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Abstract
This report explains the implementation, design and testing of the core function-
alities of Shazam. Shazam identi�es songs by capturing short audio segments and
matches them against a sizeable database. The program is coded in Python and
with MySQL for the database. To perform tests, both audio �les and a microphone
are used to catch the samples of the songs. The results of the project are deemed
successful as it can detect songs from a 10 second sample of a song. In conclusion,
the project demonstrates a strong foundation to continue developing the project to
simulate Shazam.
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1
Introduction

1.1 Background
In 2002, Shazam was created [1] allowing users to identify music with their mo-
bile phone, even in noisy environments. Back then, before smartphones, Shazam
worked by dialing the number 2580 and letting it observe and obtain a sample of
the song during approximately 15 seconds. Consequently, it searches for a match
in the database and would then send a SMS back with the name of the artist and
album.

Nowadays, with the use of smartphones, Shazam has been turned into an app and
has over 1 billion users and a database with over 10 million songs [2].

1.2 Purpose
This project delves into the realm of audio processing and pattern recognition used in
Shazam. It involves simulating the functionality of Shazam. Shazam employs acous-
tic �ngerprinting techniques to recognize songs based on short audio clips.

The primary objective of this project is to develop a software simulation that em-
ulates the core functionalities of Shazam. This implies implementing algorithms for
audio �ngerprinting, time-frequency analysis, and matching techniques. The simu-
lation should be capable of identifying songs from partial audio samples (around 5
to 10 seconds).

It would be highly bene�cial to implement a database system to store and retrieve
audio �ngerprints e�ciently.
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1. Introduction

1.3 Objective
The objectives of the project are:

ˆ Read an audio �le of a song.

ˆ Process the audio �le, retaining only necessary information to minimize data
usage.

ˆ Implement �ngerprinting to �nd a unique representation for each song.

� Develop an e�cient method for searching and storing �ngerprints.

� Generate �ngerprints for the songs.

ˆ Create a database and store the �ngerprints.

ˆ Develop a function to compare and score the similarity of �ngerprints.

The following �gure shows the system overview of the project.

Figure 1.1: System overview.

1.4 Delimitations
This project have some delimitations due to di�erent circumstances. The program
that will be created will not have its main focus on to optimise the project's time
performance. Due to time constraints, the emphasis will be on creating the core
functionalities. Additionally, the project will have a smaller size database compared
to the original Shazam since it is a signi�cantly amount data to be stored on a
laptop.
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