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ABOUT THIS DOCUMENT 

This document is a user manual for the SFXPC3.1.1 Windows application that accompanies the SFX6.4 

Sound Modules. The document has been formatted so that it may be printed on North American Letter 

or Metric A4 paper sizes. 

The manual covers the SFXPC3 series of releases and is not to be confused with SFXPC2 releases used 

with the SFX5 modules, or SFXPC1 releases used with the SFX5 modules. SFXPC3 is NOT compatible 

with SFX5 or SFX5 sound modules. 

The SFXPC3 application installs in its own separate C:\ Program Files (x86)\ Model Sounds 

Inc\ SFXPC3.1.1 folder, so you can have different versions installed on the same machine. 

Also described briefly, is the included free audio editor application, Audacity,.  The latter is distributed 

under ƛǘΩǎ ƻǿƴ ŦǊŜŜ ƭƛŎŜƴǎŜ. 

SOFTWARE LICENSE 

The original purchaser of the SFX6 Sound Module has purchased the SFXPC3 CD-ROM media disc and a 

licence to use the software on any personal computer or computers the purchaser owns. Files on the 

CD-ROM may be copied for personal backup purposes only. The SFXPC3 program remains the property 

of Model Sounds Inc.   

Other free programs on the CD-ROM remain the properties of their respective owners. 

 

 

 

 

SFXPC3 SUMMARY 

SFXPC3 is a Windows program that interfaces with a SFX6 Sound Effects Module via a USB 2.0 full 

speed (12MBits/s) interface. The USB cable is available as an extra component as it is identical to most 

digital camera USB cables so it is very likely that you already have a suitable cable. The SFXPC3 

application allows the user to build and edit .sfx5 Sound Effects files that can be downloaded to the 

SFX6 module. It also allows the .sfx5 fƛƭŜ ǎǘƻǊŜŘ ƛƴ ǘƘŜ ƳƻŘǳƭŜΩǎ C[!{I memory to be uploaded to the 

PC where it may be edited and re-downloaded. Each download is a full download of a file of up to 

16Mbytes.  

Note : This licence does not permit the copying, distribution or resale of this CD-ROM or SFXPC3 

software to any other party.  Licensing and copying/distribution rights of other free software on 

the CD-ROM are as per their respective license agreements. 

 

http://audacity.sourceforge.net/
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Individual sounds cannot be removed or added without downloading the complete file which is a 

composite of all the sound clips, together with configuration data. This is done in order to maintain 

the data integrity of the complete set of sounds and their configuration. 

The SFXPC3 program is also used to set the many configurable settings in the SFX6 Module. 

SFXPC3 interfaces to the Audacity sound file editor for editing at the waveform level. If you chose to 

install the Audacity sound editor that is included on the CD-ROM and you installed it in its default 

location, you can select one or more sound clips in the Sound Clip List and edit them directly using 

Audacity. 

 

TERMINOLOGY 

Throughout this document, the term SFXPC3 means the Software Program that runs on a Windows PC. 

The term SFX6 refers to the actual Sound Effects Module hardware. 

 

MINIMUM SYSTEM REQUIREMENTS 

Hardware Requirements : Pentium 4 1GHz, 512MB RAM 

Operating System Requirements : 

¶ Microsoft Windows 7, Vista, Windows XP Service Pack 2 or later (32Bit or 64 Bit). 

¶ Microsoft Internet Explorer 6.01 or later. 

¶ XGA (1024 x 768) minimum graphics controller and monitor. 

¶ It is best viewed at a screen resolution of 1280 x 1024 or higher. 

¶ A PDF file viewer such as Adobe Acrobat Reader 7.00 or later (to view the manuals). 

If you do not already have a PDF file viewer, the SFXPC3.1.1 CD-ROM contains the excellent free 

Foxit PDF reader which is much lighter weight than the Adobe Acrobat reader. We highly 

recommend the Foxit reader. 

Disk Space Required : 

MS .NET 4.0 runtime ς 100MB, Audacity ς 10MB, SFXPC3 ς 4.5MB 

The MS .NET 4.0 runtime is required on Windows Vista and XP Operating Systems ς it is already built in 

to Windows 7. 
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INSTALLING ON YOUR PC 

SFXPC3 is a .NET Windows application which requires the .NET 4.0 runtime engine. The .NET 4.0 

runtime engine is included as part of Windows 7 operating systems, but should be installed if you are 

running Windows Vista or XP and it has not been installed already.  

