(NZ " (2.30)

e Z WusuusiBadou (Complex Variable)

v oo

x(m)  Wutiudyga (Sequence Signal)
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i e o ) M o v
wsidmSu Causal system nisudasusnvesdyaadlideidosaunsalould

Feaunsi 2.31 Sonaunsi 2.31 191 One-side z-transform
X(z2)=) x(n)z™" (2.31)
n=0

nsuvasunvesdyyinuvulideilosaunsailouunulasnjuwuuniie
aunsn 2.32

X(2)=Z{x(n)} (2.32)

2.2.4 7995n589A3n9a (Digital Filter)
aa [} v & a =
WasnsonIneaLUsentalu 2 ¥l fe
- 19INTIANUDAINDARVUNARDUAUDIDNWAGIAA (FIR: Finite Impulse
Response Filter)
- 19INTRIANUDAINRARUUNARDUAUBIDNNAFLITITR (IR: Infinite Impulse
Response Filter)

FeanursarlSeuguiulanamisnan 2.1

< < = aa
AN 2.1 ATIUUTYUNYUNITNITDIUUAINDA

FIR IIR
wadies laivatios
Transition band A4 Transition band AU
Delay 410 Delay oy
Hanavaueudunadududu Nﬁﬂ@UﬁH@dL‘?ﬁﬂLWﬁﬁﬂLﬁﬂU@ﬂ
duusunuannstalaviion dygysusunIuINNITURLAYLIN
Ripple 11N Ripple tiog
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d

2.3 wWinAinng

] % o [l & o & = 4

Am1siaviia (Guitar Effect) viSeawaseagasiinng lutlagiuiuenaininisuay

a v o= falv v a s A& A s o ' o o
weundvheuas sngunsainlasuanudenlunisidufie Amsienwa JeestlreUdoudes
av D i do a ¢ & v 1Y) o

ARSI WA mudfmfmsionnatug Iegnesnuuua dnyaen1svinaIues

wiaztoMinAwanslanal

2.3.1 Overdrive Effect
ANWAEN15¥1191U4°89 Overdrive Effect azidunisiinuuinvesdnsiniseeny
Y] o v 1 a o o v o |
mmazyigmam'lvimmﬁmqwuwLﬂuéummjaa Threshold Aifuuald Inedeygrandoi

1'% S

hldezgnuenenuruinvesdnsinmsvenevesdygrandss ndudyaisiednnilaosd

Y

o = ) ) < , 0§ YV a M vea o '
nunurNgnAngendtya s (clipping) Yinliidusiladidnyazumng

2.3.2 Distortion Effect
Distortion Effect Aaldsqiduanifianwazwnndniniiousu Overdrive Effect el

= = | o = ' = )
Laaqﬂgll?’n’mLLV’]ﬂ‘?ﬂ‘wagLaFJﬂﬂ'J']LLa%ﬁJE'ULLUU‘UaQaﬂJﬂ'ﬁ‘VlW'NﬂU

2.3.3 Delay Effect

o o o o o ¢ S '
Delay Effect \uovinlafidnuazidesvosdyarandoaenduaniinismiina

o a o v Yo o
vodeyayauBumaiinlluansléivegui 2.20

JUN 2.20 gUuansdnuzn1sAuvedsIfignmiam
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g o = L
8nvie Delay Effect faulufiugruvesniseeniuuiowmaviindus ey

N = [] [l 5 Qu
Reverberation, Chorus Wa¢ Flanger Effect @87uuAfiiugIuuIaInnIsnuILIaIveguy

] 1 5 [} a aa I i 4 =
Iﬂamwu’mnawammasmvleauu%ag‘lwma‘uaamamm‘w (millisecond) @9@1U150)

LEARILAGIPNUAITIN 2.2

d' 1 1 = 1
MFNN 2.2 MssanAnaTlun e WiWATingn1e)

Delay Range (ms) Modulation Effect Name
0-15 Sinusoidal Flanger
Wounin 12 . Reverb
11NN31 50 X Delay

