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Download Wwise

Empowers the audio community

Wwise Integrations for Unity and Unreal Engine can be downloaded and installed directly from the
'wise Launcher.

2. {#iHOSIz X > TWindows ¥ 7z 1ZMach 4 7' a2 v #3# L . Download
Wwise launcher+ % > %227V v 7 L £7,
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i+ Wwise Launcher

First, install Wwise on your system.

! Install Wwise mra wrmmme Install another version

- PROJECTS WWISE UNITY UNREAL ENGINE SAMPLES 0 -
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Hello, let's get started!
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A PROJECTS WWISE UNITY UNREAL ENGINE SAMPLES e - e Registered Wwise User ~
Select your packages and deployment platforms
Packages @ Deployment Platforms
* Authoring Android
Authoring (Debug) 2 Apple
SDK (C++) Linux
Offline Documentation > Microsoft
Source Code > Nintendo
> Samples > Sony

> [ Additional Plug-ins SelectAll  Select None

Select Al Select Mone

Target Directory

C:\Program Files (x86)\Audiokinetic\Wwise

Total download size: MB
Total install size: MB
Free space on GB

¥ Install Cancel

Ka—2DETHL v A H3Cube”s — LIZFEDWT W 5 DT, Samplesiif TiE
RY 2T CubeZz & TL X0,

’3 el
Deployment Platformstifli, &2 TDA 7> a VBRI N Ti
WIREETY, RKa—RI2H7h, VI—RAFPEDTTv 74—
L% ZCERT Z2MEIRH D FRAN, SHBOTUY 2T b D
72DIBMT 7y P 74— A VA= L TEBLZILEDHTE

£,

6. Samplesfii % §53% L TCube (Demo)%:#ER L ¢, Installz 7V v 7 L 7,




WwiseZ 4 Y A F—)L L, Ly AVOHNRZUEfT 3

A PROJECTS WWISE UNITY UNREAL ENGINE SAMPLES e ~ e Registered Wwise User ~

WWISE
Select your packages and deployment platforms

Deployment Platforms

Packages @
¥ Authoring Android

Authoring (Debug) > U Apple
SDIK (C++) Linux
Offline Documentation > Microsoft
Source Code > Nintendo

v = Samples > Seny

Game Simulator (Luz] Select All  Select None

Whwise Project Adventure
LIMBO (Demo)

¥l Cube (Demo)
Sample Project

> = Additional Plug-ins

Select Al Select Mone

Target Directory

C:\Program Files (xB6)\Audiokinetic\Wwise

Total download size: MB
Total install size: MB
Free space on [
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) PROJECTS WWISE UNITY UNREAL ENGINE SAMPLES o - e Registered Wwise User «

VERSIONS INSTALLED =-

Launch Wwise (64-bit) | ~ || @~ - -

Install operation completed successfully.
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“ Home Share

View
“— v A <« Local Disk (C) » Program Files (x86) » Audiokinetic » WwiseZ™ =
Type Mame
st Quick access
File folder cube
Desktoy
= P File folder cube_source
‘ Downloads File folder Win32
[&] Documents File folder WWiSE'TD1I%
& Pictures File folder WwiseProjec
D Music || PNG File Cube
1§ Videos L] JSON File sample json
[&] PDF File Wwise_Cube_en
¢@ OneDrive
[ This PC
¥ MNetwork

gitems 1 item selected
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» Cube »
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m Videos

f@ OneDrive

1 This PC
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Share

« Audiokinetic » Wwise
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v
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View
» Cube » Wwise-101 »
Mame

Lesson 1
Lesson 2
Lesson 3
Lesson 4
Lesson 5
Lesson 6

Lesson 7

Type

File folder
File folder
File folder
File folder

File folder

File folder
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v 0

v O Search Cube
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1. Wwise Launcher7” 7V 7 —< a VIZRE D, Samples? 7 %3EK L TRun
Cuber v %7V 7 LET,

2+ Wwise Launcher - [u] x
L ) Projects Wwise Unity Unreal Engine 0 - (& Update Launcher Now Signin

Samples

Versions:| Wwise —_—

Cube
Afull open-source game with C++ source code, Wwise project, and companion documentation.
Run{%ube = | View Documentation (EN) =

Install more samples by modifying the installation.

Modify Wwise i —o ==

Cube” — LA DSEEN T 22, Windows7 7 4 77 4 — 371 75 LD —¥
BxZ7uy 7 LEBOBHNPERINIDD LILEFYA, ZHUILy AV 1
IA4 9 PAT—=F -FALYADPSY T Y FANTEONETH, IDCube 7 €D
v by —=27dEERMEHT 5206 CT7T, Windowsll CABREDS 71 v 7 Sz
WEkIHIZT B ENEBETT,

2. Windowst ¥ 2V 57 4 & 4 v FOBRERRINGEICIZ, Allow
Accessz 27 Vv 7 LT,

o T ey S —
¢ Windows Security

@ Windows Firewall has blocked some features of this program

Windows Firewall has blocked some features of cube on all public and private networks.

@ Name: cube|
Publisher: Unkmown
Path: g T N NN . Ay B

LN S R, N

Allow cube to communicate on these networks:
[¥] Private networks, such as my home or work network

[7] Public networks, such as those in airports and coffee shops (not recommended
because these networks often have litle or no security)

What are the risks of allowing & program through a firewall?

I @Alnwamth [ Cancel
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unknown command: gamma

init: localconnect

read map packages\base\metl3.cgz (0 milliseconds)
Cyclops by metislime

game mode is ffa/default
5_

env 78396
fps 61

® 100 B350 |

75— DEEICIZFPSE# D X — R —Ficksarybto— L z2HHLET, K
Fa—FYTPNICBVT, HATHEHSZZWVEEIZUTOMEY T

« W = HifiE
© S = ikt

© A = fEPATIEE)
« D= G E)
¢« AR=ZA =V xS
KDY v U = FE
37— EHLT VAL, vay PAVEHEMLTATII W,

HEATHL E, BTV AHITIO= T 7L > TREDE DL D050
¥9, Sav b UERWTLE, ZOFWETEEIZ, Sav by oL
DHIENICE L 2 EDE C A 728, BAEINIEICR R 24 —T 4 Ay —>
ERDET, FILEBT74—FNv 70EPFT, ¥—L2BHEDORELD
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Cube 7T EDEIEIZEN/-6, —HFX —LZ KT3I TLEIY,

4. ¥9Escape X —%2M L <, RHIXF—CLETCA=Z2—%2BEBHTEZEZIH
5. quit ZER L CTenterz i L £ 7,

[ main menu ]

load map..
singleplayer..
multiplayer..
tweaking..
editing..
about..

quit

CubeZb ALV RICT S

Wwise-101a—2DHWIZ, ¥—2o%2H A L v 2 () OREN S, 5ERICY
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7 v § 7 #—2LhMachH:Windows2>Z Lk - T, soundbanks 7 # V¥ HNIZH 5 7 +
WP 3, BHUChH 297 FA v T 7L —varvz—-HeETHRdT %1

X, B DT TV b7 4 —=bDT7 ANFTICAS>TREZETOaAYyT I Z2HIRT
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1. Windows(%, Program Fil es (x86)/ Audi oki neti c/ Wi se
2016. X. X. xxxx/ Cube/ cube Zfi & £ 9, Maci, Applications/
Audi oki netic/ Wiv se 2016. x. x. xxxx/ Cube/ cube & £,

v = | Windows - [m] x
Home  Share )
« « 4 ||« Local Disk (C:) » Program Files (x86) » Audickinetic + Wwise 2016, » Cube » cube + soundbanks + Windows v B | SearchWi. p
Name - Type
# Quick access
| TITT00993.wem WEM File Z191KB
@ OneDrive | DCP_the_core.bnk ENE File 2,580 KB
[ This PC | DCP_the_core Text Document
| Intt.bnk BNEK File
¥ Network | Init Text Document
| Main.bnk I,} BNK File
= Main Text Document 18 KB
__| Music.bnk BNK File
| Music Text Document 12 KB
=| Plugininfo XML Document KB
=] Soundbanksinfo XML Document 45 KB
Titems 11 items selected 38.9MB | E
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VRERHAALBRICEEL., BT TE-0DELA LY —RA 7 7ANEEALEY T
7 ANT =PRI E T,

1. Wwise Launcher7” 7V 7 —3 3 ¢, Wwised 7 Z#EH L TWwise7” 7°V
r—yavEiEL 9,

Wwise Project Launcher3#dd L, fIHAIEEZ2Wwise 7R Y = 7 b BIRR I
£,

Project Launcher

ZITHANLETuY 7 PO, HYERZDa V2 —F —TfroTW»
27y 27 FEICXDEFL £9, BHRN TR, M FRINELE
Ao GRIDTF—=ZATE, ZOLy AVHIZHI LW R =7 28D 6K
T 57D T508IIHD FHEA,

2. Project Launcher® /£ Fic®H 3 Newz 27 ) v 7 L £7,
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TAXTEy P RRFET G ZEEL £, WwisellFET 2o+ 7' a
Y7V ky M, FzvIe—00H5TDRY 7 ARINLEYE—F
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3. Name 7 + —)L FTiZWwise Project Lesson 1 L AJJLE§, »r—2av
7A—NVFOHEILH B )X E2 IV 7L, HxlzDWwise-101 7 415
ZEHE. Lesson 1 7 # V¥ %& R L £ 7,

New Project R

MName: Wiwise Project Lesson 1

Location: C:\Program Files (x86)AudiokineticiWwise =T =""\Cube\Wwise-101\Wwis.. .
Criginal files: Use default Originals

Project folder:

Platforms: Platform

Windows Windows®

Import assets to Type

oject: —
i Auro Headphone Presets

iZotope Impulse Responses, Presets
McDSP FutzBox Presets
SoundSeed Air Samples

Synth One Samples

Select All Select Mone

Cancel
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723Y: \ Docunent s\ VWi sePr oj ect\ Wi se Lessons\ Lesson
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Ry 2 P74 THEHEHL w325 TT,
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New Project

Name: Whwise Project Lesson 1

Location: C:\Program Files (x86)\Audiokinetici\Wwise = NCubelWwise-101\Wwis. ..
Original files: Use default Originals directary

‘roject folder:

Platforms: Platfor! Add Platform _ti-:-ru-;

Windaoy . -
Base Platform | Mac®

Override Default Name

QK h Cancel

MclisP Futzbiox Hresets
SoundSeed Air Samples
Synth One Samples

Select all Select Mone
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MName: Whwise Project Lesson 1
Location: C:\Program Files (x86)\Audiokinetic\Wwise = \CubelWwise-101\Wwis. ..
Original files: Use default Criginals directory
Project folder:
Platforms: Flatform Base Platform Pending Actions

Windows Windows® Add
Mac Mac® Add

Import assets to | pceet Group

Type

Auro Headphaone Presets

iZotope Impulse Responses, Presets
McDSP FutzBox Presets

SoundSeed Air Samples

Synth One Samples

Select all Select Mone

0K * Cancel

5. WwiseSHi L w7 Y =7 F 74 V¥ —%2ENLFT 58, £DDRMEEZEL
T, TNDGET T 5 &, Wwise License Manager” 4 >~ F 7235 &, Wwise
BEIZA7NVRTEB L TWa 2 EZ2RTHHBIERINET, ZOFF747T
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DEDR200fICIRE I N T AR, IEXT7 Ay AREEBVIEZH D
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licensing/faq/. 2D L v A ¥ D TSoundBankiZ DWW T O Z 28 Z L A3
TEFE T, WwiseDFZEHHMIZIZA N 74 7Tt T 2 <7Y) 7Tt
T,
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License Manager 13

Lo

Import License...  Paste from dipboard

Mo valid icense key found. Wwise will un in Trial mode,
The Trial mode restricts the SoundBank content to 200 media assets
Wwise in Trial mode cannot be used for Commencial purposes.

on or purchase a Commercial License
ited Commercial License to deploy your commercial project using under 500 media assets
- Royalty-Based License.

