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•  �:� äP� �:� Ò o× ²h �K� Ì{Ù �¶Ä

1. m�ì �:� Ò dâ¢ �yI ²¢.
2. ®qì à¥¢ �:� -£Ø äP tW �¶Ä. �:� Ò mQueue� £ äP �¶ÄI m�ë&.
3. £ ¡��r quë ®q� �:� Ò.
4. £ �:� Ò� xë �:� Ò dâ8� �KÔ# ä¤Ø b�.
5. £ ¡��r ®qì �:� à¥¢ �:� à¥ �Ä. 
6. � �:� Ò dâ¢ Ó�(^£Ý '�). £ �� i ¡��r# �:� Ò� qu2 ö ®q |¬ ±� 

DeriveBufferSize íyI Üî �n2&.
7. �:� à¥�r & � ®qì áÕ¢ zreó(¤.{).
8. £ �:� Ò¢ Ðc íyI ëe óÉì <L& Ðc íy� ¦� áÕ¢ �y.
9. VBR �:� -£Ø¤ ��, ®q1� ª# à¥� +ë áÕ tW« b�. 
    CBR �:� -£Ø¤ ��# NULL� ¸V 2&.
10. £ �:� Ò� ¬0 »¤½ �%½I �Ö�# Boolean �.

static const int kNumberBuffers = 3;                              // 1
struct AQPlayerState {
    AudioStreamBasicDescription   mDataFormat;                    // 2
    AudioQueueRef                 mQueue;                         // 3
    AudioQueueBufferRef           mBuffers[kNumberBuffers];       // 4
    AudioFileID                   mAudioFile;                     // 5
    UInt32                        bufferByteSize;                 // 6
    SInt64                        mCurrentPacket;                 // 7
    UInt32                        mNumPacketsToRead;              // 8
    AudioStreamPacketDescription  *mPacketDescs;                  // 9
    bool                          mIsRunning;                     // 10
};
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•  Playback Audio Queue Callback íy s�
   - Declaration for a playback audio queue callback function
        (declared as AudioQueueOutputCallback in the AudioQueue.h header file)

1. hÜ aqData�# �:� Ò o× ²hI )� ª# Ì{Ù �¶Ä ä¤Ø�  ��&.
2. £ Ðc íyI w�ë �:� Ò.
3. Ðc íy# �:� à¥�r ¦� -£ØI inBufferE ½²2 dâE Â�&(®q� �î).

static void HandleOutputBuffer (
! ! void                 *aqData,                 // 1
! ! AudioQueueRef        inAQ,                    // 2
! ! AudioQueueBufferRef  inBuffer                 // 3
)
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•  à¥�r �:� Ò dâE -£Ø ¦�

    - playback audio queue callback¢ Ã ¨Z# �:� à¥�r -£ØI ¦� �:� Ò dâI Â�# ¥. 
      (declared as AudioFileReadPackets function from the AudioFile.h header file)

1. AudioFile.h header file� s�1� ª# AudioFileReadPackets� �:� à¥�r -£ØI §� d
âE �& "# �ì� ë&.

2. ¦� �:� à¥ �Ä.
3. false : -£ØI ¦� < Ë~é½ L>. &| m�ì è�� �� < m�ë&.
4. On output, �:� à¥EkØ ¦� �:� -£Ø¢ ^£Ý y.
5. On output, �:� à¥EkØ ¦� -£ØI �ë áÕ tW« b�. 

      CBR data>V £ ¤«�# NULL£  � �&.
6. &  e ¦� < ¦�� ì Ã áÕ¢ áÕ ¤.{.
7. On input, �:� à¥�r ¦�� ì áÕ¢ �y. On output, }³E ¦� áÕ¢ y.
8. On output, �:� à¥�r ¦� �:� Ò dâE �& "� -£Ø �� ä¤Ø.

