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Audio Data APl

https://wiki.mozilla.org/Audio_Data AP| |




var audioElement = new Audio();
audioElement.mozSetup(2, 44100);

function play() {
audioElement.mozWriteAudio(
[6.3, 0.3, 0.4, 06.4...])
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Compatibility

800

« => C |® chromium.googlecode.com /svn/trunk/samples /audio/spe

[ web Audio aPI ® \'_'.

W3C Working Draft

1.2. Modular Houting
1.3. AP| Qverview

2. Conformance
3. Terminology and Algorithms
4, The Audio API
4.1. The AudioContext Interface
4.2 The AudioNode Interface
4.2.1. Attributes
4.2.2. Methods and Parameters

4.3. The AudioSourceMNode Interface

4.4, The AudioDestinationNode Interface
4.5. The AudioParam Interface

4.6. The AudioGain Interface

4.7. The AudioGainNode Interface

4.8. The DelayNode Interface

4.9. The AudioBuffer Interface

4,10. The AudioBufferSourceMNode Interface

4.11. The MediaElementAudioSourceNode Interface

4.12. The JavaScriptAudioNode Interface

4.13. The AudioProcessingEvent Interface
4.14. The AudioPannerNode Interface

4.15. The Audiolistener Interface

4.16. The ConvolverNode Interface

4.17. The RealtimeAnalyserNode Interface
4.18. The AudioChannelSplitter Interface
4.19. The AudioChannelMerger Interface

5. Integration with the audio and video element
6. Mixer Gain Structure
7. Dynamic Lifetime
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w () JSNES: A JavaScript NES emul % '\ - )

: « > C l@l benfirshman.com/projects/jsnes/ ﬁ‘ a A,
Z BEN FIRSHMAN.COM
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[ Super Mario Bros. I-G-]

[pause j I: restart j [enable sound j [ zoom in j
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dynamicaudio.|s

https://github.com/bfirsh/dynamicaudio.js
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