2.3.4 Reverb Effect

Reverb Effect iuitiinfumludnsunilsde nanssnumamsagiiou fiwuiee
ImudinUsgariu wu nmaindsstodudostseyu iusiu Taeidos Reverb Effect Hifin
MMsAumeesdygadssiidanuwandisiuluresndu desiinnisaziounduunds

wrasiniladayayandes aunsauandladagy 2.21

]
=

JUR 2.21 sUuanmsiiunvesdygrandesiiinnisasieunduluds

wraanLinLEes
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2.3.5 Flanger Effect
&, da ) = 1 v o v = ]
Flanger Effect LUuL@niWANUNITIINAYYIULAYINURUUNUEAYYIULALINGN
1% o . d6 a4 avwy v Yt o o = &
sumumedeyend sine wave Ui W@esilaaglvinnusdnisdeu ¥ Flanger Effect 1

azdhunldiueninadue) iaiuddulunisiauauns

2.3.6 Wah-wah Effect

Wah-wah Effect \Juioniailiinanidesazviouvessiilinivgngoanauia
o do X 1% oR e iy v v ° Yo oo o < o
Feoaid@uadedin “0” @saenwlaiildamnsadiunldfuidsseniiadue) dahunldly

AsRNANUTUAIUNISIEUAURS

2.4 MATLAB

=

MATLAB ifushilgennann Matrix Laboratory iuniwinesfiawnesdugs 1
auannsalumsindunumamaiafivssnausieniseuiandaiaey nsfinfidudeu
warnssassuuieliueaiunmlaineuasdaau TUsunsy MATLAB Iéideutuile
AUV matrix  M3ewdu matrix  software Viﬁmuﬁmmﬂ LINKPACK ey EISPACK
Ussiamaesmsidauanused

- MUARnAERsaISAWIN (Math and computation)

- MSRAUIaNe3AY (Algorithm development)

- maivdeya (Data acquisition)

- N5E51UWUUTNaBY (Modeling, simulation, and visualization)

- MAATILveya (Data analysis, exploration, and visualization)

- MeFEANeAansLarifinssuA1ans (Scientific  and  engineering
graphics)

- msfmunlusunsuUssgndiinisaidndadefudldifuneiunsiiin
(Application development)

Snwarvadlusunsy MATLAB finsifinludiuvesnmsiuuuuirwsendeg
wdoafleflldlunsmaney unityauend (Toolboxes) fwmunziuailuusazan iy

nsUszananady (Signal processing toolbox) n1sUsEaNanadyaIUAm (Image
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processing toolbox) s¥uumIUAN (Control  system  toolbox) NSANADEOAT

(Communication toolbox) @i (Statistics toolbox) Wumu

2.4.1 Data Acquisition Toolbox
Wuyavend (Toolboxes) Aldlunsasrndumesinainmefuaiuvetensauas
iieldlumsiiudoyavesdyanaeuiasn Tnsnsaiedumesaindeturndnisaves
iSesnuiawmesiimahanunuusenouluse
2.4.1.1 Analog Input

(Y ] -:i' o

Wunisasredunesinainnadudiuvessnsaunis tes1ae9n1s

o

3 (3 L3 Ve o L aa &
auresgnansaliinisinuiviasulasdgayneuiasniludygiufines Fd

o

L2 o 4
aﬂHENSVINTULLﬁﬂWYmEUVI 2.22

Data Soures Benaor Saund Cord Dara Sink

! i

; |

£ MATLAD
workzpoce
[FrErr

JUT 2.22 5UuansiNYRIZN59N9UY0Y analog input

< =3 Y1 L% o =] P [
IN5UN 2.22 awiiularidnsmssuiendyaandsenludygyu

4

auraontundalusunsy MATLAB  lalaenisasnsduwmasinainnenuesninnisnves

a o v do v 1% el % & ' '
reufiames Jedeyafisuiinlizegluzuvesnmesdwosioyatuegiviunives

g < o w od 1% o aa v
sample rate 1u9 Jseunsnirdeyamiulauldlunmsussinanadyaumineala