AudioFileReadPackets (                              // 1
! ! ! pAqData->mAudioFile,                      // 2
! ! ! false,                                    // 3
! ! ! &numBytesReadFromFile,                    // 4
! ! ! pAqData->mPacketDescs,                    // 5
! ! ! pAqData->mCurrentPacket,                  // 6
! ! ! &numPackets,                              // 7
! ! ! inBuffer->mAudioData                      // 8
);
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•  Audio Queue BufferI Ò� !�
   - �:� à¥�r ¦� -£Ø� Â�¿ �:� Ò dâI ®qéDV �:� Ò� !�� ë&.

1. AudioQueueEnqueueBuffer íy: adds an audio queue buffer to a buffer queue.
2. dâ ÒI w�ë �:� Ò.
3. !� �:� Ò dâ
4. �:� Ò dâ¢ -£Ø ��� ª# áÕ¢ y. CBR data¢ ���# packet description� m�é½ ��\
E 0� ¸V 2&.

5. packet description� m�é# �È �:� -£Ø¤ �� dâ �¢ áÕ8� �ë áÕ tW« b�.

AudioQueueEnqueueBuffer (! ! ! ! ! ! ! ! // 1
! ! pAqData->mQueue,                           // 2
! ! inBuffer,                                  // 3
! ! (pAqData->mPacketDescs ? numPackets : 0),  // 4
! ! pAqData->mPacketDescs                      // 5
);
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•  Audio Queue ²½ |Ô�
   - Ðc íy�r L½M�E î� ì ¥� �:� à¥�r -£ØI & ¦�#½I 	mé� & ¦��V �:
� Ò�� ®q� RÇ>� ½|é# 
£&.

1. AudioFileReadPackets íy� ¦� áÕ¢ y� 0¤½ 	më&.
2. AudioQueueStop : audio queueI ²½|Ô# �$.
3. ²½ì audio queue.
4. audio queueI l0�°�E(asynchronously) ²½|Í>. Ò� ª# X7 dâ� ®q2 ö� ²½4.
5. Ì{Ù �¶Ä� ª# ç?�I vÝé� ®q£ �� � å|ë&.

if (numPackets == 0) {                                  // 1
    AudioQueueStop (                                    // 2
! ! ! pAqData->mQueue,!!                        // 3
! ! ! false               !                     // 4
! );
    pAqData->mIsRunning = false;                        // 5
}
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•  Playback Audio Queue Callback �u d± 1. �:� Ò qu | ¸�, Ì{Ù 
-£Ø. ®qì �:� à¥ �Ä
(AudioFileID Ö©) 9 &�ë 
o× ²hI �� ª&.

2. audio queue� ²½o×V ·G
ë&.

3. ®q à¥EkØ ¦� -£Ø ^£
Ý yI )� fy.

4. numPackets fyI “®q à¥
EkØ ¦� áÕ¢ y”E Æ�ô
ë&.

5. }³E �:� -£Ø� ¦ðµ#
½ 	m. ¦� � ª�V £ p d
âI enqueue ë&. ¦� � �&
V & ¦� 
£\E audio queue
I ²½ë&.

6. audio queue buffer �¶Ä� ¦
� -£Ø ^£Ý yI �D¹&.

7. packet indexI ¼�|Í &  e 
¦� < � &  áÕkØ ¦� y 
ª/F ë&.

static void HandleOutputBuffer (
! ! void                *aqData,
! ! AudioQueueRef       inAQ,
! ! AudioQueueBufferRef inBuffer
) {
    AQPlayerState *pAqData = (AQPlayerState *) aqData;        // 1
    if (pAqData->mIsRunning == 0) return;                     // 2
    UInt32 numBytesReadFromFile;                              // 3
    UInt32 numPackets = pAqData->mNumPacketsToRead;           // 4
    AudioFileReadPackets (
! ! pAqData->mAudioFile,
! ! false,
! ! &numBytesReadFromFile,
! ! pAqData->mPacketDescs, 
! ! pAqData->mCurrentPacket,
! ! &numPackets,
! ! inBuffer->mAudioData 
! );
    if (numPackets > 0) {                                     // 5
        inBuffer->mAudioDataByteSize = numBytesReadFromFile;  // 6
!    AudioQueueEnqueueBuffer ( 
! ! pAqData->mQueue,
! ! inBuffer,
! ! (pAqData->mPacketDescs ? numPackets : 0),
! ! pAqData->mPacketDescs
!    );
        pAqData->mCurrentPacket += numPackets;                // 7 
    } else {
        AudioQueueStop (

