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ABOUT THIS DOCUMENT

This document is a user manual for tBEXP&1.1Windows application thahccompanies th&FX64
Sound Modules. The document has been formatted so that it may be providdorth American Letter
or Metric A4 paper sizes

The manual covers the SFXPC3 series of releases and is not to be confused with SFXPC2 releases use
with the SFX5 modules, or SFXPCL1 releases used wiiFXnodules. SFXPCIN©®Tcompatible
with SFX5 o8FX5ound modules.

The SFXPC3 application installs in its own sep&&trogram Filegx86) Model Sounds
Inc\ SFXP&1.1folder, so yo can have different versiongstalled on the same machine.

Also described brieflysthe included free audio editor applicatioAudacity,. The latterisdistributed
underA 1 Qa 26y . TNBS fA0Syas
SOFTWARE LICENSE

The original purchaser of teFX&ound Module has purchased the SFXPCRCGM media disc and a
licence to use the softwaren any personal computer or computers the purchaser owiles on the
CDROM may be copied for personal kap purposes onlyThe SFXPC3 program remains the property
of Model Sounds Inc

Other free programs on the GROM remain the properties of theiespective owners.

Note : This licence does not permit the copying, distribution or resale of thiROBI or SFXPC:
software to any other party. Licensing and copying/distribution rights of other free software
the CDROM are as per their respective license agreements.

SFRPC3 SUMMARY

SFXPCI3 a Windows program that interfaces witts&X&ound Effects Module via a USB 2.0 ful

speed (12MBits/s) interfac@.he USB cable is available as an extra component as it is identical to most
digital camera US8ablesso it is very ligly that you already have a suitable caliliae SFXPC3

application allows the user to build and editx5Sound Effects files that can bdewnloaded to the
SFX@nodule.lt also allows thesfx5fA £ S &G 2 NBR Ay mériody tobe pldzidesi an C[ ! {
PC where it mpabe edited and relownloaded Each download is a full download of a file of up to
16Mbytes
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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 witbonfiguration 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 configggeitings in theSFXModule.

SFXPC3terfaces to the Audacity sourfile editorfor editing at the waeform levellf you chose to
install theAudacitysound editorthat isincluded on the CEROM and you installedin its default
location, you can select one or more sound clips in the Sound Clipndstdit them directly using
Audacity.

TERMINOLOGY

Throughout this document, the terlf@BFXPC@eans the Software Progm that runs on a Windows PC.
The termSFX@efers to the actual Sound Effects Module hardware.

MINIMUM SYSTEM REQREMENTS

Hardware Requements :Pentium4 1GHz, 512K RAM
Operating System Requirements :

Microsoft Windows 7, VistaWindows XFService Pack @ later (328t or 64 Bi).

Microsoft Internet Explorer 6.01 or later.

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

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

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

If you do not already have a PDF file viewer, the SEXRCDROM contains the excellefree
Foxit PDF reaat which is much lighter weight than the Adobe Acrobat reader. We highly
recommend the Foxit reader.

= =4 -4 -4 -4

Disk Space Rpiired :
MS .NEB®.0runtime ¢ 100MB, Audacity, 10MB, SFXPG34.5MB

The MS .NEZ.0 runtime is required on Windowgista andXP Operatin@ystemsg; it is already built in
to Windows 7.

SFXPC3.1.1 Software Reference Manual Page2 of 53 Published Decembey 2011
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INSTALLING ON YOUR P

SFXPC3 is a .NET Windows application which requireNETd.0 runtime engineThe .NE®.0
runtime engines included as prt of Windows 7operating systens, but should be installedf you are
running WindowsVista orXPand it has not been installed already

The .NE®.0 runtime engine is included on the &M and is installed along with SFXPC3 if you check
its checkbox in the installe¥.ou must have Administrator privileges tastall .NET.

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

1. Insert the CEROM into your computer CD or DVD drive.

2. If, after several seconds y@O NOTget a popup window asking you to install, therpen the
SFXPC3 E@ROM usingVindows Explorer and double click on tBEXP& 1.1Setupexe
program.