The .NET 4.0 runtime engine is included on the CD-ROM and is installed along with SFXPC3 if you check 

its checkbox in the installer. You must have Administrator privileges to install .NET. 

Follow these steps to install SFXPC3 and optional components on your PC : 

1. Insert the CD-ROM into your computer CD or DVD drive. 

2. If, after several seconds you DO NOT get a pop-up window asking you to install, then open the 

SFXPC3 CD-ROM using Windows Explorer and double click on the SFXPC3.1.1Setup.exe 

program. 

3. Follow the steps and answer the prompts as the setup Installer program proceeds.  

 

Figure 1: SFXPC3.1.1 Installer Window 

 

4. If you select any Optional components, such as Audacity, they will be installed after all the 

SFXPC3 and .NET files have been installed. 
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FILE/FOLDER LOCATIONS 

The default folder that SFXPC3 uses to look for .sfx5 download files and/or .WAV/MP3 files is : 

 My Documents\ Model Sounds Inc\ SFXPC3. 

This will change and be stored if you navigate to other folders when you load .sfx5 or .WAV/MP3 files. 

 

CONNECTING YOUR SFX6 MODULE 

1. Connect a mini-B USB cable between the module and your PC or USB Hub. The mini-B 

connector on the SFX6 module is the same type as used on many digital cameras and other 

mobile equipment, so you probably already have a suitable cable. The red LED should flash 

slowly. 

 

The SFX6 module can be USB powered while connected to the PC. 

 

 

 

 

2. If you connect the module before the USB Driver has been installed, there will be a pop up 

dialog announcing that a new unknown USB device has been detected. Follow the steps in the 

Add New hardware Wizard. The USB Drivers are located on the CD-ROM in the usbdriver32bit 

or usbdriver64bit folders. 

 

3. You can now use SFXPC3 to communicate with your SFX6 module. 

 

4. Note: If you are using the Auto Setup mode (the default), you should not connect the USB cable 

right away since the Auto setup procedure will not run if the USB cable is connected. In this 

case, supply power to the module from the receiver through the male-male servo cables, wait 

for the Auto-setup to complete (the red/green LEDs flashing alternately for 5 seconds) and then 

plug in the USB cable. 

 

SFXPC3 FILE FORMATS 

SFXPC3 supports .WAV and .MP3 files. WAV files are uncompressed audio format files and are much 

higher quality than MP3 files, although they do take up more space. When adding a .WAV or .MP3 file 

to SFXPC3 it has to be of the required format for the SFX6 Module so SFXPC3 will attempt to 

automatically convert the file to the required format.  

Note : USB power supplies the SFX6 low level circuitry, but not the audio power amplifier 

which requires its own 10 ς 26Volt power supply if you want to hear the sound while 

connected to the PC. 
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The composite sound file that is downloaded to the SFX6 module is now a .sfx5 file type. This contains 

much more configuration data than the older .sfx4 file format. The SFXPC3.1.1 SW can load in a .sfx4 

file and will automatically convert it to a .sfx5 file, but the settings, especially for the Engine sounds, 

should always be checked manually and adjusted, if necessary, to ensure the conversion was 

completed correctly.  

This conversion may take a few seconds after you have dragged or pasted the file into the main sound 

clip list ς please be patient. 

The SFX6 module can have its playback sample rate set to one of three audio sample rates - 46875, 

23437 or 11718 samples/second. This is set in the Control Panel->Hardware Tab. The sounds are 

loaded in 16 bit format, and 16 bits at 46875 samples/second is better than CD sound quality!! 

 

SFXPC3 MAIN WINDOW 

Open SFXPC3 by double clicking on its icon on the desktop, or in the Start Menu. The main window will 

appear. Figure 1 shows a screen shot of this window. This window can be minimized, but not 

maximized. The preferred screen resolution is 1280 x 1024 or higher. This main form is  

977pixels x 615 pixels so it will occupy most of your screen if your screen resolution is 1024 x 768. 

Figure 2: SFXPC3.1.1 Main Window 
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The main window contains a Menu Bar, a Tool Strip, and three other sections : 

1. The Download File Controls on the left side, colour coded Light Cyan ς a light blue. 

2. The Sound Clip List to the right, colour coded Ivory. 

3. The Status Bar at the bottom. 

Before using SFXPC3, make sure your SFX6 sound module is connected to your PC and powered up.   