For more details, please visit: http://www audiokinetic com./prcing

6. License Manager 7 A ~ K7 C, Closez 7 Vv 7 L %7,

WwiseDY 7 b7 27 A v —7 2 —AZHAZ ENTEET,
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21



LYRAV 1 A9 PRI —F -HALUVADLSEY TV A

BFOE2—PFELET, THEIETELILLANEEAD, N6 TARTO
E a2 —2SWwise TR O ZH ) 2 RS 2 2 L IBMHATIIH D A, H
B Wwiselz F— A DEMRA v A N—CHIISNETE, ~ATINSTNTD
Ea—%f) 2 LIEENTT, AV N—ZZNZNOMEYEHH D, Wwise
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Playing Cube /HE 22 L TL FE v,
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T Profiler N F&
Project Explorer Soundﬂarkﬂ\ Fr

Audio Events Soun Mixer

m = Schematic

= B Master-Mixer Interactive Music
2 (N Default Worl

= @ Actor-Mixer H
M Default v Game Object Profiler

[+] M Factory ¢ .
- M Factory < " | Warn When Modifying Docked Layout
+1

B [ (M Factory £ Reset Factory Layouts...
= @ Interactive Music nierarciy

Dynamic Dialegue

(M Default Work Unit

ProfilerL 4 77 F 3FERINET, ZDLA T PO 2a—ZHHL T, ¥—
LPTHERINDE Ay =PI OoOWTERZMERL, vy F Py ron
74— VAICOVWCDFMZE =Y —FT 5 B8 TEET,

Project Edit Views Layouts Aud|
Winidows Englsh {US) (Referenc: ~1.. oo:oo:0o000 [T T

Caplure Log

Ao Theaad CPU

“Command Queue Siza

Comamand Quese Used

Loaded Banks (Memory)

Loudness Momentary/Syne Gr... -
Sy Gro..,

mber of Fade Transitions
Mamber of Preparcd Everts -
Maumber of Registered Objects -
Mamber of State Transtions
Nusmbes of Stresns.

Mumber of Streams (Active)

s e o Vi Dbl

T=LThokoN T 2EHR2ZFRT 57201, £ hoCapture Log ¥ 2 —
ZEALEY, COBRICT 7R T 2701 Ny 7777 FTREL
T3 CubeTEICWwiseZ Bt 2 8 23H D £ 7,

4. Y — ) X"—DRemotez 7V v 7 LE7,
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Follow Capture Time Remote.. Mot connected

\ Global | | Current Selection

Advanced Profier Connect to Remote Platform

Game-defined Sends Memaory Streams

: Mame
Voices Graph
Game Object

Filter:

Remote Connections 74 ¥ F U2 E, %y F7—7 EOWwisetr 7 >~ F
TP vEFEHL, Wwise L OMEERER T — L2 EfTLTwbarvEa—%
(B—=ANDavEar—=—F%2&L) DY) AIDPERINET,

" Remote Connections E-

Platform Base Platform

capture on connect

5 YA Mo EBflivwoaryva—4%2ERLConnect. 2 7Yy 7 LET,

74 ¥ FOHEHL. Start capture on connect DF = v 7 X v 7 AR X
NTWb7D, V=N N—DCapture R ¥ YIRS %D, AT VT =08 & %
ER

¥r7Fr—tid, La—FT4 77X TLIALL)EERLTED,
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Audic  Windows Help

Stop Capture Follow Capture Time

Last property changed:

Wwise Object: Mame

Description Wiwise Ohject Game Chject Scope

6. Cube 7EICHED, —Erav M AhrviELET,
7. WwiselZJRD . Capture Log# HL.% 7,

Captrue Logt 2 —"C, Cube?5Wwiselly a v b A Vv 2B S5 HEEZ D0
K ODDERBIFENTVL 2 I L RMERT LI ENTEET,

Capture Log
Filter... Save Log... biect: Name

Timestamp Type

00:00:32.640  Error Event ID not found Local Player Game Object
00:00:32.640 Error Failed posting event: Fire_s. ..

=R L T AREETIE, —EDOWwises s X —¥ — 2t ¢
ho HW®D Capture Log [EMZMEATEL6, ¥—2o LERz2UI2 X HICL
TLEZ W,

8. Disconnectz 7V v 7 L ¥7,

Remote... |Disconpect| Connected to b

= Global | | Current Selection

Advanced Profiler

v 7F v =R Ly 7L, Wwised 7 —2L0ERSUIMSNE T, 2L T
PR ST Z R T 2 2 LS TEET,

FREINTLAERHRIZ. =I9—Z2RLTED, WwiselZZITH->7 XA v —
ZEDXIICNET 202 TWERA, Game Calls TNHDRX vy b —
Iy — L a— LV I TE D, A REEHOa - Y =3
2 030D ET, a—NOFEMICEL TR THERII LN TEL LD, 5l
7 —DillE X DFEL K AN ENRH D 7,

9. Descriptionfiid ~y ¥ —ZHMIC F 7 v 7§52 LI2ED, 57— RXyvk—3
RS ENTEET,
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Capturs Log 7 X

Filter... Save log...  Filter: Wwise Object: Name

Timestamp Type Description :}Irjléﬂdwise Object Game Object Sal

00:00:32,640 Error Event ID not found Local Player
00:00:32.640 Error Failed posting event: Fire_shotgun_Flayer

Description™V 7D X v —IlF, A XV P EMFENE T, 4 XV M iFWwise
Feha—LDO—FETHH., Y=Ly ryhRWwisedr —F 4 A1 v Ik
D, ZT—LTHHLBERI 572 2R LET, L DEA. 4 XY P2 Wwise
ISELNDGG. YUY R I A—Fskdicfibnih, 7uT 1 —%
ZEHLZED, LY 7Y FOELRZ LD LET, A XV MTIFZDOHE
2l g 27 OICHMBIEESNE T, ZOT—ATE, 7V Y =23 avy
kA AT ORI BEANT 23 IS H 2 B 4 Rk 44Fire_shotgun_Player?s
LGZohTwxd,

Local Player% BHit 9" % Game Objectfifinsd 2 Z LI B & 9, 2,

F—=LDEDYNIRL A v =B AT ST 202 HMEICL £5, 4
ZIWE, F=opizyay PAVEEBELTWE XY 779 —0MEEFHET 5 &
LEd, ¥—2zuvovid, BRIV F2EDXF v 5378 —06f7H) RED
ZEUNH 268235 D £, HlZIE, 50mEffneEy Ay =B ay bAHV
EESTELGAE, OV TV RIE, EASAVRESE-ERERLTHoTIEAED £
Hho AL TIE, Ly AY 4: 4Ry POMER CHMZERT EMNTE
I

3, WwiseZZSZ DA Ry k2o TR Z1T ) REDDVOD 6 R WIREETT,
Sho ZOMER IR L 7,

ARV NDERK

F— LTI STEHRETICA —F 4 TOMEBBREIZ R 20 HNERA, 70
752 —IE FOWwiselfMB i Z 572D A v —SZ{EA L7075 0a—F%
BIMLTWET, CORAv =3 —La— L EWEINET, ¥Y—Lba—Liky
VINE Ay =T, Tvav b AHUDBRELINELL) EBATHWET, LL
o, FRIZIETFAILFUN—DXFINE LTEONET, TDXAvE—
WA =T 4 AL VIBbbd e, =2 =T 4 ATV A F—DERE L - EHWH
D ET,

FIRMICEventZ B L T, A>T 3% —24 a— )L Z2Wwised33ZITEL 3 L 9
T AMERHDET, Y=L VI VT T4 ALV vDF v v FR—)

DEIBRLDTT, FT—orzrvP ooz R—nid7r —2oa—)L L
N, ARV FIWwise TTHA v ENFTXr—La— LV E2RITWNET-0DF 7 27
FTd, BEAZ LR, ZNFNDF — L 32— )LIEWwise TRZITI S 7 ICFH U 4
BIDARY PRI B E W) 2 ETT,

1. A4 v A =a2—75Layout > Designerz &R, & L { IZF5%2 L £ 7,
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Project Edit Views [Layouts| Audio Windows Help

Windows® Eng |7 Designe F5
Profiler Fo
Project Explarer SoundBank Fr
Audio Events Soun Mixer F8
Schematic Fa

2. 78z 2 A 70 —5—Fa2—7T, Event¥ 7227V v 7 L £7,

Fe NIVl b 3WwiseSHIF T 34 Ry ¥ —4 2—)VIiZEvent
77D £T,

Project Edit Views Layouts Audic Windows Help

Windows & English (US) (Reference) Start Capture Follow Capture Time

® Last property changed:
() Default Work Unit - Folder Property Editor

Audic Events SoundBank: Game Syncs Shnn Mame Motes

\
= B Master-Mixer Hierarchy
) Default Work Unit
= @ Actor-Mixer Hierarchy
™ Default Work Uni
=
Air Objects

1 One
Hierarchy
™ Default Work Unit

7uY 7 b7 A 7a—5—0DEvents¥ 7 ClE. Events & &HifHT 5 17

74—t ZoHizDefault Work UnitE "IN 24 7Y =7 b 3dh D) £

9, Work unitsigWwiseDFERE L 72 ) £9°, Work unitsig 7u ¥ = 7 + DRl
k7 arvPnL Ay MBELZEHRZNELTEY, 7ny 7 28
T 2DICRITEE £7,

%L DT —LTIiE, HZLDODARPERENT —2DZNETND A=V 2 3HEL &
To PIZE, 12D F =L ITRTORGOT V¥ F2HLL, &) F -4
TYEZLV MYV RZEYLET, 2OPFUATIE, ZRLZENDF—A4iF
WwiseDa v —ZiEdT2 2 itk HID YT/ A XY F23H bwork
unitZfER 2 2 B TEET, Ty sy arvokiic, F—ATHELRTAX
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TOEZLZELAL O, HEOwork unitsz 1> 70y 7 MZHET 5 2
EMWTEET,

Work unitsiZgWwised 70 ¥ = 7 FREEARNIC/ER X 1172 XML
77 A4IILTT,

Project Edit Views Layouts Audio Windows Help
Windows® English {(US) (Reference) Start Capture Follow Capture Time
®
Work Unit - Folder Property Editor

Audioc Events SoundBanks Game Syncs  Sh

fault Work Unit
Dialogue
t Work Unit

-vents
(M Default Work Unit
~namic Dialogr~

Wwise TE T 2 2TObDIF, A7V 27 F EMIENE T, HEWVEEE

720uDTTN, TOL Yy AVDRYTHHALEZY =207 A4 7 LICBEE# L %

=LA77 PHIEBERALZWVEIIZLTLEZ Vv, WwiseDA{ ¥ —
T72—ALEDA T 27 MiE, NZWUADOT A arTERRAINE T, 20fEE
UELDA TS 27 b BHFEL, ZNFNUIWwiseTED X H Ity 7 v F21E
BLaybua—nLd5202RETE212— 7 BB EZRIELET, 27027
MIBEENICHEAE L. EEwork unitsiZBEE O BAICME L £9., ELE2HE
BTBLUyADEHIC, TNoDA T 27 MIFERANEGZT SV 7r—> a3 v
T2 Z L DTE AEHEAT, M, 2L T2V A 7477wy
TAHAZENTEET, 22 TlE. Default Work UnitHIc12oD A4 Ry 4 7

Pl bR LET, 20U, CubeTEDF — LUy U6k 50T K
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Windows® English (US) (Reference) Start Capture Follow Capture Time
Last property changed:

M Default Work Unit - Folder Property Editor

Audio Events SoundBanks Game Syncs Shnn Mame Notes

M CME

& @ Events
(M| Default Work Unit

& @ Dynan logue h.
™ Default Wark Unit

A7 FNERINSE, P2 P ATO—F7—DT7 A 2 N—
MERIN, BIRINA TP 27 MIHAT A ENTEALL TP 27D
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= # Dynamic Dialogue
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7. Audio File ImporterCAdd Files# 7 V) v 7 L £7,
Audio File Importer 21

Import Mode:

Audio file destination

Object destination ®

Add Files..k Add Folders...

Template match mode:  Match &

Create new objects

Import as:

Import Tab Delimited. ..