2.4.1.2 Analog Output
Wunisas1edumasinafnmonudiueees1snnls suLienfy

analog input uRlWEIUDY analog output aztdunsmmuansyiheuliduennsalag
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o

nsvihulusesulasdygyrnfdnealudygraoutaen Tnolidnvuznisyinauans
o
AUFUN 2.23

Data Ssurce LVA Converter Speakay

MATT.AR '
varizble @ ;l

IERERI0N

A g o
UM 2.23 gULEMIaN1aZNI5YINNUYON analog output

93U 2.23 swiuladndnisadisnisdumesiadadodudu

(3 I3 d’ [J vl v o ) Y aa < o
g1RnMIaiednaadlvildnyuznsyhnulunswladyyruninea dudyyinourasn
lngnsineweyainliainnisussuianadyanfineasenluguvesdymineuiaon il

dyradedunuteyanlannnsussananadygyuadnes

2.4.2 GUI (Graphic User Interface)

Wudwnisyhauveslusunsy MATLAB Tudiuesnisiamunlusunsuuseens
fifinnsadradruinsefuglidumadiiunsaiin (Application  development) daidiunns
panuuudAnfanugldiy Lﬁdﬁpﬁmmﬁﬂmmazmﬂameiumﬂ‘t'fmu JERGRIRE

Mmuaswasideaveinsidnulinuieants eemsouanslaniugui 2.24
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JUN 2.24 guansdudnmeiugldanu (GUI)
2.5 msiasnzadansy (Spectrum Analysis)

2.5.1 ARULHYS
4 o & = a 4 \ " = <
AAULELUUARUNATUAAAUAINYTY (longitudinal waves) IaEIUTOLAGDY

' ) o & o
Nqum?ﬂaWQV]LﬂUWQﬂJaQLLﬁ\? VNN Lagiing

Feainainnisduresing nmevinliingdudieisnis An d # uazin e
unasinfiaidsaianisduszvililuanasiniaduniuluseanudivinfunisduves
wiasiiindsainidugissatasesvesuianavesennia Jmduuvesmsduazinoonly
seu undaiuindsansinanidiusauaznsinansdusesluanasnmeghifinsindoud
(Msnszdniugud) winsanansdingnauiueINIFAIENINLAEASINANEINVEIBAIUAY
pmAaetionun dunduidsdaiuadumusamszluanaveseiniasduludie

a v a d4a 4' PN o o & S| v o a %
LVIEJ'JﬂUV]ﬂVILﬁEJQLﬂﬁ@UV]lUﬂQWﬂJWQGU@QLﬁUQQ&/’“UU@EJﬂU?j'Nﬂ’J'N‘U@Qﬂ"ﬁﬁu (LOUWAIN) AN

v v
[

a o ) o 9 P o A v ] =
LL@NWﬁgﬂﬁJqﬂLﬁﬂﬂﬁlgﬂﬁuqﬂ NN5LURIUANNAUDN ﬂ']ﬂu%’ﬂll'ﬁﬂLﬂa@umlﬂm']qwumﬂutm‘lﬂﬁﬂﬁﬁ

Al lilaguide



25

< a a v 4 % o o o
Luaﬂamﬁmmumwmﬂiwuwmlmu A5 UAYUATIUAUDINIANAIUTD
o P v v v o v o v v o v ' Y]
maauwlﬂ*mwmﬁm‘umQﬁam’mwaummaagﬁaau mMsdunusidunszualsyamaaluds

5EaN

2.5.2 NM15IAATIEEUNAS UV LTS

o

Sumenissudygrandesiaeldlulasinuiiloudoturouinesdyyinsded

o [

Alfzidudyaeunden (Analog Signal) antuasdesynsulasdyaadnldlndu

&y uidnealagldinsouldoudygyruesurdenlodyyinuinea (Analog to Digital

Converter)

a dj 1 LY 1 1 o Y] Y] I3
woundgnvospduidesaziivuinieiilusagyisian snhaudniusves
a 4 U d] a L4 5 -]
woNnAATeIARUALITULIAIANTINUATEIABNTALADS 9INUWSVIINITNATUTDS