 

DOWNLOAD FILE CONTROLS 

Figure 3 : Download File Controls 

The Download File Controls show details about the .sfx5 

Download File that has either been opened using the  

File->Open menu item or its Open Button, or has been 

uploaded from the SFX6 module. 

The Check Size button is used to ask the connected SFX6 

module what its maximum storage capacity is (in Bytes). 

The Active Size field indicates the number of bytes used for 

actual sound data, not including the header data.  

The Total Size field indicates the total number of bytes used 

for all the data, including the header. 

The Bytes Left, Time Left and Time Used fields are  

self-explanatory. 

 

PLAYING A SOUND CLIP AND LOOPING 

Once sound clips have been added to the Sound Clip List they 

can be played through the PC loudspeakers using the Play, 

Stop and Pause buttons. 

Stop 
 
 

Play 
 

Pause 

 

Once a Sound Clip is playing, and it reaches its end, it will loop continuously from its Loop Start Point 

to its Loop End Point if its Looping Type has been set to Loop Normal (the default value) ς see  

Set Loop/PlayOnce ς later. 



 

SFXPC3.1.1 Software Reference Manual Page 7 of 53  Published : December, 2011 
© Model SoundsTM Inc., 2012, 2011 

You can also play any sound clip by double clicking on it ς if this has been set up in the Preferences 

dialog. This is the default behaviour. 

 

ELAPSED TIME INDICATOR 

 

An Elapsed Time Indicator                                             shows the amount of time elapsed while a Sound 

Clip is playing. 

If the sound clip has reached the end and is looping, this indicates the total time from the start. 

 

SET LOOP POINT FUNCTION 

SFXPC3 allows you to define a Loop Point somewhere else during the playback time. The first time the 

sound clip is played, it will play from start to finish, and then it will start playing from the Loop Start 

Point until the Loop End Point and keep doing so as long as that sound clip is switched on. 

This Loop Point can be set while a sound clip is playing by clicking on the Set Loop Point Button when 

the sound has reached the Loop Point you want. 

Alternatively, if you want to set the Loop Point precisely, you can enter the Loop Start and Loop End 

Time to 4 decimal places in the text boxes : 

You can optionally choose to have the Loop Start and Loop End points 

automatically trimmed or adjusted to the nearest positive going zero 

crossing point. If this is done, there is a much smoother transition in 

the sound from the Loop End point to the Loop Start point.  

This auto-trim option is set in the Preferences Form, shown later. It defaults to ON. 

There are four possible values for the Looping type ς Looping, Play Once, Play Through Next and Play 

Through Previous. These are explained in detail later. 
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SETTING THE ENGINE START-UP SOUND LOOP POINTS 

The engine sounds are now controlled using the advanced Throttle Ranges feature. Previous releases 

ǳǎŜŘ ǘƘŜ ƻƭŘŜǊ ƳŜǘƘƻŘ ƻŦ ǇƛŎƪƛƴƎ ŀ ǎƻǳƴŘ ƛƴ ǘƘŜ 9ƴƎƛƴŜ {ƻǳƴŘ [ƛǎǘ ōŀǎŜŘ ƻƴ ǘƘŜ ǘƘǊƻǘǘƭŜ ǎǘƛŎƪΩǎ ƭƛƴŜŀǊ 

step number. 

Briefly, the Throttle Ranges feature allows the engine sounds to be each assigned a specific range of 

throttle stick travel based on a percentage of the total throttle stick throw from its off or centre 

position. This will be explained fully later. 

In the Engine 1 and Engine 2 Sound Clip Lists, the engine start-up sound is usually the second Sound 

Clip in the list and the Engine Shutdown sound is the first in the list. This is because with the Throttle 

Ranges feature, the engine sound cannot have its range start at 0%, otherwise, the engine sound will 

start up without any throttle stick movement!!  

The Engine Start-Up sound MUST have an idle section at its end and its Loop Start Point set to the start 

of this idle sequence. This section of sound is used as the idle sound when the throttle is in the idling 

position. If you do not set the Loop Start Point this way, the engine sound will loop back to its start, 

and play the start-up sequence continuously. 