Sound 5FX

Template

Cancel

Import

AVR=FPLZEVT PANVETTES =T 5T EHNTE SExplorer” 4 » F

VDB E ET,

8. Wwise-101DLesson 27 # V¥ %[ & £9, Lesson 27 # )L ¥ dAudio files#
Bl Z. Shotgun PumpZiEHR L., Openz 27V v 7 L ¥7,

56



L v A 2: Soundscape®D FH A ~

™ Open X
- v A ||« Audiokinetic > Wwise 2097 2055 5 Cube » Wwise-101 » Lesson2 » Audio files for Lesson 2 » v O Search Audio files for Lesson 2 @
Organize v Mew folder Bz m @
| | Lesson 6 # " Name - 2 Title Contributing artists ~ Album
| Lessenl 4 || Shatgun Shells

| Lesson2 |& Shatgun_Pump
| Lesson3

| Wwise Project Le

J@ OneDrive
[ This PC
¥ Metwork
S
File name: | Shotgun_Pump v‘ Media Files (*wav;".mid;".amb; |

Open Cancel
[3

Audio File Importer” 4 ¥ FU2BifED v’y —> a3 v 2 &KL £7, Object
Type/AcionD 7V v XA =2 —=BERREN, A Y E—FI N7 74 VI
H#icSound SFXA 7Y = 7 FAMER S N, A& I E T,

9. Importz 2V v 7 LT,

Audio File Importer 4]
Import Mode:  Create new objects Importas: Sound SFX
Audio file destination
Object destination [U]
Add Add Folders... Import Tab Delimited. ..

Template

i C:\Program Files (x86)\Audio...\Shotgun_Pump.wav  >> None 2 5 N° Shotgun_Pump

Template match mode:  Match all Import k Cancel

Shotgun_Pump ¥ >~ FSFXA 72 =7 M, 77 ¥ — 3 ¥4 —E DDefault
Work UnitHIcERI N F 7,

10Shotgun_Pump SFX 472 =27 +% 7Y v 7 L. Sound Property Editor C#t
LFRL7A 7S 2 b DRIRA—F —ZERTH I ENTEET,
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= @ Master-Mixer Hierarchy
B (M| Default Work Unit
= B Actor-Micer Hierarchy

General Settings

b
[u]
o (| Factory
= B Interactive Music H
) Default Work Unit

0
Volume

Pitch
0

Low-pass filter

Source Settings

Effects Positioning RTPC Advanced

Low-pass fiter High-pass fiter
0 I 0 I ]

Valume

Game-Defined Auwsdliary Sends

Lize game-defined aundliary sends

User-Defined Aundliary Semds

Audio File

& Shotgun_Pump - Transport Control

Crriginal

PF Only

Contents Editor (Sound Property Editor®> ) Tid, Shotgun_Pump.wav
7 7 4 )VHShotgun_Pump Sound SFX 4 79 27 bDY —RA & L THRRINZE

ER

IHFLLA VA= LA =T A7 7 ANV ZRlET 57201
i%. Shotgun_Pump Sound SFX#4 7' = 7 + %SProject Explorer Ti& R X #17-

IREEC. Transport Control € o — T4 R ¥

NWN—Z L E7T,

Contents Editor - 1 child

Name

otgun_Pump -
Audio File Make-Up Gain
SFX

4w Shotgun_Pump

Q Shotgun_Pump - Transport Control

Original
PF Only L3

Reset All

itches

Triggers

Y270y 7, BLLIFAR=Z

Duration Motes

Notes
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Yay FHYIRY TENFBERING S )y 23y RO AR T,
BE—Yo Y N 2BBORBRICERT S

TULAXY =D ay b YT oA=L a vy —r VY AZERESBET S L,
Pav b HVDORVEY T T a ITIFERICIZ27L—AH B LICRNDE
F7, FTRELELDIC, LAY —F¥ 775 —1F>ay bAHVZTFREIIISNVT L,
2D 2 VEPHRLET, ZLTFr o= RDI Y v F2EET 2 7201240~
Ry 7LET, Z0NFNOEE I3, BN LR 2V 2 ) A XZ2HELET, L
LS, A VA= LA =T A7 7A4NMICIE2OD 7 )y IBEENTVE
A,

ToA—2avy—VARICHIEHEDONRR T Y RELa—F4 v 7752
ELHBETT, A—T 4 A7 7A4NVZEL, ¥—2Ilu—F335, £ DX
FY—ZHELET, ATV DOHIIHICEEITREZLTTDOT, JHITRWVE
MEIIBZAERA, ZL T —LEPELICONT T A= a vy =7V AD
A VIDHFBEINDZEBFHELET, 207D, ZITREI T I v—F%
HHL, X2V, ZLTIA IV ITREICBITLRMMEDI, B—D XA
ZANT ) PG TAVENRYT TP YRELTHEAHLES, AEY
PR T7 7 ANEFEHLETH, 2003 L7Sound SFX #7227+ (O%v
TAERY TP R) ZEHLET,

1. Shotgun_Pump Sound SFXA 7Y =7 b %471V v 7 L, CopyZ&EIRL

9
= # Actor-Mixer Hierarchy
™ Default Work Unit*
N shotgun_Blast
¥ |
| Factory Crankca: Mew Child
| Factory SoundSe Mew Parent »
| Factory Synth o
= @ Interactive Music Hi New Event '
™ Default Work Uni Delete Delete
Rename F2
Import Audio Files... Shift+I
Platform Inclusion 4
Expand Options J
Cut Ctrl+X
Copy M, Ctrl+C
Paste W Ctrl+V
Edit

F U Work UnitHicA 72 =7 bpav—2ERL £7,

2. Actor-Mixer Hierarchy T, Default Work Unitz4 2 v 7 L. PasteZ% iR
LE9,
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' Project Explorer 2l
Audio Events SoundBanks Game Syncs | |

M

= @ Master-Mixer Hierarchy
M Default Work Unit
= @ Actor-Mixer Hierarchy
—| (0| Default Work Unit*
h" Shotgun_Blast

b %

+ L .
+| M Factory SoundSeed Air Objects
+| U Factory Synth One
= @ Interactive Music Hierarchy
(M Default Work Unit

WwiselZSound SFXA 7Y = 7 b ZEE L 323, 01 WHRETZEML
E A

1 >dShotgun_ Pump 4 72 =7 FE vy 74 vy v F2ERL. 91213
N TTI Iy FERDET, Z20DF—I v 7bHbEET,

= @ Actor-Mixer Hierarchy
= M Default Work Unit*

N Shotgun_Blast

b Shotgun Pump_In| }.
> X

3. Shotgun Pump A 7Y =27 b2 2 Vv o X=X, ZLTHEZYy 7L
Shotgun_Pump_In& Y % —24 LReturnZ i L £ 7,

E‘ T4

F2X—%2MLCA 727 bDY F—L%fTHITEHTEET,
H2V v 7%DY 2—2A4, b L < IEProperty EditordName field
WWEHEGATSEIELTEET,

4. Shotgun_Pump_014 72 = 7  %ZShotgun_Pump_OuticV +—A4 L £,

Shotgun_Pump_Out # 72 = 7 FSEIREN, ab—S D4 7P 27 b
I%[F U Shotgun_Pump .wav 7 7 f V2 S L TwE T,

60



L v A 2: Soundscape®D FH A ~

Audio  Events SoundBanks HEE PE Notes
M 5
= B Master-Mixer Hierarchy Settings = Source Settings Effects  Positioning RTPC  States  Advanced
M Default Wark Unit

Low-pass filter High-pass filter
Il 0

Low-pass filter
i 1]

Volume

High-pass filter
Il 1]

N Shotgun_Pump_Qut - Cotents Editor - 1 child
Orphans (0) MNam Audio File
= SFX

Filter ~>> —
- 4|l Shotgun_Pump

N Shotgun_Pump_Qut - Transpart Control
Original Reset Al >
PF Only

ATIT IV RDIRNGA—5—RE

£t 5 dShotgun_ PumpA 7Y = 7 F b EICARIZSEL T ET

%3, Shotgun_Pump.wav A —7 4 7 7 A VBMERI N7 DITTEH D XA,

U, WCA—=T AT 77 ANDBEIY T FA 727 MikoTEHINT
WBRETT, TN6DA TP 27 b ERFHETLIOICHLER AT —THENMEHEL
TWEbIITEHY EFXA, DAWTH IR ERZL LI R EDfTbNTED, H
—DF =T 4 A7 7AND, REHN, L IEFRA L 7a e AHICEBD T v
7 FICRESI NS ZEHD £3, FEEIZ, 425 Shotgun_Pump_Out4 72 =

JEDNRIRA=Y—%EFL, R4 EDEEDITET,

1. Shotgun_Pump_Out® 7Y = 7 F2NEIRINTO 2 LR L. b LIRS
TWLRITFIUDERL £,

61



L v A 2 : Soundscape®D FH A v

Windows® English {15) (Reference) S

Project Explorer ird

Audic Events SoundBanks Game Syncs nn

= @ Master-Mixer Hierarchy
e (M Default Work Unit

= @ Actor-Mixer Hierarchy
= (0 Default Work Unit*

5"‘- Shotmmm Rlaet
e

.-ir'

N
|-+ ¥l roctory Crankcase Az
| +] ¥l Factory Sounoseed Air Objects
+]

] ¥l Factory Synth One
= @ Interactive Music Hierarchy
1 Default Work Unit

£ DSound SFX Property Editort 2 —Ci&, #ERIN/A TP =27 DA —
TAA 77 ANBEDIIICTHEINIERDL LY T4 vV IBERINE
T, TOLy AV, ZLTCIDFa— b)) PLERTHA LT A—9%
FERZEIZRDFETY, =LA =T A A THEIIRETA—=F =DV ED
I3Pitch¢7, Pitch ¥ X —% —ixVolume7 = — % —D FIZMELET, I
37 =LA —FT 4 A THA F =L TIEFIERZRbDTHY, A—F 1 4
TRy ryarvy =)L UCTHBIHHLETHS, HTLLFIEL E A
FBREINTVDE LR FHA, EvFOFEIZYS —2b A4 —F 14 4 THEIZIE
HI3n, B—DH 7V P26 Ey FR2ERHIELI LICL-T, A REL 2
oy R2EYVHTIENTEET, ZOEMIKIIAYZ AT Y — 2T 2 2
EMTEET, ZOFEZHOTAVY AV ERVT T POV T FIZEN
R ET,

Pitch 89 x —% —fiilZ. FHHEOL Y F2HHLET, €7 /2 Tld, A#.
HEOXHZ L, MATHE2200F —DICIZI00k Y FDOE Yy FDEWLDH
D F9, Pitch’$9 X —%—DF 7 4L MlIZ0ICZ b . 472 =27 FIBEA
ToNTwaA—T4AE, ZOX VP FILDOE Yy FTHETSI EZEKL
TWwET,

Pitchofiz #4343 1213. /NS VWEBO Ry F23Pitch7a 357 4 —D Ficdh
D, V9 I T BHEARAIAY—%2EHTLILENTEET,

2. BIEEDPItcHEDO TD A F A ¥ —~v F (BRORA v ) #27)y 7 LEF—LF
LET,
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in_Pump_Qut - Sound Property Editor

Low-pass filter  High-pass filter

CORBETRAIA =2 GREICEHNP L, TLANy 7Oy F 23T 5 Z
EDXTEEY, 1200fELHET 2 &, HETVLIA I I —TIM7D £7,

High-pass filter
Ml 0

3. AR=ZAN— ZHLCGEVWEZRIEL £ 7,

Shotgun_Pump# —F4 4 7 7 A VD31 &7 % — 7T EOIREETHA I, %532
fEOEIICARD, 2fEDAE—=FTHAEASINE T, ZHBHEHSPICPHTETH
D, bIPLBENLEZRET 2L0EBH ) £, SHIIEEMEZ AT L £
—a—‘o

4. Bz 7)) v 7 L, 200 A LReturnZ# L £ 4,

Pitch

5. ﬂ‘7\“\\/‘\l7 }‘ %EEE‘{‘EL Wﬂﬁ%’fﬁ%wut 35‘3—0

RO TV EREVREDZHFENLNR T T P EERT D ENTEEL
7.
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Source Editor®f{EHH