3. Follow the steps and answer the prompts as theupdinstaller program proceeds.

Figurel: SFXP&1.1Installer Window

[ 255 Setup - SEXPC3.LL EER

Welcome to the SFXPC3.1.1 Setup
Wizard
This will install SFXPC 3. 1.1 Release on your computer,

It is recommended that you dose all other applications before
continuing.

Click Mext to continue, or Cancel to exit Setup.

Mext = || Cancel |

.

4. If you select any Optional componenssich as Adacity, they will be installed after all the
SFXPC3 and .NET files have been installed.
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FILE/FOLDER LOCATSON
The default folder that SFXPC3 uses to looksfeb download files and/otWAV/MP3files is :
My Doaiments\Model Sounds INcSFXPC3

This will change and I=storedif you navigate to other folders when you loadx5or .WAV/MP3 files.

CONNECTING YOBRXGMODULE

1. Connect a minB USBable between the module and your PC or USB Hibk.miniB
connector onthe SFX6 module is the same type as used on many digital cameras and other
mobile equipment, so you probably already have a suitable cdble.red LED should flash
slowly.

Note : USB power supplies tH&FX8ow level circuitry, but not the audio power amplifier
which requires its own 16 26Volt power supply if you want to hear the sound while
connected to the PC.

2. If you connectiie module before the USB Driver has been installed, there will be a pop up
dialog announcing that a new unknown USB device has been detéaitow the steps in the
Add New hardware Wizardhe USB Driverarelocated on the CEROM in the ustriver32bit
or usbdriver64bitfolders.

3. You can now use SFXPC3 to communicate with §BX8nodule.

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 dalolennected. In this
case, supply power to the module from the receiver through the madde servo cables, wait
for the Autosetup to complete (the red/green LEDs flashing alternately for 5 seconds) and then
plug in the USB cable.

SFXPC3 FILE FORMATS

SFXPC3 supporig/AVand.MP3files. WAV files are uncompressed audio format files and are much
higher quality than MP3 files, although they do take up mswace When adding awAV or .MP3 file

to SFXPC8has to be of the required format for th&8FX8viodule so SFXPC3 will attempt to
automatically convert thdile to the required format.

SFXPC3.1.1 Software Reference Manual Page4 of 53 Published Decembey 2011
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The composite sound file that is downloaded to the SFX6 module is n&fwbdile type. This contains
much more configtation data than the oldersfx4file format. The SFXPC3. BW can load in &fx4
file and will automatically convert it to .afx5file, but the settings, especially for the Engine sounds,

should always be checked manually and adjusted, if necessaystoe the conversion was
completed correctly.

This conversion may take a few seconds after you have dragged or pastee theofthe main sound
clip list¢ please be patient

The SFX6 module can have its playback sample rate set to one of threesanniiterates- 46875
23437 or 11718samples/secondThis is set in th€ontrol Panet>Hardware TabThe sounds are
loadedin 16 bit format, and 16 bitat 46875samples/second isetter than CD sound quality!!

SFXPC3 MAIN WINDOW

Open SFXPC$ bouble clicking on its icam the desktop, or in the Start Menilihe main window will
appear.Figure 1showsa screen shot of this windowhis window can be minimized, bioibt
maximized. The preferred screen resolution is 1280 x 24gher This main form is

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

Figure2: SFXP&1.1Main Window

i SFEXPC Version : 3.11 [E=R
Eile  Help
LEORAR %= B
Download File Controls Sound Clip List
Download File Name : Total Number of Sound Clips - (44
SFXPC3), 3.1.1 | SFX6 Module Version Numb fReaular Sound Ch .
NewDownloadFileAVR32 565 e L
23437 | SFX6 Samples/Second @ RegularSounds @ EnginelSounds @ Engine2 Sounds
Data Details
16777216 #  Name loop Audio Length LoopStat Loop End
Active Size (bytes) : 11314220 1  AirHoms ThruN  Auto 00415 000.00 004.15
) 2 4inchGun Loop Auto  009.06 000.00 009.06
Total Size (bytes) : 11379756 3 20mm Anti Aircraft Cannon - 3 shots Loop Auto 00784  000.00 007.84
Bytes Left - 5397460 4 37mmGunbShots Loop Auto  011.08 000.00 011.08
B 5  Whooper Loop Auto 00227 000.00 002.27
Time Used (secs):  241.38 6 TwoToneTugBoatSFX4 Loop Auto 01185 00000 011.85
Time Left (secs) : 115.15 7 50mmGunMultipleShots Loop  Auto 01045 000.00 010.45
&  40mmBoforsGun Loop  Auto 00537 000.00 005.37
Loop Point Controls
SetlLoop Start®) [ Send to Module ] ’F‘\etrieve from Module
Loop Start:  000.00 secs AVC on Load OFF | SFX6 67% Full
LoopEnd :  gppoo secs =
Elapsed Time Vaolume 2 .3 4 5 W . 20
N iy, 6 e
= 0 10 3 % » &,
) 000.00 I 2 SRR x
Rx 0.00Volts Main 0.00Volts
Status : |0pened Download File - SFXPC3 \ NewDownloadFileAVR32.sfx5 | | 000.00 Time Left
SFXPC3.1.1 Software Reference Manual Page5 of 53 Published Decembey 2011
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The mainwindow contains aenu Bar, aTool Strig and three other sections :