4 o
AAULEEIDDNUN

msmaunsvesedudsduniuguled fifaannssauiifuvesedudesiil
weundgawiloutuudauiirnaty aunsidaansolinseilaglimatafiGoninsuvany
3u5UULLT (Fast Fourier Transform, FFT)) fanmsuvasyiFsuvuiiaasyihnsivdeudoya
nlawudaim (Time domain) WulawuBeanad (Frequency domain) a1nthulding

a ¢ & o 4 o < 4 o 1%
LL'lJaQw“Liﬂ'ﬁLLUUL'ﬁ’JﬂUﬂNﬂWiT@\‘maULﬁEJ\'ﬁ]%ﬁ']ﬁJ'ﬁﬂLLUﬂﬂ'ﬂﬂJﬂ‘U@ﬂﬂaULﬁﬁJ\‘i@@ﬂﬂﬂlﬂ

2.6 lulasaaulnsawaas (Microcontroller)

lulnsroulnsaiaed Ao gunsaififidnvuziduledn luvdodn ellwiilu
n1srvaugUnsaiBiEnnsefindrineg Tivhaumuddeiisldlusunsudily dsisides
naureulunisldaulilasreulnsamosduazusznaulude 3 dw fio dndunm dw
Ussanana uavdmieing nande wedesmsteudunmdlulasroulnsaaeiidude
vl udrerhmslusunsululasreulnsameslifinisussananamsvhauegislsuie il
AmetednnoonINfisnuiisdeins lutagtuiilulasreulnsamesoguinanvany

a o d a - ! a o ¥ o ] ! ] d ¥
USENNARTULN LLMﬁ%UiT‘JVﬂﬂWWﬂWiLLU\ﬁu WUAUDT LNDNDUAUDINILAIILADINITUDY
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v o o =] J U a o U dyl Y
Foonuuuszuunasmhlldlunuiuandiueenty daiiuddinlulasroulvsaiaedm
Tammnzaudvaunuulnufo anudivesdygrauiing wardiuIureuiunssudunm

' ¢ o & ) o - a = =~
wazdwodne uenantidfionnazilutladelumsidende 5101 waznwdildlunsideu

TUswnsu

U7 2.25 sUuanslulasmeulnsaiaes

2.6.1 lulasaeulnsaiaas PIC
lulasmoulvsaaesnsegall dyawnufelaninissuemnogsliludniisei

a % ' a a - &y ' a o ¢ alg v
Wealawldsosragunsalla iuiy nalmuunifeunulwsazdvuiniin uaggunsalfld

A [ B VI 5% va o PN o o wa
Wldiinn veaueneegldua PIC Wesiidellaglifeddddwauaiiu Felinonnaudd

Mewraslulasnaulnsameinsena PIC

JUN 2.26 suandlulasneulnsaiaes PIC16F688
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2.6.2 MPLAB

MPLAB Ao Tusunsuwenuasildlunsadalusunsusndeuazidoulassdsann
auludalulasaoulnsaiaeinsga  PIC LﬁaimuiﬂiﬂauimsaLaai’v’hmumumé’aﬁgﬂ
Tsunsuld Taw MPLAB 9zUszneusediuves MPLAB IDE wowiwasildlunisideu
Tusunsuande uaz MPLAB ICD fe gunsaifilélumsilendestwinimeuinnesiuuesa

lulasroulnsatans

2.6.3 MAX232
MAX232 uledfuvasseRudmainmes RS-232 wndusedu TTL wayly

(Y}

vdtyand RS-232

LY

MusaRsafuduUasseaudygia TTL Tuilusea

U7 2.27 JUuaRs IC MAX232
2.6.4 RS232 (Recommended Standard 232)

RS232 fio wmsgrun1siensiadeyauuy Serial Tditelfiaszasmslunisds
v S v ' vy o & o o ) ) .
Foya wuv Serial Tanunsadslaszeemenunniu Insiinsiasuseauusesiu vee Logic