N TT7 Yy RRLPDEmCEEINE T, LOTXTEFEL TT, oy
DY RTEN, RN TR AL Lo THEAREINE) RLBHDET, LD
HiFINHIZRBOEET, 200U 7 FOFAEIEILHME2EHIE L I L
Wi, Ry 77y MtHOY Y v FIicLE9, Z#idSource EditorZ G L.
EHRT L ENTEET,

1. Shotgun_Pump_Out SFXA 7' = 7 + 23BIE b IR S T 3 H 2 iR

L. Contents Editor¢Shotgun_Pump & —74 A7 7 A VDA =T 4 TV — A
TAAVEYTLVIVy 7 LET,

‘ontents Editor - 1 child

Audio File Make-Up Gain  Duration

( ¢ Resetal >>
2 gecas

Source Editor23p = £ 7,

2 shotgun_Pump - Source Editor
Name Source Plug-in
Shotgun_Pump
General Settings
Chai Rate File Size Duration | Format Make-Up Gain
22.5KB 0.250 PCM
0.250 PCM

Crossfade duration

Override file loop points
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Source EditorTlZ, VY —AA—F4 AP 2L —% —ICBHE L 7255l 2 fE3R 9
A EMTEEY, WwiseTlx, F—r P %1 —4%—SoundSeed v+
AP =2 ELOLOPDOY Yy FERGEZRELET, ooy — Lol
b T a41%, Source Editorz 7Y vy 73252812k D, 26Dy =

FL—=—F—DA VY =T 2—ABRRNTHIENTEET, ZD7r—RATlE,

VAL =T AFAP 2R L= —DBF =T 4 LT 77ANDID, A—T 14
TFNDWBE 2 —BERREINET, TOTF4 AT LAIE, v LG
T4 =L LTHMHHTEIENTE, BEDRAY— IRV FEZ VY FARA
VRS A ENTEET,

RYTT7I TR, A—FA4F 7 7 A NVDOFHEMBRZEAICEHEL 9, Trim
Starta > b — L2 HEIH WG F 7y 775 2 &Ik D ERICHEET
ZIEMTEET, IWEEBHTAILICED, XAZANL )L ADY R4S
WAMEZIZHBEDONEHDITRIENTEET, ZNHDR 7S avryDIOH]
o HAEZIRD 5 ODFE T,

2. Trim Start 2> e — L2 BEDOI/4F TR Iy 7L ET, KIBICH 2ERD
E— 27 D—ODHEFTT,

DAY — MIBEDOZTHIZ, Shotgun Pump OQut¥ v FA 72 =7 6 1
B BGAICOAEMA X4, Shotgun_Pump_InA 72 =7 F O Z 2 HI3E
HINF¥A, FEDELT, YUV FSEXA 7P 27 M, AU A—FT 4 4
V—=A7 7 AN RS D D £ T, ZNFUTHEDA Y — F ¥4 L
HRETDHIENTE, A7V 27 P EICEVEDIFLZENTEET,

3. Shotgun_Pump_OutZ F4E L, #EWw 2R L 72#. Source Editor 7 4 >~ F7
ZPAL £ 7,

HBE—ARYMNOEKTZ 73 >DER

BE, N7y FERELELL, ZNoZIEL WY A SV 7 THAET 24

ERHD T, HEMNICIE, T AY—Dray "AVEREELELLE XIC, P
HZ, RN 74y, Z2LTAYIT7OEREES, r—rvyrrursiw—
R TL v, RO 77 VHDF =L a— L2 BT EHLTEET,
Z9%3ZkickDyay b Y77 Ak DFire_Shotgun_Player £ x> b £ [A U
Xz, BT AA RV P Z2ERTAIENTEET, bLLIE, 707 9%—D
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FrELETIC, IN2HEBIELHELZRNLES, 299528 TAH—T4 4
HMUF, Z2LT/RI T2, EBOICEo TCHHEAEARMEHINT 2 LN TEE
T Yav EAVYT7IALERAVTERTHALCEY 27 V72X —varyThdik
O, TEA—2a VPEBEINGZWBRY, 77AF XU T4y Z2LTAVYTT
TEDEL 2 T7NDIA I 7R3 TFHTHIENTEET, ay bV 77 A b
JHDFire_Shotgun_Player £ X M3 §TI/EBRFEAD D, S TH T v Rz A
XY MEDTFORESTIA IV T TEIN =T 208036 ) £, ZHld, Play
TrYaveBEIEs I ETHRIETERT,

1. Event Viewer, Fire_Shotgun_Player{ x> b #3#ER L £ 7,

English (US) (Re

HID L v A v Ti7E L 7zPlay Shotgun_Blast 7 7 3 a > %#Event EditorTH,
IENTEET, DA RV MKW FETAREL T 7 > a VEITIZFER
ZHlBRIZ 22T, Shotgun_ Pump 4 73 =27 + 277> a vV R MIMA
¥9, S, Playr 7y a vz kL, #7227 F2MA557E0RHD
2, Project Explorer»HEEEA 7Y 27 b2 773 avYAMINIy 7L ZE
T, INEITH EHICIZ, W DShotgun Pump 4 7' = 7 F Z3ER L it

X A,
2. Shift¥ — # i L 72k f&cShotgun_Pump_In & Shotgun_Pump_Out# 7% = 7
k2R L £7,
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T

b L Shift¥ — % RGN L s 72854, Shotgun_Pump 4 7
YV bo—o2% 7Y v LEEIZ, Event EditordsProperty
EditoricZbH h ., RDOAT v I~N#EL T LN TE EHA,

Project Edit Views Layouts Audie Windows Help

Follow Capture Time

layer - Event Editor

~ EventID
v

SLERLAA T2 7 L 60% K7y 7 L, Event Editord7 7> a vV A
MZRIv 7 LET,

4 7Y = 7 biZ, Event EditordShotgun_Blastd T iBEMINE T, TN

D77y a v 3HFMEICHATHESTH), BELZAIINGDT 7Y a vidHk
FIEICFEITINEDTIE L BMOREZITORGIRD . FRICHEITINE
kR

4. Fire_Shotgun_Player f Xv b4 7P =7 b EFHEL T,
AR ERY T Y FOFARFICHEINZ EICABPNEET, ST

77 7
DY RET A= a DT =T VALGbY 5701, ZNEFNDRY T
7Y FICHfER G2 TEIES ¥ £ 7,

5. Event Actions Y A +C, 217H®Shotgun_Pump_In%:#R L £ 7,
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Event Actions

Shotgun_Blast

Shotgun_Pump_In

Shotgun_Pumg_Out

Location in Hierarchy

Action Properties
Delay Play Probability
Fade in time
100

Curve

Event Actions V) A F @ F ?dAction Properties™ V) 7 ¢, Delay 7’1 85 4 —
BROTFBIENTEET, XV TA VT IV R, BYIDT 5 A FH560.58
DRI Z 2721000l b ¥4 A, DelayfE A THHE L ¥ 9, 413400 2

Ve Ay FEHELL, 06X DALELSRD, bx ) nwy LI r7Eti)
E AN

6.Delay "I X =8 —% 7Yy 7L, 4L ALEnterzff L £,

Event Actions

Shotgun_Blast
Shotgun_Pump_In

Shotgun_Pump_Out Game object

Location in Hierarchy

Action Properties

Delay Play

Probability
Fade in time:

oA — 100

Ny TT7 7 7V R, RPIDT 7 A 605BDEICHI 2% 00uul%s s
T, 2 2TIRTD L VERICR D) 7,

7. 3f1H®Shotgun_Pump_Out 7 7 2 a2 > %2 %R L, Delayfi%.7~&H
LEnterz L £ 7,
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Event Actions

No. PF | Actions ( Scope
i 5 las Game object

Shatgun_Pump_Out Game object

Location in Hierarchy

Action Properties
Delay Play Probability

Fade in time

07 100

Curve

Sy FHUARYTHASTRD T FTA L —r VAR T AT B2 LT
TET,
8. Fire_Shotgun_Player £ x> F 24 L 7,

FVIRAE—ay (S5 L{L) BEDER

A =T A APBET AT —LIEZ 2 REREFZED—DELT, EV 2T IEITTIR
BZoNBZWEHTEA =T A ATHIZENTEET, A—T 1 ADEHIZ, X7
V=V TRZZ7 7749 7D R=—1+Z2F320TEHY FX¥A, ¥—LTHZ
TVBRYUNDOE T Z2EZ L EDEEICAYET, ZLCMIDERELZ LIZ, K
ZABOETIZT7 A=A ATHIETT, HIZIE, ay FAYo v 7OHMNIE,
HHFEADS 2 V2L, XEMEET 22T, Z2CREICZ2DIE, > 2L
MWEZIWREPTT, bLEAAMMICEL T T, CNE2RTTay A VYDT7=
A= aviibh)FERHA, TN, Tz AZMATIERSRVE VI EZEKRTIZHD
FHA, MABZRELDTT, ZND, 7L AVY—DEARKIZOLLBY T,

Pay PO I VBHIEICEL Y7 FEMAE T, ¥ o VBHIEICES 5
Ry I VIdEY R GE L, EHIYV R 2HAHLET, 2020, FLY =
LI RLFER2MELRDIE LB 2 EEFAERT, LAY —IT L > TR
LDIHEDET, INEZEITBDIC, ay bAVvOT o VEHIAIICEE L E
EOEBDA =T A A7 7ANEBAVYR—=FLET, Pay P VDBHEREINS

A VA= FINEEEDILDIORBINRT AN TEEL—TA4 447
2 = 7 FRandom ContainerZz i3 % 9,

A—=FAATZ7ACILT AT —DA ViRk—k

HilDOL vy Av Tk, vay FAYDT7 A MH 7Y ReWwised 4 v £—F 71
L 2AEMFEMLE L, AT L7 4 ¥ F7d 5 Wwise ProjectNE#EA — 7 «
774N, bLABA—TFT A A7 7ANZEALE 7 AN —% I3 7 T52 ¢
L TEET,

1. ARV =74 V7> A7 LT, Wi se-101 > Lesson 2 > Audio files
for Lesson 204 —F 447 74 )% THE L. Shotgun Shells7 # L% —
% Actor-Mixer Hierarchy ®Default Work Unit~FZ v 7' L £,
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PE Motes
M 5
tings Effects Pesitioning RTPC States HOR Motion Advanced Settings
L+ BL
= B Actor-Mixer Hierarchy
B 7| Defauit § nit™

.« Audiokinetic » Wwise' = » Cube > Wwise-101 » Lesson2

- New folder

b il MNarge z Title Col

| Lesson 1

| Lesson 2

Audio File Importer2sp & % 3,

" Audio File Importer X

Import Mode:  Create new objects Import as:  Sound SFX

Import Tab Delimited. ..

86)\Audiokineti... \Shotgun Shells  >>  None Virtual Folder

oncrete_1.wav Sound SFX

Sound SFX

Sound SFX hotgunshellsConc. ..
oncrete_4.wav Sound SFX hotgunShellsConc. ..
oncrete_5.wav Sound SFX hotgunShellsConc. ..
onarete_6.wav Sound SFX N shotgunshellsCone. ..
onaete_7.wav Sound 5FX hotgunshellsConc. ..

i ShetgunShelsConcrete_8.wav Sound SFX &) shotgunshellsConc. .