1. TheDownload File Controlsn the left side, colour coded Light Cyaa light blue.
2. TheSound Clip Ligb the right, colour coded Ivory.
3. TheStatus Baiat the bottom.

Before using SFXPC3, make sure {htX&ound module is connected to your PC and powered up.

DOWNLOAD FILE CONIRO

Figure3: Download File Controls

DG"*‘*'”'%EC' F:'e Iianltmrl*j | TheDownload File Controlshow details about thesfx5
oWoad e Tame - Download File that has eithé&een opened using the
SFXPC3\ NewDownloadFile sfxb File>Openmenu item or itOpen Button or has been
uploaded from theSFXénodule.
Data Details
| Check Size | 16777216 TheCheck Sizbutton is used to ask the connect&FX6
Active Size (bytes) : 4746682 module what its maximum storage capacity is (in Bytes).
Total Size (bytes) : 4812218 TheActive Sizdield indicates the number of bytes used for
Bytes Lef . 11984998 actual sound data, not including the header data.

Time Used (secs): 101.26 TheTotal Sizdield indicates the total number of bytes used
Time Left (secs) - 25526 for all the data, including the header.

TheBytes Left Time Leftand Time Usedields are

Loop Point Controls selfexplanatory.
| SetlLoop Stalt-'l'|

L Start
oopstart: 000000 secs o) AVING A SOUND CAND LOOPING

LoopEnd : 297028 secs
Once sound clips have been added to 8mund Clip Lighey

— —_— can be playedhrough the PC loudspeakeusing the Play,
(Z] [(m] (] [ Stop and Pawsbuttons

Stop Play Pause

(m] (] (0]

Once a Sound Clip is playing, and it reaches its end, it will loop continuously ftaroptStart Point
to its Loop End Poinif its Looping Type has been setltoop Normakthe default value), see
Set Loop/PlayOnce later.

SFXPC3.1.1 Software Reference Manual Page6 of 53 Published Decembey 2011
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You can also play any sound clip by double clicking®if ihis has been set up in the Preferences
dialog. This is the default behaviour.

ELAPSED TIME INDIOART

Elapsed Time
AnElapsed Timéndicator shows the amount of time elapsed whaeSound
000.00

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 FUNBONT

SFXPC3 allows you to defineaop Pointsomewhereelse during the playback tim&he first time the
sound clip is played, it will play from start to finish, and then it will start playing fronb.dlo@ Start
Pointuntil the Loop End Pait and keep doing so as long thait sound clip is switched on.

ThisLoop Pointcan be set while a sound clip is playing by clicking ors#td.oop Point Buttonvhen
the sound haseached theLoop Pointyou want.

Alternatively, if you want to set thé.oopPoint precisely, you can enter tHeoop StartandLoop End
Timeto 4 decimal places in the text boxes

You can optionally choose to have theop Startand Loop Endpoints

automatically trimmedbr adjusted to the nearest positive going zero

LoopEnd :© [2271p secs  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.

Loop Start:  |0.0000 SBCS

Thisauto-trim option is set in théreferences Formshown later. It defaults t©ON

There are four possible values for the Looping tg@oping Play Once, Play Through deand Play
Through PreviousThese are explained in detail later.