MnRuTazeglugie 0-5 V 13 0-3.3 V 1¥utae -15 e 15V

2.7 lulaswann 3%’3%@@1& (Microsoft Visual Studio)

lulasvenyt Jvmagdle  (Microsoft  Visual — Studio) A® Integrated

| LK

" ) & 4 = 5|
Development  Environment waunfiulaglulaseens daduinissfionvrednimun
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¢ & a ¢ & ¢ a w 3 sa < )
gonsLsaunlUsunsumufiames iuled Viuueundiadu uay Luwedia ssuuiisessu
nsviheutiudilulaseenst Julaad feanaiid Smartphone waz Luius1iewes
T a 7 v <
Tullaqgliu Smaagileduanunsoldnulsunsumduniwineniin (net) lu

TUSHNSUAEITU WUVB.INET C++ CH# J# s

i

Stact Fage.

st s sl A 0t e & vl BSS Seed e yout ko
e et o5 T Tnods snssw. ek &

e Sraisy - i e i i g
{oditnedin SRanmmenes )+ 21100 {
Frio rangetipe

et sy REGLILLT

Srsdy L

U7l 2.28 JUuandlUsunsy Microsoft Visual Studio

2.7.1 Windows Form Application

nsifeulusunsuun Windows Form Application @28 .NET Framework 1u
Application Uy Visual Studio ﬁgu Windows Form fiatlu Project ﬁug’nuﬁmmiﬂﬁmm
TUswnsudivienuuy Windows Idieuazsinidiflanidnld isizifuniseenuuuguuuy

' [<3

GUl  n1sld Control  wiar wum Event @79 9 Aanunsaasiangnisaleng o 1oain

S o

Properties 499 Control waziAlasin1silioutuniiiugIuunnNa1 Visual Basic 6.0 39

& o cd o % ' v N ' a v
qailies dnlusunsuesiiaunlusunsusiae VB6 mneuwthilfianinsaresoaniaifeuld
athedeny sauvisgunuuidsiiluntw (VBNET)  Alidldsineglsunnung delu NET

Framework fts1anunsavaunluswnsulidianuaiunsasarnisyinaulavainvany uazda
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o v ' ) : - o o o v v
anunsaduiioldarusiudu Application  du 9 Avmusae .NET  Framework 6l

UL

gﬂﬁ 2.29 5Uuans Windows Form Application

93U 2.29 azdiulsinludiuees Windows Form Application 9zilunns
sonuuvludmvesmsldauvie Ul ielunsgruemuazanlunslidanuvosldaim

o ¢ a ¢ & P ' Ao
FaluluswnsuwazsanwIsANRmasalusziinnseanwuuludiuves GUI  NASULUUY

Y

wanssfiueentunugluuunsvihnuvesivsunsuviiegenlisnouime g
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A599NUUULATNNTIANNLATIU

3.1 n1soanuUENAg1sUNA1SLWAN

A115un150nkuULaNAF S UANIS AN TL 9gviin1sPenuUULeNINA
f9ilAa Overdrive Effect, Distortion Effect, Delay Effect, Flanger Effect way Reverb

o o LY £ o/ o ' [ % e’i’
Effect ?i\'ill%ﬁﬂﬂ']’i’e)@ﬂLLUULLaZN\ﬂﬂNﬁ’SNﬂ'ﬁ‘l’]’]\ﬂu‘ﬂax‘iLLG’I’SL"UUL‘U‘NWQU
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4.4.2 Han15vnae9ves Delay Effect
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nnseanuuUdanaanuvatdasainalulusunsy MATLAB
- danoafiades Delay Effect

%%-Gain, Thresheld other—-%3%

t =0.4;
m = t*ai.SampleRate;
ki=-1%

%%-End-%%

s%-Effect Function-%%
X = data;
num = [1 zeros(l,m-1) -k];
den'=.1;
y = filter (num,den, x);

- danoafiudes Flanger Effect

%$%-Gain, Time delay-%%
max_time delay=0.003;
amp = 2;

$%3-End-%%

2%-Effect Function-%%
x = data:;

rate=1;
index=1:1length(x);
sin ref = (sin(2*pi*index* (rate/ai.SampleRate)))';

max_samp_delay=round(max_time_delay*ai.SampleRate);
y = zeros(length(x),1);

for i = (max_samp delay):length(x),
cur_sin=abs(sin~ref(i));
cur_delay=ceil (cur_sin*max_samp_delay);
y(i) = (amp*x(i)) + amp* (x (i-cur_delay));
end