Template match mode:  Match all Import Cancel

INDHAVE=FTE74NVIHNDA—T 1447 7 A4 )L%H, Sound SFXA 7
V7 FPELTIDIAENSG Z L3000 £T, BROIDITIC, 7 407 HAEDS
BEEGEICA VR =P EINBZA TP 27 P ELTERINTVET, ZD7 %
V13T 7 4 )L b CTVirtual Folderd LCA YA —FINFTH, ZrudHiffic
Wwisef§[ENTA 7Y 27 F 28T 20D ETT, A7V 2547
%ZRandom ContaineriZ2 2 % Z & $ T& £9, Random Containert 7Y = 7
b E, BMORERH 5 7 0V F72 L E 2 TL 2 E v, Random Containers
1%, Sound SFX # 7' = 7 b ® X 9 I Transport Controld 7L £ X% > % {ii
WHETZZENTEET, ZOTF—ATHE, ENT0EL 7V 27 b7
VALTERINEEEINE T, 2, BUA—T4 47 74 Vs REA
SN, BOIBELDPRICHE L THAY Vv FIZNT 7 4 2B % 5 s
kT,

2. B DFTDObject Type/Action Random ContaineriZ% 2 <, Import% 7
Vv 7 LET,
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Audio File Importer

Import Mode:  Create new objects Import as: Seound SFX

&6) \Audiokineti.... \Shotg

ncrete_1.wav

ncrete_2.wav

norete_4.wav
ncrete_5.wav
norete_6.wav Sound SFX
norete_7.wav Sound 3FX

|sConcrete_8.wav Sound SFX

Template match mode:  Match all Import k Cancel

7aY 7 b7 A7 a—o—7, Shotgun Shells & \» ) ZETDOH L4 7

FIX

PV bREAZIENTEET, JNUISETHS>TEASound SFEX 4 7Y =

7 LPERE)TA2TT,

Project Explorer (1] 2] ]
Audio Events SoundBanks Game S'g.-'run |
1 _| i

ol = Sl
= @ Master-Mixer Hierarchy

M Default Work Unit
= @ Actor-Mixer Hierarchy

- |_1" M= U

™ -
— il L WA P s e

sz Sho*gun Shells
B E.'I-u-.h‘.ln E'l

& last
%
-+ ¥ Factory Crankcase REV
+| (M Factory SoundSeed Air Objects

+| (" Factory Synth One

= # Interactive Music Hierarchy
(M Default Work Unit

3. Shotgun Shells Random Container# 7’2 = 7 F ZER L £ 7,
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Project Explorer [1][2]
Audio Events SoundBanks Game S'g.-'run |
_L_NY

(J - il
= B Master-Mixer Hierarchy

M Default Work Unit
= @ Actor-Mixer Hierarchy

= M Default Work Unit*

T ==; Shotgun Shells
R

h’-.

5-'.

H-'.

h’-.

5-'.

H-'.

h’-.

3’ Shotgun_Blast

"

Shotgun shelld§#3%F X TASound SFX 4 72 27 b & LTA v A—F S,
Z 115 1xShotgun Shells Random ContaineriZ Nel I 1% 77,

4. Shotgun Shells Random Container#;#R L., 4 7Y = 7 b 28 EKIAFAE L £
KR
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£ shotgun Shells - Random/Sequence Container Property Editor

Audio  Events  SoundBanks  Game S'g.«'runn

RTPC States

Woice Qutput Bus

Volume Low-pass filter High-pass filter
il 0 1] 0

Game-Defined Auxil

Use game-defined auxiliary sends
i 0
Volume

Pitch -
i 0 User-Defined Auxiliary Sends

1otgun_Blast

[+

Low-pass filter
i ) s Volume

= I Interactive M ic Hierarchy —

M Default Work Unit High-pass fi

If

5 Shotgun Sl Contents Editor - & children
Filte Current Selection  Orphans (0) Weight
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H-'.
h’-.
5-'.
H-'.

¥ 57 AL NAEDRandom Container? 2ok I NnEzd, f v RA—F L%
A —=FA4F 77 AND—HoE T 2EEZIE L7201, HEZ LT 5Sound

SEX A7 =7 b 2RELET, I zfTH) 2
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—
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Teo el IDY 2 VY7 v FOARFELET,

6. TV FMEICHIWMUAEZ N Ty 7L, RPIDIEE X I DVET L 727D AIFER
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= = = 0.126 PCM

Crossfade duration
Override file loop points

8. Shotgun Shells Head & 7Y = 7 FHODEY DA 7Y = 7 ML TdH, 5o
CTDATY 7T2iEDIRL £7,

@ U X 9 7% Z & %#Shotgun Shells Tail Random ContaineriZ % 7\ % 3,
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elete elete
8% Sound SFX |
® Factory ! Rename P Sound\l’oicel’@
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Man e it Pf Ng Playiist
gun Shells Head Shotgun Shells Head
gun Shells Tail
= shotgun Shells - Transport C: ce
Criginal

PF Only

1
2
3
4
5
6
7
8
9

| Shotgun Shells - Transport Control
Original ResetAl >>
PF Only

Silence & 7Y = 7 b+ #3Shell Head & Tail Random Containers®d [z f7i& L T
WADDPHERTEE T,

.T T4 7

Silence Sound Source®Duration Property# 2 4% Z &1 &
hSilencen & (B) 2T 22 LITEET,
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[
i
=
pmm
—
P

Z 2T, TXTDShells Sequence % Fire_Shotgun_Player £ X k|
EDQLHICHIZ 20 MRL FT,
6. Event Viewer <, Fire_Shotgun_Player{ <> k Z#R L £ 7,

Project Edit Views Layouts Audio Windows Help
English (US) (Reference)

~ EventID
v

tgun_Pump_In Game object

Shotgun_Pump_Out Game object

Play Probabilty

Fade in tme

Curve

\* Shotgun_Blast

hatgun_Pump_in

hatgun_Pump_Out

Shotgun Shels - Transport Control

Original
PF Only

7. Shotgun Shells Sequence# 7' = 7 I #Fire_Shotgun_Player Event EditoriZ
Koy 7 LEd,

ty chang

E Event ID

tgun_Pump_In Game object
Shotgun_Pump_Out Game object

i)

= B Interactive
() Default Werk ocation in Hierarchy

ZOFRETIE, HifiIYE D % ShellsdH 7 » FAiShotgun Pump-in 77 > F 230
CABENCHELET, ZNEAYDOS ay bAYTIROH D A KW ETT,
INEHBET BT-DIZ, ShellsiEIEZINZ £ 9,

8. F L L fEHK L 7z ActionizDelay parameterl. 1%t v b L £,
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= Fire_Shotgun_Player - Event Editor @

Game object

Shotgun Shells

Location in Hierarchy

Action Properties

Delay lay Probability

100

Shotgun %> 5 Shell 23 U I I 7z Ff, 216 132 NF40E ) HI RO 7%
&, HIICENET 2 £ TORMIZF L Tldd h £ A, Delay Propertyz 7 ~
A RXTHIEILED, TNES I 2L —F T B2 ENBTEET,

9. Randomizer EffectZz A5 L, mAMEZ0.41CKEL £7,

Location in Hierarchy

Action Properties
Fire_Shotgun_Player Fla...

Delay

2 1.1

Enable

Min Max

Fire_Shotgun_Flaye —ﬂ— _4_

Mame Voice Volume

ITOMEIRA Y T NMER S DA 7y b THY, D7 —ATIE, HHIC
Shell)347-: 2 FTIZLIB» 1M EFTOMEE EDZ EZFEWRWLET, LL
%35, Minimum#4 7ty F 23wk, PU BT =2 O WLREEED 5. TN
WY I VSHBANCIE S 2 2 & 3h D XA,

J213 £, Transport# Shotgun Shells Sequence Containeric > L £ L %, #x
#JIZ Transport % Fire_Shotgun_Player{ X> FMZ 7 A — A AT 57-DICEV %
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ALET, 29722 LIk ) ShotgunicB# L 7297~ FoefkgEz2HL 2 &

MTEEXT,

10Transport Controld ¥ > % #+ L, Event Viewer!Z CTFire_Shotgun_Player 4
Ry b &2 RE, 588 L 7=Shotgun > —7 v 2B L 7,

[1)7)X 5

un_Blast
un_Pump_in
un_Pump_Out

un Shells

"Nz Fire_Shotgun_Player - Transport Control

O
PF O

R DTEER

1. Main Menu »¥—TCViews > Capture Log#%:#R L 3, vV — )L 3 —T, Start
Capture# 7 v 7 L. Fire_Shotgun_Player{ x> b % —JEH4AEL, ¥+ 7
Fr—%Ary7LET,

Notification

Event Triggered (in Wwise)

Delay Ended

Flay

Playing

End ed

End ched And Continue
Play Continue

End Reached And Continue
Play Continue

End ed

End Reached

Ewvent Finished

Mame

Fire_Shotgun_P...
Shotgun_Blast
Shotgun_Pump_In
Play
Shotgun_Pump...

Shotgun Shells
Flay
Shotgun_Blast
Flay
Shotgun_Pump_In
Shotgun_Pump_In
Shotgun_Pump_In
Flay
Shotgun_Pump...
Shotgun_Pump...
Play

Shotgun Shells
ShotgunshellsC...
Shotgun_Pump...
Shotg

ShellscC...
Shotgun_Blast
ShotgunshellsC...

Transport/Sou. ..
Transport/Sou. ..
Transport/Sou. ..
Transport/Sou. ..
TransportSou...
Transport/Sou. ..
Transport/Sou. ..
Transport/Sou...
Transport/Sou. ..
Transport/Sou. ..
Transport/Sou...
Transport/Sou. ..
Transport/Sou...
Transport/Sou. ..
Transport/Sou. ..
TransportSou...
Transport/Sou. ..
Transport/Sou...
Transport/Sou...
Transport/Sou. ..
Transport/Sou. ..
Transport/Sou. ..
Transport/Sou. ..
TransportSou...
Transport/Sou. ..
Transport/Sou. ..
Transport/Sou...

Game Obj

Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game O
Game Obiect

B4 R IERMEREINE T, —FBRIIZ, DL EHEEZML M, 4L IZ
F—=LTVLAHFIZT LAY =B VT =% WIRICESI NI RADA XV b
F—ha—)LTT, ZDHIC, Play & Delay Actions?S& EN-Mkc 77> a
VERDZENTEET, HAHN, BEREYOT 7y avfrbitiz, LK
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WBRT Ll EzAoEET, COBMET 7> a v, 2oLy AV TE
L7V FRATF—7DfFERD 7,

PV RFYAL VICFoa—F2ELERL, ¥ 7V F275—LIELET,
CHRERY U EMT LTI I ENTEET,

2. Capture LogZ# P L. Main Menu Bar®Layouts > SoundBank % %R L %
9, Main SoundBank, ¥ A7 LMD 77 v 7 +—24, %L CTEnglish%
Fxzv 7L, 7—2HDSoundBanks% £ % 7z iZGenerate 27V v 7 L ¥
£

Project Edit Views Layouts Audio Windows Help
. English (US) (Reference)

- Evakuation mode: SoundSanks contain 11media item(s) out of th... ¥
- imessage(s), 0 wamng(s), 0 ermor(s), O fatal emorts)

3.Cube7EZBEI L, 7—LZ27LALT, ¥—L2TVLARNCHRIBTHA
Loy FzilEsd,
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AA D F DIFF et 100
Game ParameterSDIHE ..ooovveriiiiieeeeiiee e e e eae 114
N F LT R ) i & 126
Cube 7TEANDGAME SYNCSA ¥ T 7 L= B Y tiiiieeeeeeeiiiieeeeeeeveiieeeeeeennanns 132
Profiler TOGame SyNCSDMETD tevvrureieeeieiiiiiiee e e e eeerviee e e e eeraaeeeeeens 135
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BDOLY ZAVTHEALEBYD, F—ba—IiFXr—2rxrP v EWwise A —F 4
FZVPUVRDOA =PI DET, SETRE VLAY =B ay I VRS
LS ERAOEBRY Y INBARY P =L a— LV TEERZITVE L, Ll
BB, F—LDORERa Yy T4y arvEASE S0, 5T EoFEME M
SXLMLENH N ET, HlAIE., T7L AT —ED LI Rl 22\ T B0
P TENZITOHPYE > TWwWaEd) . T7L AP —I1dEETnshr, b LI
CLTWwad, BETT, Z2OXIHIBRITRTCOavyFoyavhB, ¥r—orho7rL
AX—MPELY IV FICKREBRA VNI 252%7,

Wwiseld 4 X + ¥ A 77 —2na—) (HiL v X Cffio 7-Fire_Shotgun_Player
ARV E) ZRIWBT-DIARV ATV 27 FRAEHL T, 2L FBRIC,
7 — KDL IR WwiselEAIT 2 X v 2 =P 22 TS E a4 72 = 7 b
ZER T 2 08B H D 7,

