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Marker Overview

o\What are markers?
o Markers are identifiers that are inserted in a wav file and
used to tag position in the waveform.

o Markers are usually created in a wav editor.

o A few examples are Soundforge, Adobe Audition, or Cue Tool.
e LOgic
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HH waveform B Multitrack lald M

Files =  Favorites

= e Joll
Name T Status Duration Sample Rate  Channels
>+ gdc_particle_synth WAV 0:30.949 48000 Hz Stereo

D)

Media Browser Effects Rack Markers =  Properties

) L.

Name Start 4 End Duration Type
¥ on 0:29.702 0:00.000 Cue
W off 0:29.408 0:00.000 Cue
W PlayParticle2 0:24443 0:00.000 Cue
W PlayParticle2 0:19.551 0:00.000 Cue
W PlayParticle 0:14.698 0:00.000 Cue
¥ PlayParticle 0:09.815 0:00.000 Cue
¥ on 0:09.797 0:00.000 Cue
¥ off 0:09.644 0:00.000 Cue
¥ on 0:09.488 0:00.000 Cue
¥ off 0:09.332 0:00.000 Cue
¥ Oon 0:09.190 0:00.000 Cue
W off 0:09.033 0:00.000 Cue
¥ on 0:08.877 0:00.000 Cue
¥ C_Fade 0:08.558 0:00.000 Cue
¥ D_Fade 0:07.960 0:00.000 Cue
¥ G_Fade 0:07.346 0:00.000 Cue
¥ C_Fade 0:06127 0:00.000 Cue
¥ D_Fade 0:05.512 0:00.000 Cue
¥ G_Fade 0:04887 0:00.000 Cue
¥ C_Fade 0:03.675 0:00.000 Cue
¥ D_Fade 0:03.055 0:00.000 Cue
¥ G_Fade 0:02.440 0:00.000 Cue
¥ C_Fade 0:01.234 0:00.000 Cue

D_Fade 0:00.640 0:00.000 CD Track

¥ G_Fade 0:00.009 0:00.000 Cue
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System.Collections.Generic;

using UnityEngine;

- public class MarkerNotifyMain : MonoBehaviour

i
type
eventName
info
gameObject
= public void Notify(Fabric.EventNotificationType type, string eventName, object info, GameObject gameObject)
{
= if (info != null)
{
= if (type == Fabric.EventNotificationType.OnMarker)
{
Fabric.MarkerNotficationData ¢ = info as Fabric.MarkerNotficationData;
- if {c != null)
{
Debug.Log("Marker: " + c._label);
}
}
}
}
}

MARCH 18-22, 2019 | #GDC19




Switch to next document e;

bl

System.Collections;

lections.Generic;
MarkerNotify : MonoBehaviour {
GameObject gObject:

li
blic GameObject dObject:
blic GameObject cObject:
1
|

Tﬁrﬁﬁw
C

lic ParticleSystem particleOne:
ublic ParticleSystem particleTwo;
private void Start()
{
Invoke("PlayMusic", 5f):
public void Notify(Fabric.EventNotificationType type, string eventName, object info,
{
if (info != null)

f (type == Fabric.EventNotificationType.OnMarker)
Fabric.MarkerNotficationData ¢ = info as Fabric.MarkerNotficationData;
if (c != null)

{
Debug.Log("Marker: " + c._label):;
if(c._label == "G_Fade")
{
gObject.SetActive(true);
dObject.SetActive(false);
cObject.SetActive(false);
}
else if(c._label == "D_Fade")
{
gObject.SetActive(false);
dObject.SetActive(true);
cObject.SetActive(false);
}
1 f (c._label = "C_Fade")
{
gObject.SetActive(false);
dObject.SetActive(false):
cObject.SetActive(true);
}
else if(c._label == "On")
{
gObject.SetActive(true);
dObject.SetActive(true);
cObject.SetActive(true);
}
el f (c._label == "0Off")
{
gObject.SetActive(false);
dObject.SetActive(false);
cObject.SetActive(false);
}
1 f(c._label == "PlayParticle")
{
particleOne.Play();
}
1 f(c._label == "PlayParticle2")
{
particleTwo.Play();
}
}
}
}
}
public void PlayMusic()
{
Fabric.EventManager.Instance.PostEventNotify("music", gameObject, Notify):
}