SFXPC3.1.1 Software Reference Manual Page7 of 53 Published Decembey 2011
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SETTINGHE ENGINE STABFP SOUND LOOP POINTS

The engine sounds are now controlled using the advarnidewttle Rangedeature. Previous releases
dza SR (KS 2f RSNJ YSiK2R 2F LAOlAY3I | az2dzyR Ay (K
step number.

Briefly, theThrottle Rangegdeature allowsthe 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 enginaigtadund is usually theecondSound
Clip in the list and the Engine Shutdown sound is the first in the list. This is because Witirdtike
Rangedeature, the engine sound cannot haveligsmge start at 0%, otherwise, the engine sound will
start up without any throttle stick movement!!

The Engine Statp soundVIUSThave an idle section at its end andlitsop Start Poinset to the start
of this idle sequence. This section of sound eduss 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 starup sequence continuously.

TOOL BAR
Figure4: Tool Bar (Regular Sounds) Figure5: Tool Bar (Engine Sounds)
LEQFRRA | % LEQFRR X% T

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 h&solTipsto inform you of its function.

THE SAVE SETTINGS BON | Save Settings |

Any time any of the fields (columnaf) any sound clip are changed, this button will be enabled and
displayed iBOLD REfext. If you do not intend té&endthe entire.sfx5file down to the SFX6 module,

you must click on this button to save the settings you have just cltaniges will stre the new

settings immediately in the sound module. This means that you no longer have to download the entire
©PaFEp FAES 6KSYSOSN) e2dz OKIy3ISa yR 2F GKS { 2d:
If you add/remove or move and Sound Clip, then you have to send the entido¥ile to the module.
{AyOS 2FGSy (GAYS&d eé2dz 2yfteé ySSR G2 YI 1S stheYS Y
time involved in a full download.
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THE SOUND CLIP LF®R REGULAR SOUNDS

Figure6: The Sound Clip List f&egular Sounds

Sound Clip List
Total Number of Sound Clips - |36

- farc)
311 | SFX6Module Version Mumber of Regular Sound Clips |9

23437 | SFX6 Samples/Second @ RegularSounds @ Enginel Sounds @ Engine2 Sounds

# Mame Loop Audio Length |4 4| i+
1 Maschinengewehr 05 Machine Gun Loop Auto 00393 00000 00393

2 MorseCodeMessagel Loop Auto 02354 00000 02354

3 CrewTalkPreFlightChecks Loop Auto 01251 00000 01251

4 TwoToneTugBoat Loop Auto 01185 00000 01185 |5
5 Browningl5calM2MG4 Loop Auto 00615 00000 00615

6 MissileTOW Loop Auto 00647 00000 00647

7 AnchorChains2 Loop Auto 02106 00000 02106 |
& Whooper Loop Auto 00227 00000 00227

9 AirHoms Loop Auto 00415 00000 00415 -

Defaults Save Settings [ll] ’SendtoMndule] ’Hetrievefrcumhﬂcudule

AVC on Load OFF

| SFX6 62% Full

Important Items in this section are :

1. At Top Centre are two fietdndicating 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 tfiemware in the USB connected SFX6 module. This release
number should math that at the very top of the main window, i.8.1.1 If these release
numbers are different, the behaviour is not defined, and may cause corruption of either the
configuration dataor 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 moduleThis sample rate MUST match that is set in@uatrol Panel> Hardware Tab
andMUST match the sample rate of all the sounds in.#fe5download file. The SW performs
check on this and will warn you if either condition is not met.

4. hy ySEG LI IS X
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4. Three radio buttons that select the type of sounds displayed in the Soundigitip

a. Regular Soundsany sound not appearing in the Enginel or Engine2 sclipdists.
GenerallyRegular Sundsare used for sounds such as weapons fire, horns, Morse code,
alarms, bells, music, speech etc. Engine sounds can still be added to thisvieter
they will not have their on/off or speed controlled by either Throttle input.

Enginel Soundsthese are sounds that are controlled by the Throttlel Input on the
sound module. That input is connectémlithe Throttle output of the RT radio receier.

Engine2Sounds these are sounds that are controlled by the Throttle2 Input on the
sound module. That input is connected to the Throttle output of th€ Rddio receiver.