- danadNuLdee Reverb Effect

%%-Gain, Time delay, Feedback gain-%%

t =0.12;
m = t*ai.SampleRate;
Ji=10597

x = data;
den = [1 zeros(l,m-1) -jl;
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num = 1;
y = filter (num,den, x);
$%-End Effect Function—-%%

- danaafiuidee Overdrive Effect

th = 1/3; % threshold for symmetrical soft clipping

$Overdrive Function
x = data;
N=length(x);
y=zeros(1,N); % Preallocate y
% by Formula

for isFls#N
if abs(x(i))< th, y(i)=8*x(i);end;
if abs(x(4i))>=th,
AETR(E) >0, y(iL)=(3=(2=x(11*3).42)/3; end;
if x(i)< 0, y(i)==(3-(2-abs(x(i))*3).%2)/3;
end;
end;

1€ fabis, ( MM 35 thy;
if x(i)> 0, y(i)=1l;end;
TELLACT) X /0 09001 ) ©7 Laendi
end;
end;

- 9anaaviuides Distortion Effect

%%-Gain, Threshold other-%%
gain = 5;
mix iy

$%-End-$%%

$%~-Effect Function-%%

m = data;

x-=um';

q = 10*gain*x/max (abs(x));

z sign(-q).*(l-exp(sign(-q).*q)); % non-linear 1>0,
0=0, =-1<0

y = mix*z*max (abs(x))/max(abs(z))+(l-mix)*x; %Mix
original input with distortion

y = y.*max (abs(x))/max (abs(y)); %Get output signal
$%~End Effect Function-%%

Il
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Ansevnuuudanaafiuvandusarinalulusunsy Visual Studio

.Net Framework Effect Algorithm in Visual Studio

1

' o v av v ¥ a a
Wudwidslunmsuvasdeyaildasudiunen 16 dndu 32 In uagedluguves
< % & ' d o oo w ) 1%
float Pflvunnvesdoyasioud -1 fv 1 edadeyanlaluusyanana lngaziiuteyaves
1Y) a DERY & o o4 o = v Y ace e
doyarudunalildnvazdudiumi WelinnsiSenldaueniviadanediiu lusunsuazie

2 o a = & & o = = 2
vosdeyadyyrndunnngnifuidudundsilussanana Fslunisuszananasvilunis

Uszananauuuitazsuuisluios s auduanvesdayanadoyn Insldnuuzveslusunsudeil

namespace DSP

{

public class E
{

N

private ¥ in effects;

pubflifc ¥ source;

private object effectLock = new object();
private object sourcelLock = new object();

public EffectStream(E in effects, Wave
sourceStream)
{
this.effects = effects;
this.source sourceStream;
foreach ( t effect in effects)

{

InitialiseEffect (effect);

}
}

reéStream sourceStream)
1(), sourceStream)

public EffectStream(¥
this(new Effec

{
)

1 sourceStream)

public EffectStream(Ef v effect, W
this (sourceStream)
{
AddEffect (effect);

}

public override Waveformat WaveFormat

{

(e

get { return source.WaveFormat; }

}

public override long Length
{

get { return source.Length; }

}

public override long Position



get { return source.Position; }
set { lock (sourceLock) { source.Position = value; }

}

public override int Read(byte[] buffer, int offset, int

count)
{
int read;
lock (sourcelock)
{
read = source.Read(buffer, offset, count);
}
if (WaveFormat.BitsPerSample == 16)
{
lock (effectLock)
{
Processl6Bit (buffer, offset, read);
}
}
return read;
}
private void Processlé6Bit (byte[] buffer, int offset, int
count)
{
int samples = count / 2;
foreach ( ‘ect effect in effects)
{
if (effect.Enabled)
{
effect.Block (samples) ;
}
}
for (int sample = 0; sample < samples; sample++)
{
// get the sample
int x = offset + sample * 2;
short samplel6left = Bitlonverter.TolIntlé (buffer,
short samplel6Right = samplel6Left;
if (WaveFormat.Channels == 2)
{
samplel6Right = Bit verter.ToIntlé (buffer,
2)i

sample++;