! pAqData->mQueue,
! ! ! false
!    );
        pAqData->mIsRunning = false; 
    }
}
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•  To specify a size for the audio queue buffers
1. L!L s) R� 

AudioStreamBasicDescription 
fk
2. a;�� ^� L!L }Z �XwI �� ne m� 
~u t�.

3. l �RW L!L s 4� t�.
4. On output, 0Xz �RW � L!L s 4�W t
�.

5. On output, playback audio queue callback �@) 
� 5 �o� "+� [GF � L!L �Xw ~u 
�@.

6. L!L s 4� t�W upper bound(byte �R). J
�<� 320 KB Y�, X� �$ 96kHz' :�*� 
24 bit Ay&L 8Q  5l 7%X�.

7. L!L s 4� t�W lower bound(byte �R). J
�<� 16 KB' ?|�.

8. ~u � �&\ @� �e�G ^� L!L �Xw �
-Y 
P L!L s 4� t�) �9��..

9. ~u � �&\ @� �e�G ^j EU L!L �X
w �-Y 
P, m� ~u t�N dI ?|�� 
upper bound) �1T' audio queue buffer size
) Sn��.

10.�9� 4� t�� upper bound 6� t. upper 
bound' ?|��. ne m� ~u t� 6� p� 
fe��.

11.�9� 4� t�� lower bound 6�� _T. 
lower bound' fe��.

12.r3 �@ �o � 5 � L!L }ZI< [GF � 
~uW �@) �9��.

void DeriveBufferSize (
! ! AudioStreamBasicDescription &ASBDesc,                     // 1
! ! UInt32                      maxPacketSize,                // 2
! ! Float64                     seconds,                      // 3
! ! UInt32                      *outBufferSize,               // 4
! ! UInt32                      *outNumPacketsToRead          // 5
) {
    static const int maxBufferSize = 0x50000;                       // 6
    static const int minBufferSize = 0x4000;                        // 7
!
    if (ASBDesc.mFramesPerPacket != 0) {                            // 8
        Float64 numPacketsForTime =
! ! ASBDesc.mSampleRate / ASBDesc.mFramesPerPacket * seconds;
        *outBufferSize = numPacketsForTime * maxPacketSize;
    } else {                                                        // 9
        *outBufferSize =
! ! maxBufferSize > maxPacketSize ?
! !    maxBufferSize : maxPacketSize;
    }
!
    if (                                                            // 10
        *outBufferSize > maxBufferSize &&
        *outBufferSize > maxPacketSize
! ! )
        *outBufferSize = maxBufferSize;
    else {                                                          // 11
        if (*outBufferSize < minBufferSize)
            *outBufferSize = minBufferSize;
    }
!
    *outNumPacketsToRead = *outBufferSize / maxPacketSize;          // 12
}
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•  Obtaining a CFURL Object for an Audio File
   - ®qì �:� à¥� �ë CFURL �ÄI �s ��� ë&.
      CFURL �Ä� ª�� � &  '��r à¥� �æì y ª� <[£&.

1. CFURLCreateFromFileSystemRepresentation íy: CFURL.h header file� s�1� ª�U, filePath 
¤«E ¸�¿ [«�� î*é# CFURL �ÄI quë&.

2. Uses NULL (or kCFAllocatorDefault) to use the current default memory allocator.
3. CFURL �ÄE fõé� �é# à¥ |{Û �EW. filePath # m�«EkØ ��V 2&.
4. filePath [«�¢ �£.
5. false : filePath# :CØK� �% à¥� ¢]í.

