Puncning Up the Juice With
Proactive Audio

Eric Robinson
| ead Programmer - Designer
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Visual Aural

Camera Shake ‘

R Hover/Focus Music

Hit React @

Tweening [ In j [ Out j [ In/Out ]

Sound Effects

Particles
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Proactive Audio




Proactive Audio

Audio e > Game Logic

Audio-driven game events
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Game-driven audio events




Game Logic
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Game-driven audio events
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Proactive Audio lechnigques

Music Powered Animations

Audio Timeline Events

Speaker Effects
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deltaTime In seconds
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How |0:

Authoring

Start

Tick/Update

Viusic Powered Animations

Get music BPM!

Play Music!
musicTime = MusicPlayer.GetMusicTime(); // In Seconds
beatTime = musicTime * (BPM / 60); // To Beats

UpdateAnimations(lastBeatTime - beatTime); // Pump animations

lastBeatTime = beatTime; // Prep next frame

Uy
SONIC SN BLOOM




Quick Note!

offset = 0.75

1) anim.Play(offsetTime)

2) anim.Play(beatTime - Floor(beatTime))
3) anim.Play(1.75 - 1)

4) anim.Play(@.75)
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Audio IS a [Imeline

P

Beat drop at 35.82s




Your Friend Audacity

-30 0 30 1:30 2:00 2:30 3:00

1:00 3:30 4:00 4:3

x The Begnni w| 1.0
Stereo, 48000Hz
32-bit fioat 0.5-
Mute o0lo
_ + | 0.C
B (5 P
- " 1-0.5-
-1.0
1.0
0.5-
0.C
-0.5-
- -1.0

/ 'Iection Start: Sy  End o Length Audio Position:

(g 00h01m06.149 53 00h00m00.0005% 00 hOOmMO0.000 s~

§ Project Rate (Hz): Snap To:

= 48000 Off




How 1o: Audio Timeline Events

Authoring Note times of interest along timeline!

Start Play Audio!
audioTime = AudioPlayer.GetAudioTime(); // In Seconds
eventTime = audioEvents[nextEventIndex]; // In Seconds
: .  Time S= :
Tick/Update zf (audioTime eventTime)
DoSomethingAwesome();
nextEventIndex++;
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Score

10,323,218,400

1-Up 1-Up 1-Up




Tap Into Audio Data
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How To: Speaker Effects

Authoring Get Audio!

Start Play Audio!

sample = AudioPlayer.GetlLatestSample();
Tick/Update speakerScale = 1 + (sample * 0.15); // Scale *15%.

SetScale(speakerScale);
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Wrap It Up
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Midaleware can help! ™

Runtime Edit Time
e Visualizer Studio  Koreographer®
e Audio Visualizer  Dark ACE

e Beat Detection




Questions?

Eric Robinson
Twitter: @ericrobinson
Email: eric@sonicbloomgames.com

Sonic Bloom

Twitter: @sncblm
Web: www.sonicbloomgames.com




1T hanks!

Eric Robinson
Twitter: @ericrobinson
Email: eric@sonicbloomgames.com
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Twitter: @sncblm
Web: www.sonicbloomgames.com