GameObject gameObject)
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Animations




Animations

e Markers can be used to trigger animations
e Dialog files can be used for lip flap, or gestures
e Music files can inform cinematic moments
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9 waveform B Multitrack d EAM I Default

= Edit Audio to Video Radio Production » O SearchHelp
Files =  Favorites Editor: GDC_RobotAnim_lwav =  Mixer Essential Sound =
== - e e e e e e T e e J& W | s
= ' ’
AL = ST on SempleRete | Chonnels | Bk Depth | Sourcs Fo WBow WRobo_Taunt WRide_The_Bull_01 Whp_strzi® W Whp_upper. @ W Whp_upper @ W Wwin_A
> #+ GDC_RobotAnim_Lwav 027.530 48000Hz  Stereo 24 Waveforr o 20 40 60 80 100 120 140 160 180 i 204 00 240 260 2 n
1 | 1 | 1 | 1 | 1 | 1 | 1 | 1 | 1 | 1} | | 1 | | |
i N :d8
-1
Lo
= )
Media Browser Effects Rack Markers =  Properties
| L. "=
Name Start 4 End Duration Type Description
¥ win_A 0:25312 0:00.000 Cue v
¥ hp_straight_right_A 0:25.009 0:00.000 Cue v
¥ hp_straight_A 0:24576 0:00.000 Cue v |
W hp_upper_right_A 0:23216 0:00.000 Cue v |
¥ ho_hook_left_A 0:22810 0:00.000 Cue v i
¥ hp_straight_right_A 0:22377 0:00.000 Cue v 598
¥ hp_upper_right_A 0:21.029 0:00.000 Cue v ia
¥ ho_hook_left_A 0:20633 0:00.000 Cue v i
W hp_straight_right_A 0:20194 0:00.000 Cue v .
¥ hp_straight_A 0:19.091 0:00.000 Cue v
¥ Ride_The_Bull_01 0:14.689 0:00.000 Cue v
¥ Robo_Taunt 0:05514 0:00.000 Cue v
¥ Bow 0:00205 0:00.000 Cue v
R
. -
History =  Video |
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Levels = Selection/View =
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= System.Collections;
System.Collections.Generic:

using UhityEngine;

- public class MarkerNotifyAnim : MonoBehaviour

{
public Animator anim;
- void Start()
{
Invoke("PlayAudio", 3f);
}
= public void Notify(Fabric.EventNotificationType type, string eventName, object info, GameObject gameObject)
{
- if (info !'= null)
{
- if (type == Fabric.EventNotificationType.OnMarker)
{
Fabric.MarkerNotficationData ¢ = info as Fabric.MarkerNotficationData;
= if (¢ !'= null)
{
Debug.Log("Marker: " + c._label);
anim.Play(c._label);
}
}
}
}
= public veoid PlayAudio()
{
Fabric.EventManager.Instance.PostEventNotify("animAudio", gameObject, Notify);
}
}
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Subtitles




B waveform B Multitrack l BM Default =  Edit Audio to Video Radio Production » O SearchHelp
Files =  Favorites Editor: GDC_RobotSubtitles_1wav =  Mixer Essential Sound =
= +
=W L. m..""""' 'i'" 4o Op |”h P oo ..»" - ”.. - ..,.“ -4 o) oav| §-® “ = No Selection
N: T Status Durati Sai Rate Channels BitDepth Source Fo
ame : oS on mple et e g e W Markers are commonly used for subtitles W The marker nar W Is the string for the subtitle W The subtitles can be used for localization W or for made up languages WLike robot speak W Now you can understand me. W Thank you markers!
>+ GDC_RobotAnim_Lwav 027930 AS000 Hx  Sterwo 24 Waveforr ‘1ms 10 20 30 40 50 60 70 80 90 100 110 120 130 140 50 160 170 0
> 4 GDC_Rob..btitles_1wav 0:17.078 48000 Hz Mono 24 Waveforr 1 | | | 1 | 1 | | | | | | | | | | | | | | | | | | | | | | (|| Sk
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Name Start 4 End Duration Type Description |
W Thank you markers! 0:14929 0:00.000 Cue v [ e
¥ Now you can understand.. 0:12.788 0:00.000 Cue v |
W Like robot speak 0:11443 0:00.000 Cue v B
W Orformade up languages  0:09.370 0:00.000 Cue v E_,24
W The subtitles can be used .. 0:06.408 0:00.000 Cue v .30
| Is the string for the subtitle 0:03.960 0:00.000 Cue v -
¥ The marker name 0:02863 0:00,000 Cue v 'gg
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= System.Collections;