5. The actual list of soundips ofRegular SoundsThese may bédded Moved and Removedas
explained in detail later.

These can be up to sixtesound clips. If you are usioge on/off channel to select the sounds,

all of thesixteensounds can be selectepsee theSFX6 HW Operations Manuir detailson

how to achieve this. If you are using a proportional channel to select these sounds, any four of
thosesixteensounds carbe selectedAny of the sixteen sound cligsin be assigned to the four
soundselect positions ofhe transmitter stick, corresponding to the sousdlect linput from

the receiverusing theSEFXPC3 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; 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 Durationof the Sound clip if not looped.

f. Loop Start Loop Start Time 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 Indicates at what time in the sound clip (fnoits start)
Looping will end if Loop is set to LoopNormal.

SFXPC3.1.1 Software Reference Manual Pagel0of 53 Published Decembey 2011
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6. A set of buttons and indicators as follows :

Defaults @ @ @ Ill] ISendtoI‘-ﬂodule] IHetrieveﬂ'omI‘u1cudu|eI

AVC on Load OFF

SFX6 62% Full

a. Defaults Sets the various fields in the entire list to meaningful values.
Useful if youmakemany 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 inRed TextClicking this button will save the new $#ngs to
SFX6 module without having to download the whole file again.

c. Navigation Four Buttons \1] \l] M H can be used mova

selected sound clip up or down in the list, or to the TofBottom 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 FromModw ! LJX 21 Ra O6NBINAS@PSao GKS O2ydSy
memory to the hard disk and displays the results in the sound clip lists.

f. AVC on LOAD OF&VCg Automatic Volume Control, indicatessibund clips will
automaticallybe amplifiedsound clips to their maximum
possible level when they are loaded into SFXHGI3. option is set
in the Preferences Form

g. Percent Full Bar Bar indicating percentage level stbrage memory used if thasfx5
were to be downloaded to the SFX6 sound module. in the SFX6
Module.

7. AContext Sensitive (right click, pop-up) menu which will appear if you right click anywhere
inside the actual list of sounds. One or moreisd clips should be selected first and will be
highlighted in blueThe appearance of theght clickmenu will change, depending on which list
is displayed and whether there are sounds in the list.

Theright click menu items are explained starting on text page.
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SOUND CLIEONTEXMENUFOR REGULAR SOUNDS

Figure7: Download File Context (Right Click) Menu
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ADDING AND REMOVII$S@UND CLIPS

The compositesfx5file containsALLthe sounds tdoe stored in
the sound modulelndividual 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 @annot download just one or two.

If you want to change any of the soungsu should copy the
.sfx4or .sfx5sound file that is on the GROM that came with the
SFX6 sound module to your hatdve,and open it from there.

Alternativelyyou canRetrievethe sounds from the module to
your PC by clicking tHeetrieve from Modulebutton.

Note :If the module is loaded with asfx4sound file, it cannot be uploaded using this SW
releaseg you have to use the SW release that came with your module so that you can retrieve
sounds into a .sfx4 file stored on your hard drive. Then you can loadsfixdfile into this release
and t will be automatically converted to thefx5file format.

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, Enginel or Engitie®)u add them to the wrongdt you can
select them and thedransferthem to another list.

ADDING SOUND CLIPS

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

SFXPC3.1.1 Software Reference Manual Pagel2 of 53
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1. By using theAdd Sound Clip()ontext menu, as ifrigure 3 above.The sound clips are loaded
and resampled to the sample rate defined in t®ntrol Panel>Hardware Tab

2. ByDragging and Bbppingone or more. WAV/.MP3files from Windows Explorer or your
desktop to the Sound Clip List
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3. ByCopy and Pastingne or more. WAV/.MP3files from Windows Explorer or your desktop to
the Sound Clip Listf there is nothing in the Paste Buffer (Clipbogitte Paste menu item is
greyed out.

4. ByDragging and Droppingr Copy and Bstinga .sfx5composite file that already contains
sound clips that have been previously loaded using SEXRC

Any of these methodwill result in the. WAV/.MP3file being converted, if necessary, to the internal
file format for the sound module and have it added to the list. Method 4 will work sitbfiles
created usingSFXPCB0 or previous.sfx4files. In the latter case theyilvbe automatically converted
to the new.sfx5file format.