WwiselZB\WT, TD &) RN EZEFET 21E#IL, Game Syncs & FEZN 54
REEOA 727 MICXkDFEWT 2 ENTEET, . 216 DGame Syne 7
TV Mk, Tl ieilko THHARAENZF 227 — 2 a— )L D3zl %
DET,

K& 7% 4 7DGame SyncA 72 = 7 P DFE L. 2N USRI kg EE 2 i o
TWET, TRHOHEETIX, ZOHFD3D%2EUNET,

ATy FDEH

Fa—7T7TETHEH., 7LAY—I3ED., BZBOPT, RHTIZED ST T,
L DIANHED TS —LThP2EED, TLAY—DRZRLZLIZHD 4
o UL, VLAY —DREDBGZOI EXZERLTVRADTLEYID?2LBAA
EHOWET, 7L AY =7 —2FIFEL TW 3D TIER L, Bz owT
WRZERRTIENTELIDIE, A—T 4 ADfEFICED T, i, 7LA
Y—DEF G 2MNITE LIk TEIIELIENTEET,

ZDHITE, 7 — L5 Wwise~, 7L A Y =0 OBEIL TWw 3 00ERZ
B2ZAMERHDET, U, SV TINEBARY N —La— L a2 filHT5Z L
HEETTD, A L HERH Y T, —DD7 7 —Fik, 7L A Y —DEEHgD
WCa—)VZ2RE), ZLTCTLAY—IEFr LI Oa—L%2%D) £3, Cube
FEIZBWLTE, LAY —D—2—2DREEDIZ, —DODARVFELTEAS
NET, L, BEDDARY EDBBZONZWIEGSE, LAY —RBEHVwTnEL
Ao

Shotgun & [[kklIc, BEZRED DA Xy MBH#MIT 2 2 ENTEFT, HED
LrEEICAbE T IV LATHETAILZBHO LET, 29752 LT,
FUH7 Y FOBRODBELZE LT, BID2O0DL v AV THALERZIEHNT 5
KD, BIEFERHLZZTXRTZIT)H)I I ENTEET, LarL, 7LA¥v—
MBED L) B2 BT Wi 2Z2EE L 2 Tun b ¥4 A, CubeTEIZEW
T, 7bAYXY—=ldarv V) —t¥ =, XZNLVEREDKRL R E2HEEd, 7/
LAY =2y 7)) —FOHEEZHFOTOLARICHHO RSB 2% . AKX

MZDIENRICO %03 £ 7,

HEOZCIEIR I ¢ 572012, B A5 X =8 —2{ER L., ZD/RF R —%—
TAT avEREL, ZOEREMEH L= v V2T ET,
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BIZE, T—=2HIC T LAY —FEL, 32D 7Yty RS U 03H 5 TP A D
HHLEMELET, BEIRIND VLY MILoTE) T2 -V vy 72 HEIY
£9, COREIFIODD TR AL DILE T, H&#ICSwitch Group Object
DTG A= —%FEL T, RiSwitch ObjectsD /8T X —F —DF T a v
ZEGEL, mBICEDY Y v K %Switch Container ObjectZ i L THIE 72\ 2>
7% 4 v L %9, Switch Group ObjectiRadio & FEA Z £ L £9°, Switch
GrouplZ\>T, Preset 1, Preset 2, Preset 3®Switch Objects%3>1ERL L %
T, w212, Switch Containerz il L T, BEERIN T2 7Y 2y M
LoTEDE =T 4 A7 7 ANV EMEL L EROET, 72L& 213, Preset 11k
vy 7, Preset 213¥ ¥ X, Preset 317 7> v 7 %#HETE X HICKEL £ 7,

SwitchZ' IL— 7 DYERX
l.Ly Av30Wwise 7us =7 FZ2E £,

)iz Switch Group ObjectZEE L 9, A XR¥ b4 7Y =7 b EFERIC, Z
Iy —rxz vy vitkoTUEz o s HeRZ T 22 IMERD £, —
2. Designer LayoutT, 7my =7 b7 27 v—7—NDGame Syncs¥ 7 % i3

RLET,

Project Edit Miews Layouts Audic Windows Help
Windows® English {US) (Reference) Start Capture Follow Capture Time

Last property changed:
Project Explorer Property Editor
Audio  Events SoundBank: Game Syncs |i ﬁl
S
= # Master-Mixer Hierarchy
M Default Work Unit

= @@ Actor-Mixer Hierarchy
M Default Work Unit
m ¥
m Air Objects
M Factory Synth One
= ¥ Interactive Music Hierarchy
M Default Work Unit

Wwised3Z 1T 5 Z £ 23T E 2574 8 4 7’DGame Syncsz# L 7z\> { D02 D
7ANS—=hib h T, %7 405 —I358 ) MO Game Syncs fF b H T HfE
Hdbh . ZNEIUKHERESEEL, F— L7 LA TR A6ND Ay T
YavAR—2DT YA LEREETLIENTELT, TLAT—EZD
Hifi % $0 T 2 0 2 BE T 2 HIVCIE, Switchesds—Fl L 78I 2 1)
¥,

3. Switches 7 # V¥ NT. Default Work Unit 23R L. Create New Switch
Group 74 avz227)v 7L %7,
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Game Sync® Hi

Project Explarer [1][Z] >

Audio Events SoundBanks Game Syncs ||
u] | IE
= W 5wit-:>-,f‘.:5

UMY Create new 'Switch Group'

—| 'I"‘ States

M Default Work Unit
= # Game Parameters
M Default Work Unit
M Factory SoundSeed Air Game Syncs
Triggers
M Default Work Unit

Switch Group & MEIZN B H LA 7Y = 7 b BMER S I, FHUc4niz T %
T, ANV ERMIC, B —Lrxr Py 70 Y5 < idSwitch Group
Xy = OAENCE LB 2 R - 20U ) A, B, 2D
X FICEBES T LI T 25T, ZDSwitch groupic & > TH&E%
G2 D7 v FRSEHFELET, 7L A —BFnTwaHiHiD~ T Y
TUZEST, Yay b AYDOY 2 VBHIEICHED K037 v FE2ELI ¥
5ZLEHTEET, ZHLAHEHICKD, 204 7Y =7 F%&Material & i,
LET,

. SwitchZMaterialt V) 2 —2 L, =¥ —%2#HL £7,

Project Explarer (1] 7] (]

Audio Ewvents SoundBanks

Switches
M Default Work Unit*

E |'|_l23r|:|u|:|
States
M Default Work Unit
Game Parameters
M Default Work Unit

" Factory SoundSeed Air Game Syncs
Triggers
M Default Work Unit

102



L v A 3: Game Sync?HifiE

Switch GroupTODA 7Y 3 VE&E

Switch GroupZfEF L. ZDGrouplc B} 2 X a v OAFEHEIZ DWW THERR L
BIIEED VA, COHA, BELET LT VAR T LAY —DFEL
95 TOMAOFEEZEEL, InofcT24M2ROTEEET, I
5 DA, JeiE EFERK L 7z Material Switch GrouplZ & % #1% Switch Objects &
LORINZE T, Switch Group & FfkIC, 0o dSwitchfix, 7u /< et
W2 R 2 UL D FHA, 29 T2 8ICKD Y=L vy vid7LA
=BT Hlia 2 IS ) 2 ek D K HITh D £,

CubeTEDEASIZ. ¥—2HDa—FRTTIcEILN TS
%. Game Syncs? #HifH T % EHEC AT 5 B TAH D . 30 3% 2
EEIEL R A,

1. fEB L 7zMaterial Switch Group#4 72 = 7 + ;&R L, Create new
Switch7? A4 av%# 7Yy 7 L%7,

E Last property changed:
Project Explorer 1][?] |3 Material - Switch Group Prog
Audio Events SoundBanks GameSyncs (KRN | Mame
[m] Material
= im Sw'rl:cheh

—BUIEE Create new 'Switch'
|8 | Material

Game Parameter

Use Game Parameter

= @ States
M Default Work Unit
= # Game Parameters
M Default Work Unit
(N Factory SoundSeed Air Game Syncs
= | Triggers
M Default Work Unit

2. Switch 7' =7 + % Concrete L 44 L £,
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Audio Events SoundBanks Game Syncs nn

= @ Switches
= M Default Work Unit*
= |8 Material
O
—| 'I"‘ States
M Default Work Unit

Cube7ETlE, Al COMBOHIAI~T VY TADH Y, ZN6Z2 7L A=
WET MDD D £ 9, 2 DSwitch Group TH 7% 2 O M 2 /8 S 721
N A,

3. TidA A=Y@ Switch & 72 =7 b &@ML., 4z ET,
Audio Events SoundBanks Game Syncs nn

= @ Switches
= N Default Work Unit®
= |5 Material
Concrete

Grass

Water

O
(m]
(m]
O
(m]
(m]
O
(m]
(m]

Wood

= @ States
Z 3 cSwitch Groupld 7 — A > ¥ v 9 S IEH % Z VTS ¥l s v £ L 72,

Switch Group, % L ¢ 1ZSwitch Objectz ¥ 7L 27V v 74 % L Property
Editor2fE £ 923, 1ZLAEEHRVH D A, THIFIELWVWTT, TH6D
F7Y =7 FOHWIE, RIEITHY, F—orzrvyrvhrokonsa— Lz
ZUWDZ Eichh T,
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Ej TAVT

Switch Group##i2 3 % &. Game Parameter 7’7 717 7 &
ATBIENTEEYT, TITIIF =439 2—%— (RTPC)
v, Switch OZHAZay tu—)L TR ENTEET, 20D
L v A v#1Game Parameter 7°5 7 DFEHICOWTHER T &
WTEET,

Switch Container D{ER

Game CallzZJH 54 7Y =7 b3 TE L L7z2d, 2y L7 — A Cifd
597 v FaBEMT 208 23% ) £9, IOFEEOHIAIZ/FR L, BRIz z
NoW—HT 297 v FEMEM T 2 TFUER D ¥ A, Z4Ud, Actor-Mixer
Hierarchy¢Switch Container % 7’2 = 7 s #{ER$ % 2 & TR L £,

l. 7oy =7 b7 A7 a—7—dAudio tabT, Actor-Mixer Hierarchy®
Default Work Unit¢4i 27V v 7 L. Import Audio Files% &R L %7,

Project Edit VMiews Layouts Audic Windows Help
Windows® English (US) (Reference) Start Capture | | [Follow Capture Time
|I.T' | Last property changed: |
FiEdl4q| ™ Default Work Unit - Folder Property Editor

Audio Events SoundBarks GameSyncs [KNIEN =~ Name
Ll | B e
= @ Master-Mixer Hierarchy
g M Default Work Unit
= @ Actor-Mixer Hierarchy

(| Default Waslaiizis
Mew Child
Mew Parent
= @ Interactive My New Event
1 Def: n
7] Default W Delete

Rename

Import Audio Files...

Platform Inclusion

i+ —T4 A7 7ANEAL A= FT 20D, 74NV —%f v R—
FLET, TDOXIHIATHI XY v ME, Wwiseld—2 D 7’ 1t ATt 7
Random Containers%Sound SFX # 72 = 7 F Z&RMNICEY HT 2 £ 3 TE
N

2. Add Foldersz 7V vy 7 L £7,
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reate new objects Importas:  Sound SFX

Add Folders... Impart Tab Delimited. ..

Template match mode:  Match all Import Cancel

3. Wi se- 101 > Lesson 3 > Audio files for Lesson 3~} E”/—F
L. Footsteps 7 # L #"—% %K, % L TSelect Folderz 7V v 7 L £7,

Audio File Importer? 4 ~ FO 0 E £ 7,

Audio File Importer 2IX

Import Mode:  Create new objects Importas: Sound SFX

Audio file destination

Object destination (U]
Add Fil Add Folders... |  Import Tab Delimited...