CFURLRef audioFileURL =
CFURLCreateFromFileSystemRepresentation (                    // 1

! ! ! ! ! NULL,                                           // 2
! ! ! (const UInt8 *) filePath,                       // 3

! ! ! ! ! strlen (filePath),                              // 4
! ! ! ! ! false                                           // 5
! ! );
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•  Opening an Audio File

1. AQPlayerState Ì{Ù �¶Ä fy qu. �:� à¥� �æéV `� 1# �:� à¥ �Ä
(AudioFileID Ö©)I £ Ì{Ù �¶Ä¢ Td� ¯­î5V ãé&.

2. AudioFileOpenURL íy: AudioFile.h header file� ²¢1� ª�U ®qì à¥� �æì < m�.
3. ®qì à¥ £J URL.
4. �æ2 à¥� �ì �ë� t²ë&. ��r# “¦�” �ë� t²í. à¥ �K«¢ File Access 

Permission Constants enumeration� hV &H �ë t²8� j y ª&.
5. An optional file type hint. ��r 0 � £ �$� m�é½ � � ¢].
6. On output, �æ2 �:� à¥ �ÄI ¯­ì ä¤Ø. ��r# Ì{Ù �¶Ä¢ mAudioFile è6¨.
7. CFURL �ÄI _õé� SXK �lI M#&.

AQPlayerState aqData;                                     // 1

OSStatus result =
AudioFileOpenURL (                                     // 2

! ! ! audioFileURL,                                   // 3
! ! ! fsRdPerm,                                       // 4
! ! ! 0,                                              // 5
! ! ! &aqData.mAudioFile                              // 6
! ! ! );

CFRelease (audioFileURL);                                 // 7
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•  Obtaining a File’s Audio Data Format
   

1. �:� à¥�� �:� -£Ø äP� �D (># À¢I ¸V 
�I  �¸#- � 
�I `� �¶Ä¢ 
Ó�I ½²ë&.

2. AudioFileGetProperty íy: AudioFile.h header file� s�1� ª�U, �:� à¥¢ Þu �8�  
� ¹&.

3. AudioFileID Ö©¢ �:� à¥ �Ä. £ à¥� ª# �:� -£Ø äP� �� �&# ¢].
4. �:� -£Ø äP �� �� �&# 
� �Ö�# property ID.
5. On input, AudioStreamBasicDescription �¶Ä¢ Ó�I ¹&. £ �¶Ä�# �:� à¥¢ -£Ø ä
P£ 8� ª&. On output, }³ Ó�¤- g ¢]# �&.

6. On output, �:� à¥�r �� �:� -£Ø äP£ AudioStreamBasicDescription �¶Ä ò×E 
 � �&. ��r# £A� �� �:� -£Ø äP� �»� �:� Ò�� °�é� �î Ì{Ù �¶Ä� 
¯­é� ª&.

UInt32 dataFormatSize = sizeof (aqData.mDataFormat);          // 1

AudioFileGetProperty (                                        // 2
! ! ! aqData.mAudioFile,                                  // 3

! ! kAudioFilePropertyDataFormat,                       // 4
! ! ! &dataFormatSize,                                    // 5
! ! ! &aqData.mDataFormat                                 // 6
);
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•  Creating a playback audio queue
   - AudioQueueNewOutput íy: Ì{Ù �¶Ä� Ðc íy, �:� -£Ø äP 9� £�é� ®q� �:� 
ÒI quë&.

