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*Application: ASMApp (CAE-ASM V1.0 reference software)*
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[bookmark: _Toc237785168]What this application does

CAE-ASM lets you build and manage spatial - audio scenes -. You work with two kinds of thing:

· Audio Objects (AUO) – an individual sound (from a file or the microphone), together with a position in space, a time span, and an acoustic profile.
· Scenes (ASD) – an arrangement of one or more Audio Objects around a listener, which can then be delivered (saved to a file or played through the speakers with spatial panning).

The application has two windows that work together:

· Objects – create and edit individual Audio Objects.
· Scenes – assemble objects into a scene and deliver it.

You can keep both open at once and switch between them with the Show Scenes Window / Show Objects Window button at the bottom of each.

Everything you create is stored automatically and persists between sessions – close the application, reopen it, and your Objects and Scenes are still there. Files are kept under D:\AI\Assets.

[bookmark: _Toc237785169]Key idea: nothing is overwritten but versioned

CAE-ASM never changes an item in place. Every edit produces a new version with a new identifier, and the previous version is left untouched. For example, editing AUO000007 produces a new AUO000008 – the original still exists, but can be deleted.

This has two practical consequences you will see throughout:

· After you save an edit, the list shows a new identifier, and the item you started from is still present.
· Because old versions and their links are preserved, deleting an item checks whether anything still refers to it (see §5.4).

Identifiers are type-prefixed and sequential: Audio Objects are AUOnnnnnn, Scenes are ASDnnnnnn.

[bookmark: _Toc237785170]Getting started

1. Launch the application with ASMApp.bat (in D:\AI\MPAIApps\ASMApp\).
2. Two windows open: Objects and Scenes.
3. Each window has, from top to bottom: a row of action buttons, a set of numeric fields, a canvas (the spatial view), and the item lists at the bottom (with a Refresh button).

The canvas is a top-down map of space. The hint line above it reads: Click empty space to aim; drag the dot to move it; right-click it to edit Z/time.

[bookmark: _Toc237785171]The Objects window

Title bar: ASMApp – Objects (AUO editing).

[bookmark: _Toc237785172]The button rows

Acq/Deliver
· From File – create a new Audio Object from a .wav file on disk.
· From Mic – start recording from the microphone; the button changes to Stop; click again to finish, and the recording becomes a new Audio Object.
· To File – deliver the selected Object to a .wav file (choose the destination).
· To Speaker – play the selected Object through the speakers.

Edit
· Stage Edit – take the current field values (position, time, acoustic profile) and stage them as a pending edit to the selected Object. Nothing is saved yet.
· Discard Edit – throw away the staged edit.

Repository
· Save Changes – commit the staged edit, producing a new version of the Object.
· Discard Changes – throw away the staged edit (same as Discard Edit).
· Delete – delete the selected Object (see §5.4).
· Info – show the selected Object's provenance (see §5.5).

[bookmark: _Toc237785173]The numeric fields

· Position (X, Y, Z) – where the Object sits in space, in metres, each from −50 to 50.
· t (s) – the Object's start and end time in seconds.
· AcousticProfile Hz/LUFS – minimum and maximum frequency (Hz) and loudness (LUFS).

[bookmark: _Toc237785174]Placing an Object on the canvas

When you select an Object, its current position appears as a single dot, and the fields fill in to match. You can:
· Click empty space to aim (sets X/Y),
· Drag the dot to move it,
· Right-click the dot to edit its Z and time in a small dialog.

Each of these updates the fields; then Stage Edit and Save Changes to commit.

[bookmark: _Toc237785175]Typical workflow – create and place an object

1. From File (or From Mic) → a new AUO appears in the list.
2. Select it; set Position, t (s), and AcousticProfile (or click/drag on the canvas).
3. Stage Edit → the pending change is shown on the canvas.
4. Save Changes → a new version is created and selected.
5. To Speaker to hear it, or To File to export.

[bookmark: _Toc237785176]Shared features (both windows)

[bookmark: _Toc237785177]The item lists and Refresh

Each window lists the items it manages (Objects in the Objects window; Objects and Scenes in the Scenes window). The Refresh button re-reads the store – useful after creating items in the other window.

[bookmark: _Toc237785178]Selecting an item

Click an identifier in a list to select it. Most actions (To File, To Speaker, Delete, Info, editing) act on the currently selected item; if nothing is selected you'll be prompted to select one first.

[bookmark: _Toc237785179]Switching windows

Show Scenes Window / Show Objects Window brings the other window to the front.

