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05	  Create an On Enter Frame. This is a loop that calls 
the mixer function, which calculates sound spectrum. Now to 
make the function called ‘mixer’. Firstly we need to clear any 
graphics that have been drawn in the equalizer MovieClip, then 
we set the lineStyle for the graphic equalizer bar. This 
animation will be made up of 256 tiny rectangles, so here we 
have a line thickness of 0 and a solid white colour.

04	  Now it’s time to write the script that will import your song and control the 
parts of the ghetto blaster. On the top level of the Flash file, create a new layer called 
‘actions’ and make a byteArray, which is the way to deal with the binary data of the 
computeSpectrum data. Then create a sound object called ‘song’, which points to your 
song or sound file. Rename your song/sound file as ‘song.mp3’ and put it in the same 
directory as your Flash file. Next we start playing the song. I’ve set it to loop 100 times.

10	  The final step is to add a small bounce to the ghetto 
blaster. In the ‘for’ loop, we alter the y position of the ghetto by 
creating a negative number. This is done by taking the ‘level’ 
value, multiplying it by 10 and converting that value to a 
negative. This example can be taken further if you want, for 
instance, to make the controls of the ghetto blaster live or have 
them affect the sound.

08	  To create the equalizer, we 
use the drawing API to create 256 1x1px 
squares. These are positioned along the 
X axis in 1-pixel increments. To position 
them on the Y axis, create a variable 
called ‘ypos’. The value of this is 
determined by the ‘level’ value, which is 
a number between -1 and 1. We multiply 
the ‘level’ by 30 too, so that the distance 
each block travels is more visible. Then 
add 50 to that (50 is half of the 100-pixel 
equalizer height).

07	  There are 512 pieces of sound data at our disposal: 
256 for the left channel and 256 for the right. As it’s not critical 
in this example to access all of this information, we’re going to 
concentrate on the data from the left channel. To access this 
data, create a ‘for’ loop, which loops 256 times. Each time it 
loops we get the sound data by using the readFloat method.

09	  Now the graphic equalizer is ready, we can add the animation to the 
speakers. Create a function called ‘speakerBoom’. Each time this function is called, it 
loops four times and alters the X and Y scale of each of the speakers. To set up the 
scale, we take the ‘level’ value, divide it by 5 then add 1. You can play around with the 
size the speakers expand to by altering the 5 value.

06	  We now call the 
computeSpectrum property and pass it 
our byteArray. The computeSpectrum is 
a method of the SoundMixer class. As 
we’re constantly calling the mixer 
function, the byteArray is continuously 
being populated with the song 
waveform data. This data takes the form 
of Float values from -1 to 1. It’s this 
value we use to create the animation, 
and we refer to it by the variable ‘level’.
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