 

TOOL BAR 

Figure 4: Tool Bar (Regular Sounds)                                                               Figure 5: Tool Bar (Engine Sounds) 

                                                   

The Tool Bar includes sets of buttons that have identical behaviour to their respective File Menu Item 

in the Menu Bar. Each button in the Tool Bar has ToolTips to inform you of its function. 

 

THE SAVE SETTINGS BUTTON  

Any time any of the fields (columns) of any sound clip are changed, this button will be enabled and 

displayed in BOLD RED text. If you do not intend to Send the entire .sfx5 file down to the SFX6 module, 

you must click on this button to save the settings you have just changed. This will store the new 

settings immediately in the sound module. This means that you no longer have to download the entire 

ΦǎŦȄр ŦƛƭŜ ǿƘŜƴŜǾŜǊ ȅƻǳ ŎƘŀƴƎŜǎ ŀƴŘ ƻŦ ǘƘŜ {ƻǳƴŘ /ƭƛǇΩǎ ǎŜǘǘƛƴƎǎΦ 

If you add/remove or move and Sound Clip, then you have to send the entire file down to the module. 

{ƛƴŎŜ ƻŦǘŜƴ ǘƛƳŜǎ ȅƻǳ ƻƴƭȅ ƴŜŜŘ ǘƻ ƳŀƪŜ ǎƻƳŜ ƳƛƴƻǊ ŎƘŀƴƎŜǎ ǘƻ ŀ {ƻǳƴŘ /ƭƛǇΩǎ ǎŜǘǘƛƴƎǎΣ ǘƘƛǎ ǎŀǾŜs the 

time involved in a full download. 
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THE SOUND CLIP LIST FOR REGULAR SOUNDS 

Figure 6: The Sound Clip List for Regular Sounds 
 

 

Important Items in this section are :- 

1. At Top Centre are two fields indicating the total number of sound clips stored in the module 

and, below it, the number of sound clips in the currently displayed list. 

 

2. At Top Left the Release of the firmware in the USB connected SFX6 module. This release 

number should match that at the very top of the main window, i.e. 3.1.1. If these release 

numbers are different, the behaviour is not defined, and may cause corruption of either the 

configuration data, or the sounds in the module. 

 

3. At Top Left, just below the firmware release, is the sample rate that is configured in the SFX6 

sound module. This sample rate MUST match that is set in the Control Panel-> Hardware Tab 

and MUST match the sample rate of all the sounds in the .sfx5 download file. The SW performs 

check on this and will warn you if either condition is not met. 

 

4. hƴ  ƴŜȄǘ ǇŀƎŜ Χ 

 

  



 

SFXPC3.1.1 Software Reference Manual Page 10 of 53  Published : December, 2011 
© Model SoundsTM Inc., 2012, 2011 

4. Three radio buttons that select the type of sounds displayed in the Sound Clip List: 

a. Regular Sounds ς any sound not appearing in the Engine1 or Engine2 sound clip lists. 

Generally Regular Sounds are used for sounds such as weapons fire, horns, Morse code, 

alarms, bells, music, speech etc. Engine sounds can still be added to this list, however 

they will not have their on/off or speed controlled by either Throttle input. 

 

b. Engine1 Sounds ς these are sounds that are controlled by the Throttle1 Input on the 

sound module. That input is connected to the Throttle output of the R/C radio receiver. 

 

c. Engine2 Sounds ς these are sounds that are controlled by the Throttle2 Input on the 

sound module. That input is connected to the Throttle output of the R/C radio receiver. 

 

5. The actual list of sound clips of Regular Sounds. These may be Added, Moved and Removed as 

explained in detail later.  

 

These can be up to sixteen sound clips. If you are using one on/off channel to select the sounds, 

all of the sixteen sounds can be selected ς see the SFX6 HW Operations Manual for details on 

how to achieve this. If you are using a proportional channel to select these sounds, any four of 

those sixteen sounds can be selected. Any of the sixteen sound clips can be assigned to the four 

sound select positions of the transmitter stick, corresponding to the sound select 1 input from 

the receiver, using the SFXPC3 Control Panel. 

 

The sound clip list for Regular sounds has the following fields (columns) : 

a. #  Sound clip number in the list. 

b. Name Name of the sound clip file, without its file extension. 

c. Loop Looping mode ς LoopNormal, PlayOnce, PlayThruP or PlayThruN. 

