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... so what is sound?
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Let's talk about waves. 
(but not that kind)
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1, 0.97, 0.76, 0.5, 0.2, -0.3, -0.7, -0.85, -1, -0.99, ...



that's number-WAV
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1, 0.97, 0.76, 0.5, 0.2, -0.3, -0.7, -0.85, -1, -0.99, ...

Sample rate: the number of these slices per second

Bit depth: the potential range (resolution) of these numbers
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Many small attempts!
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👍 Copy+paste!
👍 One big file!
👍 No tests!
👍 puts everywhere! 

byebug if it helps!
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okay, great, we have some numbers. 

now what?
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Electron "Gun"

Steering Magnets

The TV 
bit you 

can 
actually 

see.
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5 5 # 5x5 grid 
1 # Max pixel value 
 
# Draw the picture: 
1 0 0 0 1 
1 0 1 1 0 
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# ... and save as 'R.pgm'
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P2 
5 5 # 5x5 grid 
4 # Max pixel value 
 
# Draw the picture: 
0 0 0 0 0 
1 1 1 1 1 
2 2 2 2 2 
3 3 3 3 3 
4 4 4 4 4 
 
# ... and save as 'g.pgm'
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P3 
3 2 # 3x2 grid 
255 # Max pixel value for 
    # each colour 
 
# Draw the picture: 
255   0   0  # red 
  0 255   0  # green 
  0   0 255  # blue 
255 255   0  # yellow 
  0   0   0  # black 
255 255 255  # white
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Read chunk of WAV as numbers

Re-scale WAV numbers (-1 to 1) 
to image numbers (0 to 255)

Add line to 'image' array

Write numbers as image

Assume that most of the chunk is fine.

Look for the lowest number in the rest; 
that's our 'boundary'.

Keep everything left over for next frame.
Chop the garbage off.
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So what's next?



https://boingboing.net/2017/09/05/how-to-decode-the-images-on-th.html
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Fix the weird gradient
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Fix the 'Jitter'
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Wrapping Up
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Sound is a bunch of 
pressure waves. 

How close they are together, 
and how powerful they are, 

changes how it sounds.
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We represent sound to 
computers by chopping 

it into tiny slices, and 
writing down a number 

for each slice.
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Pictures are made on old 
TVs by sweeping an 

electron beam 
around really quickly in a 

grill-like pattern.
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We can represent images to 
computers to making a big grid of 

numbers. 
Each number is a 'brightness' value. 

Groups of numbers instead can 
mean colours and transparency.



@damncabbage

In 1977, humans sent a 
message to outer space. 
An optimistic message, 

showing all the brightness 
and colour of the world.