You can optionally choego have the sound cligtart and end points automatically trimmed, or cut
off, to the nearest positive going zero crossing point with a mild slope. This makes thegloopin
behaviour at the end of the sound clip sound much smoother. This is done Rréfierences Form
shown later. It defaults t®N

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 availahk in
SFXer 2 Rdzf SQa C[!' {1l YSY2NERO®

MOVING SOUNDLIPS

Once sound clips have been added, they may bardered 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 irbéack backgroundsin the next figure

Figure8 Dragging within the Sound Clip List

# MName Loop Audio Length |9 4| i
1 Maschinengewehr 08 Machine Gun Loop Auto 00393 00000 00383
2 MorseCodeMessagel Loop Auto 02354 00000 02354
CrowTaIProFIGCHEckS  CreuTalkProFlightChecks | Loop | Auo_| 01251 | 00000 | 01251
4 TwoToneTugBoat Loop Auto 01185 00000 01185 |E
5  Browning0.5calM2MG4 Loop Auto 00615 00000 00615

Once at the desired location, release the left mouse button. The curdamestiime its normal
appearance.

You caralso use the up andown buttors to move a sound clipp and

down inthe list, or to the top or bottom of the list.
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TRANSFERRINS®UND CLIPS

Figure9: Transferring Sound Clips to another List

You may sometimes addsound clip(s) to the wrong list. Rather than delete andad them to the
correct list, you can simple transfer any selected sound clips in a bsidiber list
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COPYING SOUND CLIPS
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This command is available in the context
(right click) menu in the sound clip list as in
thisfigure.

FigurelO: 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 asn this figure

SET LOOPING OPTIONS
Published Decembey 2011
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Figurell: Setting looping Options

1 When any sound clip reaches its

=3 Add Sound Clip(s) ...
end it will, be default, loop back

% Transfer To b

23 CopyTo , and begin playing at its
Set Looping/Play Once y | Looping Loop Start Point.
Set Audio Channel b | Play Once |

alll Adjust volume ... Play Through Next

> Start Play on SFX6 Module Play Through Previous

B Stop Play on SFX6 Module
) Open With Audacity

Faste

I save

I Save As ...

i Save Al
G}

. Remove

L) Remove All

There are four possible Looping options.

1. Loopingg¢ when the sound clip reaches its end, it will continuously loop back to its Loop Start
Point.

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

3. Play Through Next when the sound clip rezhes its end, it will start playing the next highest
numbered sound clip in the list.

4. Play hroughPreviousg when the sound clip reaches its end, it will start playing the next
lowest numbered sound clip in the list.

PlayThrough Nexis 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 Throud Previouss 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 AUDIOACINIEL
Figurel2: 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 channelswhere the SFX
hardware supports two channel output.

Set Audio Channel

el
IF
(i

Adjust Volume ...

Start Flay on SFX6 Module
Stop Flay on SFX6 Module

Open With Audacity

Paste
Save

Save As ...
Sawve All
Remove

Remove All

Auto Assigned

Left Channel
Right Channel
Both Channels

The default iAAuto Assignedas follows:

1. The first sound tdoe played comes
out of the left channel.

right channel.

2. The second sound to be played
simultaneously comes out of the
right channel.

3. The third soud 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

This feature has been incorporated into the $W this is not supported in the SFX6 series of sound
modules. This will require a future SFX hardware platforhre SFX6 module behawas above, but
the left and right outputs are then mixed down to a single monophonic output.

ADJUSTING THE VOLURESOUND CLIPS

,.|||| Manual Velume Adjust

] &[Sl

Sound Clip Name

Tone-Silence 1464Hz 1.00Lev 2. 00secs wav

Volume Control

Max Megative Peak

0.000

1.000 Infinity
Max. Positive Peak Adjust Volume
0.000

Close

Mew Volume (1.00 Max) Volume Increase (Ratio)

Figurel3: Manual Volume Adjust Form

TheSFX&ound modut has volume control buttons
on-boardthat will adjust the volume of ALL th&ounds

If you want to adjust the®ume of some sounds reigae

to others, you can use thade dza i  + Inéndze®. X
The sound clip you wish to change the volume of should
be selected and then click tHeR 2 dz& i  #m2rfudzY S
item. TheManual Volume Adjustorm will appear.