                       Indicates what should happen when the sound clip reaches its end. 

  This is explained later. 

d. Audio Indicates which output channel the sound should be played on  

         (where supported by SFX6 hardware). 

e. Length Duration of the Sound clip if not looped. 

 

f. Loop Start Loop Start Time ς Indicates at what time in the sound clip (from its start) 

 Looping will start  if Loop is set to LoopNormal. 

g. Loop End Loop End Time ς Indicates at what time in the sound clip (from its start) 

 Looping will end if Loop is set to LoopNormal. 
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6. A set of buttons and indicators as follows : 

a. Defaults Sets the various fields in the entire list to meaningful values.  

   Useful if you make many changes and mess things up.  

   This will restore the settings to default values. 

 

b. Save Settings Whenever any of the changeable fields are altered, this button will  

   show in Red Text. Clicking this button will save the new settings to 

   SFX6 module without having to download the whole file again. 

 

c. Navigation Four Buttons                                                     can be used move a 

   selected sound clip up or down in the list, or to the Top or Bottom of 

    the list. You can also drag and drop a sound clip in the list to move  

   it up or down. 

 

d. Send To Module Saves the entire download file to disk and downloads (sends) the file 

    to the SFX6 module. 

 

e. Retrieve From Module  ¦ǇƭƻŀŘǎ όǊŜǘǊƛŜǾŜǎύ ǘƘŜ ŎƻƴǘŜƴǘǎ ƻŦ ǘƘŜ {C·с ƳƻŘǳƭŜΩǎ C[!{I 

memory to the hard disk and displays the results in the sound clip lists. 

 

f. AVC on LOAD OFF  AVC ς Automatic Volume Control, indicates if sound clips will 

    automatically be amplified sound clips to their maximum 

    possible level when they are loaded into SFXPC3. This option is set 

    in the Preferences Form 

 

g. Percent Full Bar Bar indicating percentage level of storage memory used if the .sfx5 

    were to be downloaded to the SFX6 sound module. in the SFX6 

    Module. 

 

7.  A Context Sensitive (right click, or pop-up) menu which will appear if you right click anywhere 

inside the actual list of sounds. One or more sound clips should be selected first and will be 

highlighted in blue. The appearance of the right click menu will change, depending on which list 

is displayed and whether there are sounds in the list. 

 

The right click menu items are explained starting on the next page. 
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SOUND CLIP CONTEXT MENU FOR REGULAR SOUNDS 

Figure 7: Download File Context (Right Click) Menu 

ADDING AND REMOVING SOUND CLIPS 

The composite .sfx5 file contains ALL the sounds to be stored in 

the sound module. Individual sounds cannot be removed or 

added without downloading the complete file which is a 

composite of all the sound clips, together with configuration 

data. This is done in order to maintain the data integrity of the 

complete set of sounds and their configuration data.  

You cannot download just one or two.  

If you want to change any of the sounds, you should copy the 

.sfx4 or .sfx5 sound file that is on the CD-ROM that came with the 

SFX6 sound module to your hard drive, and open it from there. 

Alternatively you can Retrieve the sounds from the module to 

your PC by clicking the Retrieve from Module button.   

 

 

 

 

Before adding any new sound clips make sure you have the correct radio button selected to add them 

to the correct sound clip list (Regular, Engine1 or Engine2). If you add them to the wrong list you can 

select them and then Transfer them to another list. 

ADDING SOUND CLIPS 

You can add Sound Clips to the Sound Clip List in several ways : 

1. By using the Add Sound Clip(s) context menu, as in Figure 3, above. The sound clips are loaded 

and re-sampled to the sample rate defined in the Control Panel->Hardware Tab. 

 

2. By Dragging and Dropping one or more .WAV/.MP3 files from Windows Explorer or your 

desktop to the Sound Clip List. 

 

Note : If the module is loaded with an .sfx4 sound file, it cannot be uploaded using this SW  

release ς you have to use the SW release that came with your module so that you can retrieve the 

sounds into a .sfx4 file stored on your hard drive. Then you can load that .sfx4 file into this release 

and it will be automatically converted to the .sfx5 file format. 
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3. By Copy and Pasting one or more .WAV/.MP3 files from Windows Explorer or your desktop to 

the Sound Clip List.  If there is nothing in the Paste Buffer (Clipboard) the Paste menu item is 

greyed out. 