2 c:\Program Files (x85)\Audiokinetic\w. .. \Footsteps tual Folder ™ Fooisteps
S ™ Conaete Virtual Folder ™ Concrete
oncrete_0Lwav
oncrete_02.wav

oncrete_03.wav

i FS_Gravel_04.wav

B ™ Tie Virtual Fol

| FS_Tile_01.wav Sound SFX

Footsteps 7 4 V" —NIZiE ) FEEOHIAI D R 13 E FN724D0D 7 4 )L ¥ —

BHHFET, RIFEDZIHH A ZTHRELZID OO EZET 7 4 L5 —
MR EICENBREZEZ 20D LNEYA, FBEOFr—27uy 7> arT
i, FHLZZWTXRTOY 7Y F23bh 5 EIERY $¥ A, AIRE 2 i D £ xf
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L. ZnZ@) oy v Rt 2 +0n) Y — A8k uhrb L
Hho RODZI7HHAXT, WLy FOY T F2iE)iiicEi s 57
EeFUET,

Object/TypeDfifiz i3 &, Wwise2ZSHBEINIZZNZND 7 L ¥ —HIC
Virtual FolderZfER L T\ 5 2 EDMERTE £9, ZDEAICIE, Switch
Container# & L £ 9. Switch Containersid, » — 2426 DRl 4 ~

T FPDAT—=F AL oTEDY Y Y FZ2FHAETL0ZEIRT S L23T
XFET, 2L v RAYDE}TSwitch Containers® il 2 8 2 E X TE ¥
T, ISIETYTLT7 NI, £ R—F LERETZFNZ N Random
Containert %% X H 1L £9, ZHd—RmITEFLDTITZAET,

4. Footsteps Object Type/Action 7’ )L %7 » X = 2 — % Switch Container(Z 2 5
LEd,

Program Files (x86)\Audiokinetic\W... \Footsteps  =>
2 & Concete Containel %! Conaete
'|I||'\ F5_Concrete_01.wav 3 h F5_Concete_01

wll'| F5_Concrete_02.wav

'.||Ih F5_Concrete_04.wav 5 X Q FS5_Concete_04

= it r 52 Dirt
yl| FS_Dirt_01.wav S X Q F5_Dirt_01

S | T 5 N

m

wilh FS_Dirt_04.wav B X N F5_Dirt_04

" Gravel r =22 NERSUEl
ul| FS_Gravel_01.wav 5 ¥ h F5_Gravel_01
ul| FS_Gravel_02.wav i e
ul| FS_Gravel_03.wav i
4|l F5_Gravel_04.wav 2 Q F5_Gravel_04

o[l F5_Tile_03.wav

ul| FS_Tile_04.wav

Footsteps%Z Switch ContainerlCZ#H 3% £, HEWICHIZEENE3 K7 ALY
»’Random Container& 7 0 | & H DA 72 = 7 FdSound SFXA 772 = 7 b
LD T,

5.Importz 7V v 7 L%,

#1 L \»Footsteps Switch Container?:MER S E L 72,
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Project Explorer (1] 2] €

Audio Events SoundBanks Game Syncs
122 | = HE 5K O -
= @ Master-Mixer Hierarchy
M Default Work Unit
= @@ Actor-Mixer Hierarchy
= (N Default Work Unit™
= Shotgun Shells

i Footsteps
&’ Shotgun_Blast
3N’ Shotgun_Pump_In
.ﬁ"- Shotgun_Pump_QOut
(M Factory SoundSeed Air Objects

Footsteps Switch Container®HiZi%, Sound SFXA4 7Y =7 b & L TiEL
Random ContainersiC& o747 v F7 7 A V&R WEEAD 7 4 V¥ —
T,

6. Footsteps HierarchyZ &, 7415 —4 v X —F 70t ZDFERZHERL £
9, WERE. JlcET T ICFootsteps Switch ContainerZEAU % 37,
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N Default Work Unit*
= Shotgun Shells
Hir Footsteps

= O =i Concrete
N
h-'
‘h‘.
N
Dirt
N
N
h-'
‘h‘.
Gravel
h-'
‘h‘.
N
.gi-'.
Tile
N
h-'
‘h‘.
N

Switches & Switch Containers D&

Hif~>7Y) 7V FD4>Dky b4 YAR—FLELR, L, ¥—L4LT
Z9OD2 TV TABHD ET, Z2DD, LAY =05 TH A HiE) M
DM~ 7Y TVICEHUCY 7 F2@l T 2082350 £, ZO7HA Vi,
5E1F EAERL L 72 Switch ContainerTf79 2 E3TE £ 9, ZUd, mw)izSwitch
Container & F#7k % Switch GroupZ 50 GHE 5 2 LICK D EBIF L2 LTS
¥, Y=o A—T 4 AR EEDZIZL Do T, o7 7V r—> a v HIZK
{ & ADSwitch GroupsZE222b LtE¥A, Lo L, —2DSwitch Groupd
#ASwitch Container & BH#iff 1} % Z £ 23 CE £§, Switch Container®Property
Editor¢Switch Group# Switch Container~74%A >~ L £ 7,

1. Footsteps 4 7% = 7 k #33R L, Property EditorcGroupR & > %27 1) v 7
L %7, # L CSwitch Groups > Material Z)&R L £ 7,
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Project Edit Views Layouts Audio
& Engiish (US) (Reference) e Follow Capture Tme

we 2 x

Z #vcFootsteps Switch Containerlix, 7L 4 ¥ —234 { WHEMEDY S 2 Hilf %
AL FET, BICHOMETY — ALy Yy HIIERE A —F 4 AP
iAW E, 7740 FOHIEZFREL., IfibnEd, 22T
I Concrete)Si¥E SN E T,

2. Default Switch/Statez 27V » 7 L, ConcreteZ &R L £7°,

Switch Type
Group
|
Default Switch/State
= Mew...

Mone

Concrete
%

— Assigned Objects

Grawvel

Ed~+al

Assigned Object™ V) 7124613 & 7 44 4 XTERL L 72 Switch Objects23#it
£,

Footsteps Contents Editor i, Z#licA > A —F L7¥ 7~ FDORandom
Containers?3#mn 41, AN 7L A Y —234 { Hiujfii % 78 9" Switch Objectsd
VAMPERRINET, MY V7Y FE2T7HA v T58, A7V 27 %
EOW» S, GO HWOMEF TN 7y 7L ET,

Z 2T, BEMRWRER Y Y FBWLDH D, 2L TH —2o THRET 3
TEDY Y v PR HiEYD»ZEET 208035 D 3, Concretetr 7 > F
1ZConcrete DHUIIZ 7 A > I, BIEAHF IZIERICHHETT, Lo L &b
5. HHETIZRVWLDEFEET A REERSH D £, HlAIE, A A=+ L74
ODIA T DYy v FTWaterlZBH T o a4 v FldRATT»?220D
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HEclikdhh A, L LI ZTPlaceholder (RiF) # 79 A v LT,

#iz, Waterd & &z ke L7<BE, WateroMiliiz 7y 77— 425 2 L23T
2T, Zo7u—F2EM L., WREELH 2 Al & FHETICHES TS5 2 i
XD, BOY IV FZEHL-WEZIITR I 2652 LIEH) FH
Ao

EI - : |-I‘| =S D = Switch Type

Game-Defined Auxiliary Sends

Use game-defined auxiliary sends
i 0
2- Footsteps - Contents Editor - 4 children
Flay Across Switches Fade In Fade Out Voic Assigned Objects
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LAY —DHELTWEIERZRTAT—LZHHLTWET,

'i58 Heartbeat - Sound Property Editor

ettngs  Source Settings  Effects  Positioning RTPC  States  Advanced Settings  +
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WELSTHHRETIEDLD FXA, ZDD, ZITEIFELZITVET,

7L A XY —DOHPHS0LL FIZ¥% S % £ ¢, HeartbeatiF IZEIZ 2 TEL < 1ZH D
FXHA, FOOINZHEHATEIH—T2ES R TEIRD EFHA, ik
Yhu—NVARA VU NRENT A ECHEICERTAZENTEET, .

2. BUESORHATY 7V 7w 7 L, FiLvwaryira—LEAL v F2ERLET,

121



L v 2 3 : Game Sync® Hif#

Heartbeat - Sound Property Editor X

FlLwvaryiro—LErAL Y FBERINE T,
. EDaviru—LR AL b EI7Vy 7L, YEEIZOZTHiAA, Enterz L
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{
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T4
X, YHEEEMEZMHEHAL T, EffERE2HEL 9,
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[B) object_attenuation - Attenuation Editor

Object_Attenuation

Attenuation Settings  RTPC

woordinates
Game Object Explorer... Show Game Objects Max distance

Cone Attenuation Attenuat

Auxiliary send volumes (Gam...  Use Output Bus volume
Auxiliary send volumes (User...  Use Output Bus volume
Low-pass filter Mone
High-pass filter Mone
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A= %A —=NRAT A NI =Ry EVITEIETHEBELET,
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Cutput Bus volume

Auiliary send volumes (Gam...  Use Output Bus volume
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\
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B Obiect_Attenuation - Attenuation Editor

MName

Object_Attenuation

Attenuation Setti

Coordinates
Game Object Explorer. ., Show Game Objects Max distance

Cone Attenuation Attenuation

(Game-defined m

Use Output Bus volume
Use Output Bus volume
Custom
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B Obiect_Attenuation - Attenuation Editor
Name

Object_Attenuation

Attenuation Settings  RTPC

Coordinates
Game Object Explorer. .. Show Game Chjects Max distance

Cone Attenuation

Qutput volume

Auxiliary send volumes (Gam...  Use Qutput Bus volume
xiliary send volumes (User...  Use QOutput Bus volume
i Custom
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B Obiect_Attenuation - Attenuation Editor
Name

Object_Attenuation

Attenuation Settings  RTPC
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Game Object Explorer Show Game Objects Max distance

F:Dne # tenuation

Qutput volume
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Cone Attenuation Attenuation Preview

C— (Game-defined mode only)
iner angle
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Max attenuation
Low-pass filter

High-pass filter
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LG Emitter_Teleport - Event Editor

Mame:

Emitter_Teleport

Event Actions

3D User Defined%ZE##9 3
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User-definedZ#ES 2 L3270 ADE—HTT, XIZ. Wwise Position
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Position Editor (30 User-defined)

Marme:

Dt 'ete

Shells_Path

Random Range
Left/Right

Play Type
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Flay Mode
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Continuous Step

Pick new path when sound starts

Display Options
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Position Editor (30 User-defined)

MName:

Delete

un Shells_Path

Random Range
Left/Right
Front/Back
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Play Type

Sequence Random

Play Mode
Continuous Step

Pick new path when sound starts

Linear mode
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2
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Position Editor (30 User-defined)

MName:

Delete

Random Range
Left/Right

Play Type

guence Random

Play Mode
Continuous Step

Pick new path when sound starts

Display Options

Linear mode Configure Timeline. ..
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i s s 2L DFIL. VEFERC
TAVDOEIEZEEYET,

DHZIADZRIICY A L

164



Ly AV 4 4Ry FDOERKR

6. Configure Timeline % 27 V) v 7 LLength 7’185 ¢ %3 ICAH L OK% 7
Yy 7 LET,
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Position Editor (30 User definec)) |
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| Copy to Clipboard }
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E N

BAEDNSZAD 7 ) v IR—F~NatE—-—3nEd,
8. Ctrl +VZEmI L T, 6 2OFB S ZAZIERL £7,
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MNotes
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Position Editor (30 User-defined)

Mame: Notes

2

:03.000
00:03.000
00:03.000
00:03.000

Left/Right

Front/Back

Up/Down

Play Type
Sequence Random
Play Mode F
‘h

Continuous Step

Pick new path when sound starts 70253 . 43312 7. 0
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Position Editor (30 User-defined)

MName:
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Random Range
Left/Right 0

Play Type
guence Random
Play Mode
.?-'.'l
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HEICH L CTHUMEICRZ SIS E T, Hl2iX, F2a—7TFEIZEWV
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™ Factory Crankea: E Switch Contamer
@ Factory Soundse Delete Delete
= = | Factory Synth Of Botch R ol B} Random Container
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M
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= @ Actor-Mixer Hierarchy
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N
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Position Editor (200 Panner)

MName:
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Position Editor (200 Panner)
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Praject Explorer SoundBank e
Audio  Ewvents e Mincer F&
(U - Schematic FQ
= @ Master-Mixer Interactive Music F10

1" LT LA~ § )
' [*] Default Warl D},rnamm Dlﬂlugue -
=  Actor-Mibocer H

Shoty
“'il':nt; v Warn When Madifying Docked Layout

ir Foot: Reset Factory Layouts...