Thisform displays the maximum positive andgative
peaks of the selected sound clip. In tfielume Increase

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

Usea value greater than.@to increase the volume, or less tharD1o reduce the volume.
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Then click théAdjust Volumebutton. 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 clicakeButton.

If you have several soundigs 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 iMameial Volume Adjust
form and you can proceed as al®

If you want to automatically adjust the voluméthe sound to its maximum (1.@pu can click the
Auto Max.button. This button is disabled if the sound cligliseady at its maximum volume.

You can also configure SFXPC3 to automatically adjust the volume to the maximum whenever a sound
clip is loadednto the list¢ seePreferenceform

PLAYING SOUND CLOMN THEFXGVMODULE
Figurel4 and Figurel5: Playing Sound Clips on the SFX6 module while connected to the PC

=3 Add Sound Clip(s] ... -3 Add Sound Clip(s) ...

% Transfer To * iy Transfer To »

=8 CopyTo » =8 CopyTo k
Set Looping/Flay Once » Set Looping/Play Once b
Set Audio Channel 3 Set Audio Channel b

Jll  Adjust Volume ... Jll  Adjust Volume ...

|__,.., Start Play on SFX6 Module | [ Start Play on SFX6 Module

B Stop Flay on SFX6 Module |. Stop Play on SFX6 Module

& Open with Audacity {Z Open with Audacity
Paste Faste

[ save I~ save

| save As ... ] save As...

[ save All [ save All

Ll Remove Ll Remove

) Remove All ) Remove All

TheSFX&ound Module can playback sound clips while coteteto the SFXPC3 applicatiofou can
use theStart Play orSFX6Module and Stop Play orSFX6Module commands as aboveto play sound
clips whch youhave 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 sampletb&8t5samples/second or four soursd
simultaneousy if they are sampled &4437or 11718 samples/second. You can also set a preference in
the Preferenced~ormto play any sound othe SFX@nodule when you doublelick it in thesound clip

list.
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EDITING SOUND CLWHH AUDACITY

Audacityis aneasy to use wavefm level audio editing program whichirluded free on the SFX6
CDROM. Audacity is completely fre@you choose to install this programits default locationthe
sound clip listontext(right-clickymenu will havean additional menu iteng Open with Audacity

You can select one or more sound clips in the list and open gigmltaneously in Audacityfou can
then perform sound editingt the waveform or sample level and create many special effects. In
Audaciy you then need td&xportX (Audacity) your changes to disk to the same location that they
were opened from (the folder that contains the download file). When the Audacity appliceti
closed, the changedsind clip will replacethe original in the list.

SAVING SOUND CLIPS

You can save individual sound clips in the list to your file system usir@ptieand Save Agontext
(right click) menu items.

43 Add Sound Clip(s) ... Figure 16: Saving Sound Clips to Disk

% Transfer To »

i3 CopyTo » | Savewill save the currently selected Sound Clips in the list to the
Set Looping/Play Once » | same folder as the currently Open Download File
Set Audio Channel 3 _ _ )

il Adjust Volume .. Save Asnay be used to sav®@NEselected file with a different name

to any location in your file systerBave Alinay be used to save all

= Start Play on SFX6 Module o ) ]
of the Sound Clips in the list to the current Download file folder.

B Stop Play on SFEX6 Module
& Open With Audacity

Faste

|~ save

] save As ...

[ save Al
Ll Remove

L) Remove All
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THE SOUND CLIP LF®IR ENGINE SOUNDS

Figurel7: Main Formfor EngineSoundsg Normal View

The Enginel Sounds List disgldnose sounds that are controlled by the Throttlel input of the SFX6
sound module. The Engine2 Sounds List disphayse sounds that are controlled by the Throttle2
input of the SFX6 sound modulBhese can number up to 34 which would normally comprise one
engine startup/idle sound, four to thirty two steps of increasing engine pitch to full speed, and one
engine shtdown sound.

These lists arsimilar to theSound Clip List for Reqular Soundih differences as follows:

1. There is an additional field (column) in the listype This is afEngine Sound Typehich can
one of several values :

a. NormStep Normal St@ means the sound clig one of the steps ahcreasingor
decreasing speelihked to the Throttle Position.

b. StartUp  Start Up meansthe 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.
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