AudioQueueNewOutput (                                          // 1
! ! ! &aqData.mDataFormat,                             // 2

! ! HandleOutputBuffer,                              // 3
! ! ! &aqData,                                         // 4
! ! ! CFRunLoopGetCurrent(),                           // 5
! ! ! kCFRunLoopCommonModes,                           // 6
! ! ! 0,                                               // 7
! ! ! &aqData.mQueue                                   // 8
);

1. AudioQueueNewOutput íy: ®q� �:� Ò ë �I pE quë&.
2. £ �:� Ò� ®qéD# à¥¢ �:� -£Ø äP� �Dº.
3. £ �:� Ò ®q | m�ì Ðc íy. 
4. ®q� �:� ÒI �ë Ì{Ù �¶Ä. 
5. ñ®¢ }ï [O. £ [O o�r £ �:� Ò� ®q3 
¨.
6. Ðc íy� óÉ3 run loop mode. Normally, use the kCFRunLoopCommonModes constant.
7. Reserved. Must be 0.
8. On output, pE qu2 ®q� �:� ÒI  � `� fy.
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•  Setting Buffer Size and Number of Packets to Read
- � �:� Ò dâ¢ ^£Ý '� Ó�I ����,

   Ðc íy ë e óÉ * ¦�� ì áÕ¢ �yI ���&
1. AudioFileGetProperty �@: L!L }Z {
> i je� {> �V �	 h�. 

2. L!L }Z �k (AudioFileID v]) 
3. “6@cT' �9� ~u t�W upper 

bound”) H� R� {> ID.
4. On output, �	 2U {> �W �X.
5. On output, �	 2U “6@cT' �9� ~u 
t�W upper bound” �. 0Xz �R.

6. DeriveBufferSize �@: 4� t�N, r3 �
@ �o  � 5 � [GF � ~uW �@) =e�
�.

7. L!L �Xw �- 
fk. 
8. #Y 5I< 
� “ne m� ~u t�”.
9. � L!L s 4�� �� ^GF � L!L �X
w �X(l �R). 0.5l e�� c���.

10.On output, � L!L s 4�W �X(0Xz �
R). pAx 
fkI b`�G �iI 8O��.

11.On output, r3 �@ � 5 � [GF � ~uW 
�@. X �� KB pAx 
fkI b`�G �
O��.

UInt32 maxPacketSize;
UInt32 propertySize = sizeof (maxPacketSize);
AudioFileGetProperty (                        // 1
! ! aqData.mAudioFile,                     // 2
! ! kAudioFilePropertyPacketSizeUpperBound,// 3
! ! &propertySize,                         // 4
! ! &maxPacketSize                         // 5
);

DeriveBufferSize (                           // 6
! ! aqData.mDataFormat,                   // 7
! ! maxPacketSize,                        // 8
! ! 0.5,                                  // 9
! ! &aqData.bufferByteSize,               // 10
! ! &aqData.mNumPacketsToRead             // 11
);



iPhone Application }ï ÷J Playback Audio Queue dâ Ó�� áÕ �y ����

•  Allocating Memory for a Packet Descriptions Array
- VBR� ®qéDV áÕ tW« b�� ¦�� í. £I �î SXK ì*� é«. 

1. �:� à¥ -£Ø äP£ VBR ¤½ CBR ¤½ 	më&. VBR -£Ø>V bytes-per-packet =# frames-
per-packet » é�# �f£�� é\E 0 £�� ë&. �:� Ò Ì{Ù �¶Ä� ª#  
AudioStreamBasicDescription �¶ÄI hV � y ª&.

2. VBR -£ØI )� ª# �:� à¥� +îr áÕ tW« b� SXKI ì*ë&. Ðc íy ë e * ¦�
� é# �:� -£Ø áÕ �yI £�éV � Ó�I � y ª&. 

3. PCM �� CBR -£ØI )� ª# �:� à¥� áÕ tW« b�� m�é½ �#&.

bool isFormatVBR = (                                       // 1
! ! aqData.mDataFormat.mBytesPerPacket == 0 ||
! ! aqData.mDataFormat.mFramesPerPacket == 0
);

if (isFormatVBR) {                                         // 2
    aqData.mPacketDescs =
!    (AudioStreamPacketDescription*) malloc (
! ! ! aqData.mNumPacketsToRead * sizeof (AudioStreamPacketDescription)
!    );
} else {                                                   // 3
    aqData.mPacketDescs = NULL;
}
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•  BÎ; | N¾ ÑÔI !�&V ®q |�/ ¦�r �:� Ò�� ±(î� ë&.

