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The System Implementation
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ABSTRACT

The MP3 is derived from the MPEG format which is considered to be the best multimedia video
processing technique. MP3 is a sound compaction format which tries to maintain CD quality. In general based
on MP3 appear on the surround sound effect make use of an MP3+AMP chip. In this paper, to realize more
an excellent surround sound effect, we did compare a MP3 chip and 3D sound chip by the design and
manufacture. As a result of simulation, surround stereo 3D sound of manufacture product show more an

excellent than surround sound of existing product.
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. 3S Around Sound
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