 

4. By Dragging and Dropping or Copy and Pasting a .sfx5 composite file that already contains 

sound clips that have been previously loaded using SFXPC3.1.1. 

Any of these methods will result in the .WAV/.MP3 file being converted, if necessary, to the internal 

file format for the sound module and have it added to the list. Method 4 will work with .sfx5 files 

created using SFXPC31.0 or previous .sfx4 files. In the latter case they will be automatically converted 

to the new .sfx5 file format. 

You can optionally choose to have the sound clip start and end points automatically trimmed, or cut 

off, to the nearest positive going zero crossing point with a mild slope. This makes the looping 

behaviour at the end of the sound clip sound much smoother. This is done in the Preferences Form, 

shown later. It defaults to ON. 

Each list has its maximum number of sound clips and the application will not allow you to add a sound 

clip if that list is full or if the total number of bytes for all sound clips would exceed that available in the 

SFX6 ƳƻŘǳƭŜΩǎ C[!{I ƳŜƳƻǊȅΦ 

MOVING SOUND CLIPS 

Once sound clips have been added, they may be re-ordered by simply dragging them with the left 

mouse button to the desired location in the list. Whilst dragging, the cursor will change to the name of 

the file in reverse highlight i.e. white text in a black background as in the next figure : 

Figure 8  Dragging within the Sound Clip List 

 

Once at the desired location, release the left mouse button. The cursor will resume its normal 

appearance.    

You can also use the up and down buttons   to move a sound clip up and 

down in the list, or to the top or bottom of the list. 
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TRANSFERRING SOUND CLIPS 

Figure 9: Transferring Sound Clips to another List 

You may sometimes add a sound clip(s) to the wrong list. Rather than delete and re-add them to the 

correct list, you can simple transfer any selected sound clips in a list to another list.  

This command is available in the context 

(right click) menu in the sound clip list as in 

this figure. 

 

 

 

 

 

 

COPYING SOUND CLIPS 

Figure 10: Copying Sound Clips to another List 

Similarly, if you want to have the same 

sound clip(s) in more than one list, for 

example an engine start and shutdown 

sound, you can copy existing sound clips 

to another list as in this figure. 

 

 

 

 

 

 

SET LOOPING OPTIONS 
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Figure 11: Setting looping Options 

When any sound clip reaches its 

end it will, be default, loop back 

and begin playing at its  

Loop Start Point.  

 

 

 

 

 

 

 

 

There are four possible Looping options. 

1. Looping ς when the sound clip reaches its end, it will continuously loop back to its Loop Start 

Point. 

 

2. Play Once ς when the sound clip reaches its end, it will stop playing. 

 

3. Play Through Next ς when the sound clip reaches its end, it will start playing the next highest 

numbered sound clip in the list. 

 

4. Play Through Previous ς when the sound clip reaches its end, it will start playing the next 

lowest numbered sound clip in the list. 

Play Through Next is especially useful for engine sounds where you may want to play a brief sound of 

gears changing, for example, before moving on to the next engine step in the list. A brief burst of turbo 

charger kicking in is another application. 

Play Through Previous is useful when the throttle is decreasing and you may want to play a brief sound 

of braking, for example, before reaching the idle loop. 

SETTING THE AUDIO CHANNEL 

Figure 12: Setting the Left/Right Audio Playback Channel 
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This is intended to allow any sound to be 

specifically assigned to the left or right or 

both output channels, where the SFX 

hardware supports two channel output. 

The default is Auto Assigned as follows: 

1. The first sound to be played comes 

             out of the left channel. 

2. The second sound to be played 

              simultaneously comes out of the 

              right channel. 

3. The third sound to be played 

             simultaneously is mixed with the 

             first and comes out of the left 

             channel. 

 

4. The fourth sound to be played simultaneously is mixed with the third and comes out of the 

right channel. 

This feature has been incorporated into the SW but this is not supported in the SFX6 series of sound 

modules. This will require a future SFX hardware platform. The SFX6 module behaves as above, but 

the left and right outputs are then mixed down to a single monophonic output. 

ADJUSTING THE VOLUME OF SOUND CLIPS 

Figure 13: Manual Volume Adjust Form 

The SFX6 sound module has volume control buttons  

on-board that will adjust the volume of ALL the sounds. 