1. N¾ ÑÔ -£Ø¢ Ç² Ó�I t².

3. AudioFileGetPropertyInfo :  
AudioFile.h header file� ²¢1� ª
 . Þu �¢ Ó�I �#&.

5. The property ID representing an audio 
file’s magic cookie data.

6. On input, N¾ ÑÔ -£Ø¢ Ç² Ó�. 
On output, }³ Ó�.

7. Uses NULL to indicate that you don’t 
care about the read/write access for the 
property.

8. £ �:� à¥£ N¾ ÑÔI �½� ª&
V, SXKI ì*é� �´ �&..

9. AudioFileGetProperty íy: 
AudioFile.h header file� ²¢1� ª
 . ½²2 Þu �� �:� à¥�r �´ 
�&. ��r# �:� à¥¢ N¾ ÑÔ �
� �´ �&.

UInt32 cookieSize = sizeof (UInt32);             // 1
bool couldNotGetProperty =                       // 2

AudioFileGetPropertyInfo (                  // 3
! ! aqData.mAudioFile,                      // 4
! ! kAudioFilePropertyMagicCookieData,      // 5
! ! &cookieSize,                            // 6
! ! NULL                                    // 7
! );

if (!couldNotGetProperty && cookieSize) {       // 8
    char* magicCookie =
!    (char *) malloc (cookieSize);
!
    AudioFileGetProperty (                      // 9
! ! aqData.mAudioFile,                     // 10
! ! kAudioFilePropertyMagicCookieData,     // 11
! ! &cookieSize,                           // 12
! ! magicCookie                            // 13
! );
!
    AudioQueueSetProperty (                     // 14
! ! aqData.mQueue,                         // 15
! ! kAudioQueueProperty_MagicCookie,       // 16
! ! magicCookie,                           // 17
! ! cookieSize                             // 18

);
!
    free (magicCookie);                        // 19
}
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13. On output, the audio file’s magic cookie.
14.  AudioQueueSetProperty íy: ½²2 
Þu �� �:� Ò� t²ë&. ��r# �:
� à¥�r ¦� � N¾ ÑÔ �� �+E t²
é� ª&.

UInt32 cookieSize = sizeof (UInt32);             // 1
bool couldNotGetProperty =                       // 2
AudioFileGetPropertyInfo (                  !   // 3
! ! aqData.mAudioFile,                      // 4
! ! kAudioFilePropertyMagicCookieData,      // 5
! ! &cookieSize,                            // 6
! ! NULL                                    // 7
! );

if (!couldNotGetProperty && cookieSize) {       // 8
    char* magicCookie =
!    (char *) malloc (cookieSize);
!
    AudioFileGetProperty (                      // 9
! ! aqData.mAudioFile,                     // 10
! ! kAudioFilePropertyMagicCookieData,     // 11
! ! &cookieSize,                           // 12
! ! magicCookie                            // 13
! );
!
    AudioQueueSetProperty (                     // 14
! ! aqData.mQueue,                         // 15
! ! kAudioQueueProperty_MagicCookie,       // 16
! ! magicCookie,                           // 17
! ! cookieSize                             // 18
);
!
    free (magicCookie);                        // 19
}
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•  Allocating and priming audio queue buffers for playback
   - a� quë �:� Ò�� �:� Ò dâ8� ¹lé>� ½|é�, ¹l2 dâI Ðc��  � ®q� |
¬ë&.

1. Sets the packet index to 0, so that when the audio queue callback starts filling buffers (step 7) it starts 
at the beginning of the audio file.