}

// run these samples through the effect
float sample64Left = samplel6Left / 32768.0f;
float sample64Right = samplel6Right / 32768.0f;
foreach (Effect effect in effects)
{

if (effect.Enabled)

{

effect.Sample (ref sample6d4Left, ref
sample64Right) ;
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OXFF) ;

}

samplel6Left = (short) (sample64Left * 32768.0f);
samplel6Right = (short) (sample64Right * 32768.0f);

// put them back
buffer([x] = (byte) (samplel6Left & OxFF);
buffer[x + 1] = (byte) ((samplel6Left >> 8) & OxFF);

if (WaveFormat.Channels == 2)
{
buffer([x + 2]
buffer[x + 3]

(byte) (samplel6Right & OxFF);
(byte) ( (samplel6Right >> 8) &

public bool MoveUp (Ef
{
lock (effectLock)
{
return effects.MoveUp(effect);
}
}

public bool MoveDown (Effect effect)

{
lock (effectLock)
{
return effects.MoveDown (effect)
}
}

public void AddEffect (£f © effect)

{
InitialiseEffect(effect);
lock (effectLock)
{
this.effects.Add(effect);
}
}

private void InitialiseEffect(Effect effect)

{
effect.SampleRate = WaveFormat.SampleRate;
effect.Init();
effect.Slider();

}

public bool RemoveEffect(Lffect effect)

{
lock (effectLock)

{

return this.effects.Remove(effect);
}



Effect Framework in Visual Studio

- Delay Effect

namespace DSP
{
[Export (typeof
public class D

{

float
float
float
float
float
float

delaypos;
odelay;
delaylen;
wetmix;
drymix;
wetmix2;
float drymix2;
float rspos:;
int rspos2;
float drspos;
int tpos;
float[] buffer =

public Delay()
{

AddSlider (300, 0, 4000, 20,
AddSlider(-5, -20, 20, 1,
RddSldide r\($2 /= 20,8020, 15

public override string Name

{

get { return "Delay Effect';

}

public override void Init()
{
delaypos = 0;

}

public override void Slider()
{
odelay = delaylen;
delaylen = M
if (odelay != delaylen)
{

if
{

// effect function

new f£loat[500000];

"Delay Length
"Feedback Gain");
"Mix Gain'); }

}

f.Min(sliderl * SampleRate / 1000,

69

(ms)");

500000) ;

(sliderl > 0 && odelay > delaylen)

rspos = 0; rspos2 = 0;
drspos = odelay / delaylen;
for (int n = 0; n < delaylen;

{
tpos =

((int) rspos)

buffer[rspos2 + 0] =

n++)

*2;
buffer[tpos + 0];
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buffer[rspos2 + 1] = buffer[tpos + 1];

rspos2 += 2;
rspos += drspos;
}
delaypos /= drspos;
delaypos = (int)delaypos;
if (delaypos < 0) delaypos = 0;

- Flanger Effect

namespace DSP

{

[Export (typeof (Ei
public claglsgh']

public Flanger()

{
AddSlider (6,--0, 200, ‘1, "Length (ms)™);

AddSlider(-120, -120, 20, 1, "Feedback Gain");

AddsSlider={0sx6 &, 0% 00 £ MMLO0O0G Dgary $=EEE (H=z) "
}
float odelay;
float delaylen;
float dppossc;
float dpbacksc;
float dppos:;
float dpback;
float dpint;
float delaypos;
float[] buffer = new float[500000];
public override string Name
{
get { return "Flanger Effect”; }
}
public override void Init()
{
delaypos = 0;
}
public override void Slider()
{
odelay = delaylen;
delaylen = Math.Min(sliderl * SampleRate / 1000,

dppossc = 2 * PI * slider3 / SampleRate;
dpbacksc = delaylen * 0.5f - 1;
}

public override void Sample(ref float splO,

{

500000) ;

ref float spll)



dppos = dppos + dppossc;

dpback = (sin(dppos) + 1) * dpbacksc;

dpint = delaypos - dpback - 1;
if (dpint < 0) dpint += delaylen;

dpint *= 2;
float osl = buffer[(int)dpint + 0];
float os2 = buffer[(int)dpint + 1];

dpint = delaypos * 2;

buffer( (int)dpint + 0] = splO + osl
buffer[(int)dpint + 1] = spll + os2
delaypos += 1;

