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Psx has "BRR"-Bit-Rate Reduction system which compresses PCM data at about 7:1.


Software should support music branching.


Allow more than one piece of music per mission.


Music and SFX played at the same time.


A system like "Pathfinder" would be useful, although the user front-end could be improved.


WCIV PC system sub-divides PCM data into "chunks" to allow regular high-latency loads into memory.


MIDI is not suitable because of the vast differences between the quality of samples on different sound cards (PC).


Win '95 and Direct Sound will be exploited (PC).


Aim for 16-bit stereo inflight music (PC).


Can we continue to play spaceflight music while communications (for example) are running ?


Some comms video could have in-built audio, while others could be mixed in realtime from a choice of, say, 5 audio tracks (PC ?).


Timing of the start of the Comms should not cause music to "skip a beat".


Look into file streaming on PSX (see pci & axel).


