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Abstract: This paper describes Audio Engine, a new Real-time MIDI/Sound Rendering
Server with network transparency and multi platform support currently under development.
Audio Engine is designed as a part of a MV C architecture-based framework for interactive
music systems. Providing such server software with functions and simple APIs required for
interactive music works, not as a stand-alone application, can be a new aternative for those
composers/researchers of interactive music who are annoyed by a limitation of ready-made

software.
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AEObject * pOSC=AElInterface::createObject(‘ osc~",“ 440" ).
AEODbject *pDAC=AEInterface::createObject(‘ dac~" );
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pOSC->connect(0, pDAC, 0);
pOSC->connect(0, pDAC, 1);
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#include <iostream>
#include <string>
#include “ AudioEnginel ntarface.h”
int main(int argc, char *argq])
//AudioEngine
AElnteface::connect(* 127.0.0.1");
I
AEObject *pNtin = AElnterface::createObject( “ntin”  );
AEODbject *pMtoF = AElnterface::createObject( “mtof” );
AEObject *pOSC = AElInterface::createObject( “osc~" );
AEODbject *pDAC = AElnterface;:createObject( “dac~"  );
I
pNtin  ->connect(1, pMtoF, 0);

pMtoF ->connect(0, pOSC, 0);
pOSC  ->connect(0, pDAC, 0);
pOSC  ->connect(0, pDAC, 1);
/ldsp

AElInterface::startdsp();

cout << *“ dsp
string s;

cn>>s;

/ldsp AudioEngine

AElInterface::stopdsp();
AEInterface::disconnect();

return O;

" << endl;
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