System.Collections.Generic;

using UnityEngine;
using UnityEngine.UI;
- public class MarkerNotifySubtitles : MonoBehaviour
i
public Text text;
- void Start()
{
Invoke("PlayDialog", 3f);
}
= public void Notify(Fabric.EventNotificationType type, string eventName, object info, GameObject gameObject)
{
= if (info != null)
{
- if (type == Fabric.EventNotificationType.OnMarker)
{
Fabric.MarkerNotficationData ¢ = info as Fabric.MarkerNotficationData;
- if (¢ != null)
{
Debug.Log("Marker: " + c._label);
text.text = c._label;
}
}
}
}
- public void PlayDialog()
{
Fabric.EventManager.Instance.PostEventNotify("Subtitle", gameObject, Notify):
}
'
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Modulating SFX




Modulating SFX

Semi-tone by pitch value

-01 =0.9438742
-02 = 0.8908986
-03 = 0.8408963
-04 = 0.7937004
-05=0.7491534
-06 = 0.7071066
-07 = 0.6674197
-08 = 0.6299603
-09 = 0.5946033
-10 = 0.5612308
-11 = 0.5297313
-12 = 0.4999997

+01 = 1.059463
+02 = 1.122462
+03 = 1.189207
+04 = 1.259921
+05 = 1.33484

+06 = 1.414214
+07 = 1.498308
+08 = 1.587402
+09 = 1.681/794
+10=1.7/81798
+11 =1.88775

+12 =2.000001
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Modulating SFX
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5 Waveform [ Multitrack L BN 1 Default =  EditAudio to Video Radio Production » O SearchHelp

Files =  Favorites Editor: MUS_Match3_1lwav =  Mixer Essential Sound =
p +

I B B | L. E I = No Selection

= S Dursti . e y
Name § on Semple Rebw_ | Clesarisls_ | Bk Depth | Soweck o Wstart W G modulation (-3) W D major modulation (+3 from original) ¥ Bb mod [ )
>+ MUS_Match3_Lwav 121334 44100Hz  Stereo 24 Waveforr a\ms 0:050 0:100 0:150 0200 0250 0:300 0:350 0:400 0:450 0:500 0:550 1:000 1050 1100 1150 1200 | @
> ¥+ MUS_Match3_2wav 1:42.193 44100 Hz Stereo 24 Waveforr !\] T T T T O T S B [ | T T Y T I Y TR S B B (| 1 [T [T [T [ [ 1 1 [ [ 1 |B 1 :thH
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¥ End 121334 0:00.000 Cue v

¥ Bbmod 1:16.689 0:00.000 Cue v L3

¥ D major modulation (+3f. 1:05076 0:00.000 Cue v

¥ G modulation (-3) 0:51141 0:00.000 Cue v _1
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Music Transitions
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Events;

public class WwiseMarkerNotify : MonoBehaviour {
public string mostRecentMarker;
AkCallbackManager.EventCallbackPackage wwiseEvent = null;

public void WwiseMusicEvent(string eventName)

{

AkSoundEngine.PostEvent(eventName, gameQObject, (uint)AkCallbackType.AK Marker, MarkerNotify, wwiseEvent);

}

public void MarkerNotify(object obj, AkCallbackType type, object info)

{
AkMarkerCallbackInfo MarkerCallbackInfo = (AkMarkerCallbackInfo)info;
mostRecentMarker = MarkerCallbackInfo.strLabel;
Debug.Log("Most Recent Marker " + mostRecentMarker):

if(mostRecentMarker == "MarkerForAction")

{
}
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Markers can be used for
anything that you can
dream up.
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Thank you!

Questions?