2. Allocates and primes a set of audio queue buffers. 
3. The AudioQueueAllocateBuffer function creates an audio queue buffer by allocating memory for it.
4. The audio queue that is allocating the audio queue buffer.
5. The size, in bytes, for the new audio queue buffer.
6. On output, adds the new audio queue buffer to the mBuffers array in the custom structure.
7. The HandleOutputBuffer function is the playback audio queue callback you wrote. 
8. The custom structure for the audio queue.
9. The audio queue whose callback you’re invoking.
10.The audio queue buffer that you’re passing to the audio queue callback.

aqData.mCurrentPacket = 0;                                         // 1

for (int i = 0; i < kNumberBuffers; ++i) {                         // 2
    AudioQueueAllocateBuffer (                                     // 3
! ! ! ! aqData.mQueue,                                    // 4
! ! ! ! aqData.bufferByteSize,                            // 5
! ! ! ! &aqData.mBuffers[i]                               // 6
! );
!
    HandleOutputBuffer (                                           // 7
! ! ! ! &aqData,                                          // 8
! ! ! ! aqData.mQueue,                                    // 9
! ! ! ! aqData.mBuffers[i]                                // 10
! );
}



iPhone Application }ï ÷J Set an Audio Queue’s Playback Gain

•  ®q� |¬é� ±�, audio queue parameter mechanism� Üî ®q  @� 
   ½²î� ë&.

1. Sets a gain to use with the audio queue, between 0 (for silence) and 1 (for unity gain).
2. The AudioQueueSetParameter function sets the value of a parameter for an audio queue.
3. The audio queue that you are setting a parameter on.
4. The ID of the parameter you are setting. The kAudioQueueParam_Volume constant lets you 

set an audio queue’s gain.
5. The gain setting that you are applying to the audio queue.

Float32 gain = 1.0;                                                // 1
// Optionally, allow user to override gain setting here

AudioQueueSetParameter (                                           // 2
! ! ! aqData.mQueue,                                        // 3
! ! ! kAudioQueueParam_Volume,                              // 4
! ! ! gain                                                  // 5
);

iPhone Application }ï ÷J Start and Run and Audio Queue

• ½��½ �:� à¥ ®q� �ë m± ¹l ¬�� LÅ&. £³ ®q� |¬é�, 
®q run loop� �½é# ¬�� î¹&.

1. Sets a flag in the custom structure to indicate 
that the audio queue is running.

2. The AudioQueueStart function starts the 
audio queue, on its own thread.

3. The audio queue to start.
4. Uses NULL to indicate that the audio queue 

should start playing immediately.
5. Polls the custom structure’s mIsRunning field 

regularly to check if the audio queue has 
stopped.

6. CFRunLoopRunInMode �@: L!L s A& 
) ���� ^� run loop) C���.

7. Uses the default mode for the run loop.
8. run loopW C� B�V 0.25 l' =e.
9. false : X run loop� 0.25l �D Md� C�
�GF, �V W/.

10.L!L s� ej� �I� X run loop) g �
� C�Bq �a a; iX� L!L s 4�� 
C�V ���( S���.

aqData.mIsRunning = true;            // 1

AudioQueueStart (                    // 2
! ! aqData.mQueue,                // 3
! ! NULL                          // 4
! ! );

do {                                 // 5
    CFRunLoopRunInMode (             // 6
! ! kCFRunLoopDefaultMode,        // 7
! ! 0.25,                         // 8
! ! false                         // 9
! );
} while (aqData.mIsRunning);

CFRunLoopRunInMode (                // 10
! ! kCFRunLoopDefaultMode,
! ! 1,
! ! false
);



•  When you’re finished with recording, dispose of the audio queue and close the audio file.

• 

iPhone Application }ï ÷J Clean Up After Playing

1. The AudioQueueDispose function disposes of the audio queue and all of its resources, including its 
buffers.

2. The audio queue you want to dispose of.
3. Use true to dispose of the audio queue synchronously.
4. Closes the audio file that was played. The AudioFileClose function is declared in the AudioFile.h 

header file.
5. Releases the memory that was used to hold the packet descriptions.

AudioQueueDispose (                            // 1
! ! aqData.mQueue,                         // 2
! ! true                                   // 3
);

AudioFileClose (aqData.mAudioFile);            // 4

free (aqData.mPacketDescs);                    // 5