* wetmix;
* wetmix;

if (delaypos >= delaylen) delaypos = 0;

- Reverb Effect

namespace DSP

{

[Export (typeof
public class R

{

float delaypos:;

float odelay;

float delaylen;

float rspos:;

int rspos2;

float drspos;

int tpos:;

float[] buffer = new float[500000];

public Reverb()

{

}

AddSlider (80, 0, 200, 20, "Delay Ler

AddsSlider (-5, -10, 10, 1, "Feedback Gain’

wgth

AddSlider (2, -10,"Oymmlrmmlisme=Gain™)

public override string Name

{
}

get { return "Reverb Effect"; }

public override void Init()

{
}

delaypos = 0;

public override void Slider()

{

odelay = delaylen;

(m
k)

$)")

’

’



delaypos

}

delaylen = M

if
{

= 0+

72

h.Min(sliderl * SampleRate / 1000, 500000);

(odelay != delaylen)

if (sliderl > 0 && odelay > delaylen)
{
// resample down delay buffer
rspos = 0; rspos2 = 0;
drspos = odelay / delaylen;
for (int n = 0; n < delaylen; n++)
{
tpos = ((int)rspos) * 2;
buffer[rspos2 + 0] = buffer[tpos + 0];
buffer([rspos2 + 1] = buffer[tpos + 1];
rspos2 += 2;
rspos += drspos;
}
delaypos /= drspos;
delaypos = (int)delaypos;
if (delaypos < 0) delaypos = 0;
}
else

if (sliderl > 0 && odelay < delaylen)
{
drspos = odelay / delaylen;
rspos = odelay;
rspos2 = (int)delaylen * 2;
for' (int n,=0; n < (int)delaylen; n++)
{
rspos -= drspos;
rspos2 -= 2;

tpos = ((int) (rspos)) * 2;
buffer[rspos2 + 0] = buffer[tpos + 0];
buffer[rspos2 + 1] = buffer[tpos + 1];

5

delaypos /= drspos;

delaypos = (int)delaypos;

if (delaypos < 0) delaypos = 0;

else

if (slider6 != 0 && delaypos >= delaylen)

public override void Sample(ref float splO, ref float spll)

{

* wetmix,

int dpint = (int)delaypos * 2;

float osl
float os2

buffer([dpint + 0] = Math.Min(Ma

_4)1

4);

buffer[dpint + 0];
buffer([dpint + 1];

1l

1.Max (spl0 * drymix + osl
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buffer[dpint + 1] = Math.Min(Math.Max(spll * drymix + o0s2
* wetmix, -4), 4);

if ((delaypos += 1) >= delaylen)

{
delaypos = 0;

}

- Overdrive and Distortion Effect

namespace DSP

{

[Export (typeof (!
public class Vo
{

public Volume ()
{
Addslider (0, -100, 100, 1, "Gain");
Addslider (0, -100, 100, 1, "Cliping"):
}

public override string Name
{

get { return "Overdrive & Distortion Effect"; }

}

float adjl;
float adj2;
float adjl_s;
float dadj;
float doseek;

public override void Slider()

{
adjl = pow(2, (sliderl / 6));
adj2 = pow(2, (slider2 / 6));
doseek = 1;

}

public override void Block(int samplesblock)
{
if (doseek != 0)
{
dadj = (adjl - adjl_s) / samplesblock;
doseek = 0;
}
else
{
dadj = 0;

adjl_s adjl;



public override void Sample(ref float spl0O, ref float spll)

{
spl0
spll
adijil =

= min(max(spl0 * adjl_s, -adj2), adj2):

min(max(spll * adjl_s, -adj2), adj2):
+= dadj;
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