AIS CUBE

AUDIO

|THE BLRZINGCORE SERES]

WITH SUPERIOR NUMBER CRUNCHING ABILITIES AND PERIPHERAL HANDLING ON OUR CUSTOM EMBEDDED OS,

RAPID PROTOTYPING IS NOW EASY... AND BLAZING FAST.




AUDIO

BCore provides native support for the VS1053B Audio Module, which is capable of playing .wav and .MP3 files
located in an external Memory Card (MCard/MMC/SD-compatible).

Method Description

W Init Initialises the VS1053B Audio Module

‘W Play Play Specified Audio File

W Stop Sends a Stop command to the Audio Module

¥  Pause Sends a Pause command to the Audio Module

¥ Resume Sends a Resume command to the Audio Module

W State Returns Current State of Audio Module

W volume Set Right/Left Channel Volume Level

% Read Performs a Read operation from the VS1053B chip at the specified address*

W wWrite Performs a Write operation to the VS1053B chip at the specified address*
INIT

Initialises the VS1053B Audio Module
Result = Audio.Init (ByVal DummyValue As Integer) As Integer
*Requires a dummy value for initializing.

Returns:
=  ‘1’if Audio Module is successfully initialised

PLAY

Sends a Pause command to the Audio Module

Result = Audio.Play(ByRef FileName As String, ByVal Mode As Integer, ByVal Speed As Integer)
Integer

FileName: String Variable containing the name of the audio file to play

Mode & Speed;
File Type Mode Speed
Mp3 0 510
Wav 1
Returns:
= ‘1’ if Audio Module is successfully paused the playing of an audio file.
STOP %

Sends a Stop Playing command to the Audio Module

Result = Audio.Stop()As Integer

Returns:
= ‘1’ if Audio Module is successfully stopped the playing of an audio file.

As



PAUSE

Sends a Pause command to the Audio Module

Result = Audio.Pause() As Integer

Returns:
= ‘1’ if Audio Module is successfully paused the playing of an audio file.
RESUME

Resumes a previously paused audio file.
Result = Audio.Resume () As Integer

Returns:
. ‘-1’ if successful

STATE ¢

Returns Current State of Audio Module
Result = Audio.State() As Integer

Returns:
= ‘1" if Audio Module is playing an audio file.
= ‘0’ if Audio Module is not playing an audio file.

VOLUME
Set Right/Left Channel Volume Level

Result = Audio.Volume (ByVal RightVolume As Integer, ByVal LeftVolume As Integer)
Integer

Parameter:

= Volume Level: 0 - 128, with O being the loudest.
Returns:

= ‘1’ if successful

WRITE *
Performs a Write operation to the VS1053B chip at the specified address
*Please refer to the VS1053B datasheet for the list of addresses.

Result = Audio.Write (ByVal Address As Integer, ByVal Value As Integer) As Integer

Returns:
= ‘1’ if successful

READ *
Performs a Read operation from the VS1053B chip at the specified address
*Please refer to the VS1053B datasheet for the list of addresses.

Data = Audio.Read(ByVal Address As Integer) As Integer

Returns:
= Returns Data Value At Specified Address.

As



LATEST DOCUMENTATION

All of our documentations are constantly updated to provide accurate and/or new information that we feel
would help you with developing with our products.

The latest documentation may be obtained from our website: http://www.aiscube.com/main/downloads.html

HOW YOU CAN HELP

You can help us to improve our documentations by emailing to us or posting a thread in our forum, reporting
any mistakes/typos or errata that you might spot while reading our documentation.

Email: TechSupport@aiscube.com
Forum: http://forum.aiscube.com/index.php

DISCLAIMER
All information in this documentation is provided ‘as-is’ without any warranty of any kind.

The products produced by AIS Cube are meant for rapid prototyping and experimental usage; they are not
intended nor designed for implementation in environments that constitute high risk activities.

AIS Cube shall assume no responsibility or liability for any indirect, specific, incidental or consequential
damages arising out of the use of this documentation or product.

COPYRIGHT® 2009 - 2011 AIS CUBE. ALL RIGHTS RESERVED.

ALL PRODUCT AND CORPORATE NAMES APPEARING IN THIS DOCUMENTATION MAY OR MAY NOT BE REGISTERED TRADEMARKS OR
COPYRIGHTS OF THEIR RESPECTIVE COMPANIES, AND ARE ONLY USED FOR IDENTIFICATION OR EXPLANATION FOR THE OWNER’S BENEFIT,
WITH NO INTENT TO INFRINGE.

SONATA IDE AND BLAZINGCORE(BCORE) ARE TRADEMARKS OF AIS CUBE IN SINGAPORE AND/OR OTHER COUNTRIES. ALL IMAGES DEPICTING
THE BLAZINGCORE OR ANY PART OF IT IS COPYRIGHTED.

ALL OTHER TRADEMARKS OR REGISTERED TRADEMARKS ARE THE PROPERTY OF THEIR RESPECTIVE OWNERS.



