InstrumentPanel

- chooserDirectory:File

+InstrumentPanel( engine:RiffEngine ) +refresh() - instrumentButtonClicked( evt:ActionEvent )

InstrumentPanel.InstrumentButton

- instrument:int

+InstrumentButton( inst:int ) +getInstrument():int

InstrumentPanel.InstrumentPanelActionListener

+actionPerformed( evt:ActionEvent )

RhythmEvent

#startPosition:int #volume:float #audioData:AudioData

+RhythmEvent( position:int, vol:float, data:AudioData ) +getData( rhythmPlace:int, tempo:int ):float[] +setAudioData( data:AudioData ) +getVolume():float +setVolume( newVolume:float ) #samplesIn16th( tempo:int ):int

RhythmGridPanel

+RhythmGridPanel( engine:RiffEngine ) +refresh()

RhythmGridPanel.BeatButtonActionListener

+actionPerformed( evt:ActionEvent )

RhythmGridPanel.BeatButton

- row:int - column:int - value:float - VALUE_DECREMENT:float

#BeatButton( x:int, y:int ) +beatButtonClicked() - setValue( inputValue:float )

RiffDesigner

+main( args:String[] )

RiffDesignerFrame

+RiffDesignerFrame( engine:RiffEngine ) +refreshAll()

RiffEngine

+INSTRUMENT_COUNT:int +BEAT_COUNT:int #line:SourceDataLine #rhythmPlace:int #stopped:boolean

+RiffEngine() +run() +get16thOfFloatData( rhythmposition:int, tempo:int, vol:float ):float[] +startPlayback() +stopPlayback() +getTempo():int +setTempo( newTempo:int ) +getVolume():float +setVolume( volume:float ) +getAudioData( instIdx:int ):AudioData +getRhythmEvent( inst:int, best:int ):RhythmEvent +setInstrument( instIdx:int, file:File ) +getInstrumentName( instIdx:int ):String +getRiffName():String +setRiffState( newState:RiffState ) +save( file:File ) +load( fileName:String ) +exportWav( file:File ) +getBarOfFloatData( desiredTempo:int, desiredVolume:int ):float[] +getBarOfBlankData( desiredTempo:int ):float[]

RiffState

#riffName:String #tempo:int #masterVolume:float

+RiffState() +getRhythmEvent( i:int, j:int ):RhythmEvent +getRiffName():String +setRiffName( name:String ) +getTempo():int +setTempo( newTempo:int ) +getVolume():float +setVolume( volume:float ) +getInstrumentName( instIdx:int ):String +setInstrumentName( instIdx:int, name:String ) +getAudioData( instIdx:int ):AudioData +setAudioData( instIdx:int, inputAudioData:AudioData )

RiffState.InstrumentState

#name:String

+InstrumentState() +getName():String +setName( inputName:String ) +getAudioData():AudioData +setAudioData( inputAudioData:AudioData ) +getRhythmEvent( i:int ):RhythmEvent

AudioData

+format:AudioFormat #data:float[] - twoToThe15thPower:float - twoToTheNegative7thPower:float - twoToTheNegative15thPower:float

+AudioData( file:File ) +getData( start:int, end:int, volume:float ):float[] +getNumberOfSamples():int +convertFloatToByte( input:float[] ):byte[] #convertByteToFloat( input:byte[], inputFormat:AudioFormat ):float[] #convert22To44( input:float[] ):float[] #convertMonoToStereo( input:float[] ):float[] #quantize16( sample:float ):int

ToolBar

- playButton:JButton - saveButton:JButton - loadButton:JButton - wavButton:JButton - tempoSlide:JSlider - volumeSlide:JSlider - defaultDirectory:File

+ToolBar( guiMan:RiffDesignerFrame, engine:RiffEngine ) - playButtonMouseClicked( evt:ActionEvent ) - saveButtonMouseClicked( evt:ActionEvent ) - loadButtonMouseClicked( evt:ActionEvent ) - wavButtonMouseClicked( evt:ActionEvent ) - tempoSliderChanged( evt:ChangeEvent ) - volumeSliderChanged( evt:ChangeEvent ) +refresh()

ToolBar.ToolBarActionListener

+actionPerformed( evt:ActionEvent ) +stateChanged( evt:ChangeEvent )

musicsequencer.designer

musicsequencer.util

CustomFileFilter

#extension:String

+CustomFileFilter( extens:String ) +accept( f:File ):boolean +getDescription():String

1

1

80

1

1

8*16

1

1

1

1

8

16 1