[bookmark: _Toc237785180]Delete – with reference safety

Delete removes the selected item, but protects you from breaking a scene that still uses an object:

 If the item is not referenced by anything, it is deleted immediately.
 If it is referenced (e.g. an Object that appears in one or more Scenes), a confirmation dialog appears listing exactly what refers to it – for example: AUO000007 is referenced by: ASD000002, ASD000005. Delete AUO000007 together with those 2 referencing item(s)?
   No – nothing is deleted.
   Yes – the item and those referencing items are deleted together (one level).

The outcome is recorded internally. Deletion removes the item together with its internal reference bookkeeping.

[bookmark: _Toc237785181]Info – provenance

Info reports the framework-stamped provenance of the selected item: who created the most recent version and when. This information is recorded automatically at save time and cannot be altered by the user – it reads, for example: StoredBy = CAEASM, RequestedBy = ASMAppDesktopUA, StoredAt = 2026-08-13 18:22:07 UTC.

[bookmark: _Toc237785182]The Scenes window

Title bar: ASMApp – Scenes (ASD editing / AED creation).

A scene is built as a draft on the canvas (a working arrangement of objects and the listener) and then saved as a Scene (`ASD`).

[bookmark: _Toc237785183]The button rows

Scene/Edit
 Load Scene – load the selected Scene onto the canvas as a draft you can modify.
 Add to Draft – add the selected Object (from the Objects list) to the current draft, at the current position.
 Discard Draft – clear the working draft without saving.
 Save Scene – commit the current draft as a new Scene version.

Canvas
 Clear Canvas – clear the draft from the canvas (same effect as Discard Draft).
 Move Selected – move the most recently placed item in the draft to the current position.

Deliver
 To File – deliver the selected Scene to a file, with spatial panning applied.
 To Speaker – play the selected Scene through the speakers, with spatial panning.
 Delete – delete the selected Scene (see §5.4).
 Info – show the selected Scene's provenance (see §5.5).

[bookmark: _Toc237785184]The listener

The scene includes a Listener marker on the canvas. Drag it to set where the listener stands; panning on delivery is computed relative to the listener's position.

[bookmark: _Toc237785185]Typical workflow – build and deliver a scene

1. In the Objects window, create the Objects you want.
2. Switch to Scenes; Refresh so the new Objects appear in the Objects list.
3. Select an Object → Add to Draft → it appears on the canvas. Repeat for more Objects. Drag them (and the Listener) to arrange the scene; Move Selected to reposition the lastplaced item.
4. Save Scene → a new `ASD` is created.
5. To Speaker to audition the panned scene, or To File to export it.

To revise a scene later: Load Scene, change the arrangement, Save Scene (a new version is produced; the previous one is preserved).

[bookmark: _Toc237785186]7. Frequently asked questions

Why did a new identifier appear after I saved?
Because CAE-ASM versions every change (see §2). Your edit created a new version; the previous one is still in the list.

I can't delete an Object.
It is probably used by a Scene. Delete shows which Scene(s) reference it and offers to delete them together, or you can remove it from those Scenes first (§5.4).

Where are my Objects and Scenes stored?
Under D:\AI\Assets, automatically, and they persist across sessions.

The Objects list in the Scenes window is empty / stale.
Press Refresh – it re-reads the store after you've created items elsewhere.

Appendix A – Action-to-storage reference (for developers)

CAE-ASM stores everything through the six MPAI-AIF Shared Storage primitives (Put, Get, Delete, List, Exists, GetKeyInfo). The user never calls these directly; each UI action maps to them as follows.

	 UI action 
	 Storage primitive(s) 

	 Opening a window / Refresh 
	 List("AUO"), List("ASD") 

	 From File / From Mic (create Object) 
	 Put (object + counter + reference keys), guarded by Exists 

	 Selecting an item; To File / To Speaker; Load Scene 
	 Exists + Get (item and its children) 

	 Save Changes / Save Scene 
	 Put (new versioned key) + Put (reference keys), guarded by Exists/Get 

	 Delete 
	 List("refby:…") to find referrers, then Delete (item + its ref:/refby: keys) 

	 Info 
	 GetKeyInfo (provenance: StoredBy, RequestedBy, StoredAt) 



Notes:
· Versioning is a key-naming convention, not a storage feature: each version is its own key; an edit is a fresh Put, never an overwrite.
· References are stored as ref:{from}:{to} and mirror refby:{to}:{from} keys; the Delete reference-check reads the refby: keys.
· Provenance (GetKeyInfo) is stamped by the framework at each Put and is read-only.
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