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Synthesis Architecture

For each voiceFor each voice

C1 =  C1 =  ΣΣ  (   ( P1P1voice voice ))

Global for the entire soundGlobal for the entire sound
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Implementation : MMI example
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General Time (ms)
Startup time 10..11 s
MIDI input and MMI update
MIDI in -> event queue 0.023
MIDI in -> synthesis start (i.e. latency - synthesis time) 0.056
Oscillator pitch doubled from MMI -> sound output 7.816
Synthesis of one output buffer CPU (%) Polyphony
1 wavetable particle with stock sawtooth wave 0.062 0.7 94
1 waveshaper particle with Bézier wave 0.120 1.3 48
1 pluck particle 0.075 0.8 77
1 wavetable particle with supersaw 0.143 1.3 41
supersaw synthesized from 7 detuned stock sawtooth waves 0.171 1.6 34
6 - particle FM patch 0.361 2.6 16
Synthesis of one output buffer using Modifiers
1 filtered (24 dB LPF) wavetable particle with sawtooth 0.110 1.1 53
1 wavetable saw particle run through chorus (insert) 0.148 1.4 39
1 wavetable saw particle run through master reverb (send) 0.296 2.5 20
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Evaluation -- Code
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