  

If you want to adjust the volume of some sounds relative 

to others, you can use the AdƧǳǎǘ ±ƻƭǳƳŜ Χ menu item.  

The sound clip you wish to change the volume of should 

be selected and then click the !ŘƧǳǎǘ ±ƻƭǳƳŜ Χ menu 

item. The Manual Volume Adjust form will appear. 

 

This form displays the maximum positive and negative 

peaks of the selected sound clip. In the Volume Increase 

(Ratio) text field you can type in the new desired volume change as a multiplier of the current volume.  

Use a value greater than 1.0 to increase the volume, or less than 1.0 to reduce the volume. 
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Then click the Adjust Volume button. The selected sound clip will now have its new volume level in the 

list. If you want this to be reflected in the download file on disk you have to click the Save Button. 

If you have several sound clips that you wish to change the volume of, you can leave this form open. 

Then when you select any other sound clip, that sound clip will appear in the Manual Volume Adjust 

form and you can proceed as above. 

If you want to automatically adjust the volume of the sound to its maximum (1.0) you can click the 

Auto Max. button. This button is disabled if the sound clip is already at its maximum volume. 

You can also configure SFXPC3 to automatically adjust the volume to the maximum whenever a sound 

clip is loaded into the list ς see Preferences Form. 

PLAYING SOUND CLIPS ON THE SFX6 MODULE 

Figure 14 and Figure 15: Playing Sound Clips on the SFX6 module while connected to the PC 

     

The SFX6 Sound Module can playback sound clips while connected to the SFXPC3 application. You can 

use the Start Play on SFX6 Module and Stop Play on SFX6 Module commands, as above, to play sound 

clips which you have downloaded to the module.  

This is very useful for testing out the sounds before you complete the installation in your model. You 

can play up to two sounds simultaneously if they are sampled at 46875 samples/second or four sounds 

simultaneously if they are sampled at 24437 or 11718 samples/second. You can also set a preference in 

the Preferences Form to play any sound on the SFX6 module when you double click it in the sound clip 

list. 
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EDITING SOUND CLIPS WITH AUDACITY 

Audacity is an easy to use waveform level audio editing program which is included free on the SFX6 

CD-ROM. Audacity is completely free. If you choose to install this program in its default location, the 

sound clip list context (right-click) menu will have an additional menu item ς Open with Audacity.  

You can select one or more sound clips in the list and open them simultaneously in Audacity. You can 

then perform sound editing at the waveform or sample level and create many special effects. In 

Audacity you then need to Export Χ (Audacity) your changes to disk to the same location that they 

were opened from (the folder that contains the download file). When the Audacity application is 

closed, the changed sound clip will replace the original in the list. 

SAVING SOUND CLIPS 

You can save individual sound clips in the list to your file system using the Save and Save As context 

(right click) menu items. 

Figure 16: Saving Sound Clips to Disk 

Save will save the currently selected Sound Clips in the list to the 

same folder as the currently Open Download File.  

Save As may be used to save ONE selected file with a different name 

to any location in your file system. Save All may be used to save all 

of the Sound Clips in the list to the current Download file folder. 

 

 

 

 

  

http://audacity.sourceforge.net/
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THE SOUND CLIP LIST FOR ENGINE SOUNDS 

Figure 17: Main Form for Engine Sounds ς Normal View 

 

The Engine1 Sounds List displays those sounds that are controlled by the Throttle1 input of the SFX6 

sound module. The Engine2 Sounds List displays those sounds that are controlled by the Throttle2 

input of the SFX6 sound module. These can number up to 34 which would normally comprise one 

engine start-up/idle sound, four to thirty two steps of increasing engine pitch to full speed, and one 

engine shutdown sound. 

These lists are similar to the Sound Clip List for Regular Sounds with differences as follows: 

1. There is an additional field (column) in the list ς Type. This is an Engine Sound Type which can 

one of several values : 

a. NormStep Normal Step means the sound clip is one of the steps of increasing or 

  decreasing speed linked to the Throttle Position. 

b. StartUp Start Up means the sound clip is the first one played when starting up 

   the engine sound. The exact method of starting up the engine sound will 

   differ, depending on how the SFX6 hardware is setup.  

  See the SFX6 Hardware Operations Manual for details. 




































































