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Proposal on Sound Reproduction Technique of Electric Guitar Using
Evolutionary Computation

DaicHI ARIYAMAT?

DaicHr Anpof!

SHINICHI KASAHARAT!

Abstract: Various elements are included in making of sound of electric guitar, and combination becomes
huge amount. Therefore it is difficult to find combination of correct answers in many cases when we want
to reproduce sound of famous guitarist. In this research, We develop VST plug-in with parameter stimation
using genetic algorithm and aim at development of sound reproduction system which is free from machine
parts and environmental limitation. In addition, I consider an effective factor for sound reproduction through

development.
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Fig. 1 Circuit diagram of electric guitar, effector and amplifier.
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02 VSTOOOOODODOOOOOOOOOOOOOOoOoOo [2]
Fig. 2 Example of a multi effector that is implemented in VST
plug-ins.
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Fig. 3 Process of sound reproduction.
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