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2.1 NITRO System

NITRO-Composer NITRO-System
NITRO-Composer

NITRO-System

2.2

NITRO-System

221

NITRO-SDK

libsnd.a
libnnssnd.a

2.2.2

NITRO-System

#include <nnsys/snd.h>

#include " ../data/sound_data.sadl"

2.2.3

*.sdat
ROM
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2.24 ARMY

ARM7 NITRO-SDK ARM7
ARM7
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simple simple $NitroSystem/build/demo/snd/simpl
e
3.1
3.1.1 Makefile
Makefile
3-1 Makefile
#1 make -f
H e
SRCS = main.c
TARGET_NEF = main.nef
TARGET_BIN = main.srl
MAKEROM_ROMROOT = ../data
MAKEROM_ROMFILES = sound_data.sdat
include $(NITROSYSTEM_ROOT)/bui Id/bui ldtools/commondefs
H e
do-build: $(TARGETS)
include $(NITROSYSTEM_ROOT)/bui Id/bui ldtools/modulerules
#===== End of Makefile =====

NITRO-SDK  NITRO-System

MAKEROM _ 2
3.1.2 ROM
MAKEROM_ROMROOT ROM MAKEROM_ROMFILES ROM
"../data/sound_data.sdat"
ROM
3.1.3
Makefile
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® SRCS main.c

) ARM9 main

® ARM9 main  ARM7 main.srl
® main.srl

3.2 NitroMain

src/main.c  NitroMain

3-2 NitroMain

void NitroMain(Q)
{
OS_Init();
GX_Init(Q);

// VBlank settings
0S_SetlrgFunction(0S_IE_V_BLANK, VBlankintr);
(void)0S_EnablelrgMask( OS_IE_V_BLANK );
(void)0S_Enablelrq(Q);
(void)GX_VBlankIntr(TRUE) ;

FS_Init( MI_DMA MAX_NUM );

// Initialize sound

NNS_SndInit();

heap = NNS_SndHeapCreate( & sndHeap, sizeof( sndHeap ) );
NNS_SndArclinit( &arc, "/sound_data.sdat™, heap, FALSE );
(void)NNS_SndArcPlayerSetup( heap );

NNS_SndArcStrmInit( STREAM_THREAD_PRIO, heap );

// Load sound data

(void)NNS_SndArcLoadSeq( SEQ_MARIOKART64_TITLE, heap );
(void)NNS_SndArcLoadSegArc( SEQ_SE, heap );
(void)NNS_SndArcLoadBank( BANK_SE, heap );

// Initialize sound handle
NNS_SndHandlelnit( &bgmHandle );
NNS_SndHandlelnit( &seHandle );

// dummy pad read
Cont = PAD_Read();

// Main Loop
while(l)
{

ulé ReadData;

SVC_WaitVBlankintr();

ReadData = PAD_Read();
Trg = (ul6)(ReadData & (ReadData © Cont));
Cont = ReadData;

if ( Trg & PAD_BUTTON_A ) {
// start BGM
(void)NNS_SndArcPlayerStartSeq( &bgmHandle,SEQ MARIOKART64_TITLE

9/27



NITRO-Composer

if ( Trg & PAD_BUTTON_B ) {
// stop BGM
(void)NNS_SndPlayerStopSeq( &bgmHandle, 1 );

3
if ( Trg & PAD_KEY_UP ) {
// start SE
(void)NNS_SndArcPlayerStartSeqArc( &seHandle, SEQ _SE, SE _COIN );
3
//---- framework
NNS_SndMain();
¥
3
3.3
3.31 OS
(O]
0S_Init();
GX_Init(Q);

// VBlank settings
0S_SetlrgFunction(0S_IE_V_BLANK, VBlanklntr);
(void)0S_EnablelrgMask( 0OS_IE_V_BLANK );
(void)0S_Enablelrq();
(void)GX_VBlankIntr(TRUE);

FS_Init( MI_DMA_MAX_NUM );

3.3.2

NNS_Snd
NNS_SndInit();

3.3.3

heap = NNS_SndHeapCreate( & sndHeap, sizeof( sndHeap ) );

3.34

NNS_SndArcInit( &arc, "/sound_data.sdat™, heap, FALSE );
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1 ROM

FALSE

3.3.5

NNS_SndArcPlayerSetup( heap );

3.3.6

NNS_SndArcStrmInit( STREAM_THREAD PRIO, heap );

5

3.3.7

NNS_SndMain();

3.4

(void)NNS_SndArcLoadSeq( SEQ_MARIOKART64_TITLE, heap );
(void)NNS_SndArcLoadSegArc( SEQ_SE, heap );
(void)NNS_SndArcLoadBank( BANK_SE, heap );

NNS_SndArcLoadSeq SEQ_MARIOKART64_TITLE

NNS_SndArcLoadSegArc SE

SE

3.4.1

NNS_SndArcLoadBank
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(void)NNS_SndArcLoadGroup( GROUP_STATIC, heap );

NNS_SndArcLoadGroup

3.5

3.5.1

3511

NNSSndHandle bgmHandle;
NNSSndHandle seHandle;

void NNS_SndHandlelnit( NNSSndHandle* handle );

3.5.1.2

3.5.1.3

3514

BGM

3.5.2

BOOL NNS_SndArcPlayerStartSeq( NNSSndHandle* handle, int seqNo );

seqNo
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if ( Trg & PAD_BUTTON_A ) {
(void)NNS_SndArcPlayerStartSeq(&bgmHandle, SEQ_MARIOKART64_TITLE );
}

3.5.3

BOOL NNS_SndArcPlayerStartSeqArc(
NNSSndHandle* handle, int segArcNo, int index );

seqArcNo index

if ( Trg & PAD_KEY_UP ) {
(void)NNS_SndArcPlayerStartSeqArc( &seHandle, SEQ _SE, SE_COIN );
}

354

void NNS_SndPlayerStopSeq( NNSSndHandle* handle, int fadeFrame );
handle

fadeFrame

if ( Trg & PAD_BUTTON_B ) {
(void)NNS_SndPlayerStopSeq( &bgmHandle, 1 );
}

3.6

simple
NITRO-Composer $NitroSystem/build/demo/snd

3.6.1 stream

3.6.2 stream-2

NNS_SndArcStrmStartEx2

13/27



NITRO-Composer

3.6.3 stream-3

NNS_SndArcStrmStartEx2

3.6.4 moveVolume

NNS_SndPlayerMoveVolume

3.6.5 onMemory

NNS_SndArcinitOnMemory

3.6.6 reverb

NNS_SndCaptureStartReverb NNS_SndCaptureStopReverb
3.6.7 effect

NNS_SndCaptureStartEffect NNS_SndCaptureStopEffect

3.6.8 outputEffect

NNS_SndCaptureStartOutputEffect NNS_SndCaptureChangeOutputEffect

3.6.9 sampling

NNS_SndCaptureStartSampling

3.6.10 waveout

NNS_SndWaveOutStart

3.6.11 micThrough

NNS_SndStrm

NNS_SndStrmSetup NNS_SndStrmStart
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3.6.12 driverinfo

NNS_SndUpdateDriverinfo NNS_SndPlayerReadDriverPlayerinfo
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4.1

simple

4.2

NNS_SndHeapCreate

42.1

4.2.2

4.3

BG

43.1

NNS_SndHeapClear
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4.3.2

NNS_SndHeapSaveState

NNS_SndHeapSaveState
e

4-1

NNS_SndHeapLoadState

NNS_SndHeapSaveState

NNS_SndHeapSaveStat

NNS_SndHeapLoadState

—

=

NNS_SndHeapSaveState

4.3.3

—

4.4

NNS_SndHeapCreate

BOOL NNS_SndArcPlayerSetup( NNSSndHeapHandle heap );
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44.1
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simple

5.1
NNS_SndArcStrmInit( STREAM_THREAD_ PRIO, heap );
5.1.1
ROM
16
5.1.2
2 4KB

5.2

5.2.1

NNSSndStrmHandle strmHandle;

void NNS_SndStrmHandlelnit( NNSSndStrmHandle* handle );
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5.2.2

BOOL NNS_SndArcStrmStart( NNSSndStrmHandle* handle, int strmNo, u32 offset );

strmNo offset

msec 0

5.2.3

void NNS_SndArcStrmStop( NNSSndStrmHandle* handle, int fadeFrames );

fadeFrames fadeFrames O

5.24

u32 NNS_SndArcStrmGetCurrentPlayingPos( NNSSndStrmHandle* handle );
NNS_SndArcStrmStop

NNS_SndArcStrmStart offset

5.3

5.3.1

53.1.1
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5.3.1.2 DMA

DMA DMA

53.1.3

5.3.14

5.3.2

5.3.3

5.34
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6.1

PM_GoSleepMode

6.1.1

6.1.1.1

6.1.1.2

6.1.1.3

6.1.2

15msec
PM_GoSleepMode
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7.1

NITRO-Composer

7-1
NNS_SndArcPlayer NNS _SndArcStrm
NNS _SndArc ]
{ NNS_SndPlayer L NNS_SndStrm NNS_SndwWaveOut NNS_SndCapture
[ NNS_SndHeap ]
[
-
{ (ARM9)
l
<
{ (ARM?)
NNS_Snd NitroSystem

7.2

NNS_SndPlayer

NNS_SndHa
ndle
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3.5.1

7-1

NNS_SndPlayerStopSeq

NNS_SndPlayerPause

NNS_SndPlayerSetTempoRatio

NNS_SndPlayerSetVolume

NNS_SndPlayerSetTrackVolume

NNS_SndPlayerSetTrackPitch

NNS_SndPlayerSetTrackPan

7.3

7-2

NNS_SndArcPlayer

NNS_SndArcPlayerSetup

NNS_SndArcPlayerStartSeq

NNS_SndArcPlayerStartSegArc

7.4

7-3

NNS_SndArcStrm

NNS_SndArcStrminit

NNS_SndArcStrmStart
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7.5

NNS_SndArcStrmStop

7.6

NNS_SndStrm

NNS_SndStrmlnit

NNS_SndStrmAllocChannel

NNS_SndStrmFreeChannel

NNS_SndStrmSetup

NNS_SndStrmStart

NNS_SndStrmStop

7.7

Arc

7-5

NNS_Snd

NNS_SndArcinit

NNS_SndArcLoadGroup

7-6

NNS_SndHeap

NNS_SndHeapCreate

NNS_SndHeapClear
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NNS_SndHeapSaveState

NNS_SndHeapLoadState

7.8

DS
NNS_SndCapture

7-7

NNS_SndCaptureStartReverb

NNS_SndCaptureStopReverb

NNS_SndCaptureStartEffect

NNS_SndCaptureStopEffect

7.9

NNS_SndWaveOut

7-8

NNS_SndWaveOutAllocChannel

NNS_SndWaveOutStart

NNS_SndWaveOutStop
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