2. SoundBanks t = —A"¢Main SoundBank % #fR L. XIZEmitter_TeleportA
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WOWTHTHER L TATTF I, WwisefllicERD), H223%%2 L, HEY
DN RAERL, BEOENERTE S ETHDIEL TT X Vv,

176



Ly AV 4 4Ry PO

INTARL v Ay T > 7 BT O W CHICHE AR HE R £ L 72,

177



LYRY 51 A—=F1 AT FIL7O—-%EET S

T 7B = T DRETL et ———— 179
AN e = = L Y - = < RO UTPRPRPRPRN 184
BRI 7 27 B DI oot e et e e e e e e 198
AT RT AT T E L DIFFH e e e e e e e e e e 212

178



Ly AV b

A —F 4 A7 u—2HET 5

79—

SER LS —LI3BE. BT 0y FEHAEIN., 7VAY—BH2EF
AAE—H—~EEOLNET, TNFTITFEATEL LI I, WwiseHOH 7~ F
B3A—FTAF 77400, ST F ALY 2 2L —FORELEIRZIGICL TWE T8,
HAEEDEED S, WwiseD I v 7 A AT ATUHIN, avE2—F DAY —
A —~F[ET 5 F TORKIIELTT, TN =T A ATV AT —>av

(DAW) /KD I v 7 22y —LDRRIZ, V—AZEBPEHICEHI N, 2
F7a—ZHEHES L) ZA~NF LD NE T, EFDO—IFAux send %/t
LCZ 77 b2EHT2ZE0HRET, KLy AU TIE IS DEFREEEDOHE
PR, I HICZOEBEEIZOWTHELNE T,

SE WAL+

TRz DA =T 4 AEE 70— WETIROOFEIF, FT77¥—3 %
Y—PERENICEA 7 27 b EBRLET, TNETDOL Y AVT, RLAmdo v
FA7Y =7 bZ2ayrHICEML, ARy 7y P2 TEBELAED, av
TFDO7uNNT 4 ZHEHLTZOary T HICHEINTVEETDOA TP 27 M
NLTEYFDOI ¥ rfbzZ R EHALE L, AR A 747927 b %
—BICF L OTBLDIF, ¥—2HIA VYT 7L —FT38E. BHTboH 2 F
ZEMT 5 ECERFETT,

CITlHE—O DOV AXY DX a2 — T TEDOEL LR L NIV THRAT 0L %
TATAL, TLVR=F—, 7T——LtBEMFoNnY 7y FORTEZ—DOD
Actor-Mixer4 72 = 7 FICHIET A2 Z 6RO T,

l.Lyzxy5p7uy=7 F2xE1,

Ly A5 70y 7 MIFMA Y v FSEXA 7Y =7 A XV b
DEEICHBEINTED, EDXIHICL THICFHFKDEAL 7uy =7 b 2
LT DOPEFERLEHIhoTnET,

3] T4 T
— BCRfZ toT7uy 7 FOFEMZIER L., D X ) It

INFarv T rIYBHATTONT VL2 HEL £9, KN
BRERK E FEIC OV T Y HEIN TV ERVwET,

2. 70227 b7 A7 a—5—DAudio? 7 TDefault Work Unit% &
L Create new Actor-Mixer R % > %7V v 7 L ¥7,
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Audio  Ewvents SoundBanks Game Syncs

M

= # Masicr-Mixer Hierarchy
(Uls] Create new 'Actor-Mixer'

= # Actor-Mixer Hierarchy
—| ()| Default Work Unit*
-~ Monsters
"7 Weapons
= Die
= Jump
Pain
"IEr Footsteps
%
h
2
h Teleparter
= @ Interactive Music Hierarchy
M Default Work Unit

|+ -+ -+ -+ I+ -+

3. FHLC B L 7z Actor-Mixer2 P4 T L L ET,
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Audio Events SoundBanks Game Syncs

= B Master-Mixer Hierarchy
M Default Work Unit

= @@ Actor-Mixer Hierarchy
= (M Default Work Unit™
~-~ Monsters
I+ -l:nr-r'-1i:u:er

Neapons

-+

[+ -+ I+

=25 RSN
"Er Footsteps

[+ -+

%
& Teleporter
= @ Interactive Music Hiera rchy
M Default Work Unit

4. Cube Main Theme & Heartbeat# [\ >CFootstepsbA F D2 T#FERL £7°,
HBIRLZDDZTPATLT7 77 =% —~FI7v 7L ET,
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Audio Events SoundBanks Game Syncs  ShareSets nn

e
= B Master-Mixer Hierarchy
N Default Work Unit
= @@ Actor-Mixer Hierarchy
= m Dwmult Work Unit*

[+

“-7 \Weapong
=D

=': Jump

=5 Pain

"I r Footsteps
N

N

N

N

N

N

N

N

N

N

N Teleporter

= @@ Interactive Music Hierarchy
N Default Work Unit

[+ I+ I+ I+

5. 7uyx7 b7 A70—7—NT, BRI LETPATLT7 75— %V —

ZIERL £9,

T, 72O 7 4T I1E7 A4 7 L 7 Actor-MixerHIZHHINFEF L, 22T
7721 Actor-MixerD3Mf 2 D>, & - £ EHEZ DX Actor-Mixerl 3T\
7% SRS 28R H ) £7,

DS, A ATz b o INE A —T 4 A EFOETHELD
5, 77 %—3 X% —DGeneral Settings¥ 71CHBHRY) 2 —L 7 2 —F—
BHEPS INOGHMAINLEFTEERDRY =7 2 =5 —D X ) ICHET 2
@Tiaubhéﬁ%bﬂiﬁh %%i%?fi%biﬁh LR
2bDLIFHERY, 7 -3 —IFFEBIZIE RISy 7 AT H 2 LT
R4 —s##—ﬂm%%gntﬁﬁ Figsvrrasnsleiddbh %
A,

23T, RAARY 2 =20 —RZX 74 VLI —D T a7 4 B Z1
%h@ﬁéﬂt?%vA@ﬂF?%7mﬂr4@j7h/bﬁ mh 3, 4l
ZE. TY SHEYV—DRAARY 2 —20-3THhuL, ZNnicagIns
%ﬁ7217F®$4X$U; LD S3dBEINE T4, INosdEINk
727 b EHERTOZOEZMER TS LIZHRERA, 20727
MIBRFEWNT, HE57 79 —3IFH—BLH)0ELODT7 77— FH—9, K
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AAR) 2a—LRNFGR=FBFOIT VT L, —rvAarysTFIcHEZINT
WAGAE, A7y MEOETHBMEI N, Y7V Y —ABFEINSEIC
AY 2 —AEBRESNET,

BEOR EAICH 779 —IF—DRA AR 2 —L 7085 4 BFERIC
BLETLE, Z2ICEBENBIETDOLT TS 27 FDORAZARY 2a— L0 F L 72V
WA ((96dB) LET, M LT, B CDA TV FPORA ARY 2 —
Lo, ZNZFIENICEETDERIL Z E2fTo-2 iz ¥Ed, 727701,
COEIICEINICRY 2a— L2 I LTH, BESEOBEBERA AR
Va2 —ADHFICKEL, 96dB 24 7%y P T A TOMERHIUE, AT
PV EPEFICRS VI ELEZONET, UNDIYA T T ILT, B
VFSEXA 72 27 b MDA TP 27 MICHAREFN TR EEED, R AR
Va—A7 07 2 1T 2 BBEN AR EZHERL TF I,

Weapons
Actor-Mixer
-6dB

Shotgun Actual voice volume
LTS value used when
Sound SEX is played

Shells . .
Random . .
Container
-8dB .

shell 1 "
Sound SFEX e : :
+5dB | (-6dB)+(4dB)+(-8dB)+(2dB)= -8dB
Shell 2 ’
Sound SFX —m (-6dB)+(4dB)+(-8dB)+(-4dB)= -14dB
-4dB ‘
ohellls ‘ (-6dB)+(4dB)+(-8dB)+(3dB)= -7dB
Sound SEX ——
+3dB ~

HOMEREREINTE D, A 72y bEH IR W7 B 3F 41220 T
FEMERERZD 3, 2o k) RifdEoFlOo—>2E LT, £ 7Y 27 O
TNZABERHD . ZHUTOOTIERDEETHNE T,

TPII—=3IF P —IZOWTHBRETEFEFLZDT, RICAXAVF ¥ 775 —ICH
BEEET 2 P04z, MHOT7? 77— XY —ICHEL T2, L
WEREER S TTRWVET,
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6. Die, Jump, Pain, Footsteps, XU\ Heartbeat + 72 = 7 b 23 & IR L, T 6%
RanA79 =7 ro—>%471) v 7 L. New Parent >Actor-Mixer % j%
RLZET,

@ Actor-Mixer Hierarchy
= | Default Work |

Low-pass filter High-pass

MNew Child

]

£ U477 Ttems )

E 717 Monsters Mew Parent ¥ Work Unit

H Mew Event (One Event per Object) » |3 Virtual Folder

= Y=

o Mew Event (Single Event for all Objects) | BB Actor-Mier %

:: B Switch Container

balzE Delete B Random Container
Batch Rename... Ctrl+F2 B Ssequence Container
Import Audio Files... Shift+1 Blend Centainer

7. BHUCHER L 727 7 # — 3 ¥ % —%ZMain Character & fn#4 L £ 7,

= @ Actor-Mixer Hierarchy
= M Default Work Unit*
747 Items
“-7 Monsters
) Vain Character| | |
“-7 Weapons
N
M My Work Unit
= @ Interactive Music Hierarchy
M Default Work Unit

[+ -+ -+

NAYZxY—REDOER

F—ATLAIZBWT, 50l EoY v RYEFEFFHICHEINS 2 L IF—HITIZ

O FEXA, 7D a2 —F—DF—FT 4 THNIDBLERD2F ¥ v 2V
L7nZ E2FETIUL., Wwiseld INSDEFVRHL-Da v Ea—F—D

=T 4 A AV =7 24 AEBET BHIC, WEIIZ S v 7 22T bzl iud
ThEHA,

T2 =3I XY —BETIEIA =T ADFEBED Iy 7 AN I T bl t
HOFELED, ZNTREINGRLA LTIV FDI v 7 ARE TR I 5 D5
WWELPNATLEY, ZHIE, 7uP 27 b7 A7 0 —5—DIAY — I FH—
BE TR bil, JIUTOWVTIZERLFEATOUERADL, BicfioTwnwiZtz
LI NE I L ERVWET,

TRY—A—F 1 AR

Wwise T, NZAEWIDIEF—FEDA—=—FT 4 A A7 27 bT, T THEDA —
T4 ATV —F —F 4 AR L L THBICERE SN UMM T b E
T, NREFT 7Y =X —RBFICIAEL FEAD, v AY— I XY —EEICIE
HOET, BTOWwise 70 27 FZlE, YRAY—F —F 4 TN ERIEN S,
P EDL—DODF—F 4 FNAN, v AY—I XV —WEIHEEET, ¥— LT
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BZZ28TOY Yy FIERINICIZZDRAY—F—F 4 AN\ ZAZ2@EL 32
DIEFNCEHE LN ZIZOWTHTAEL &9,

1. Default WorkUnitH D ItemsZ i ZR L £ 3,

Actor-Mixer Property Editor

Source Settings  Effects  Positioning RTPC States  Advanced Settings  +

Output Bus

Low-pass filter High-pass filter
Il 0 Il 0

= @@ Interactive Music Hierarchy Game-Defined Auxiliary Sends
™ Defauilt Work Unit

Use game-defined auxiliary sends

User-Defined Auxiiary Sends

) | Auxdliary Bus

EDEHIT 7= FH—HINAD, AT —F—FT 4 ANRIEEI N
TOVEIDHERLET, 261779 —IF P —ICREINTVEDT, N
INA TP 27 NI THIEZ A —F —FT 4 ANRZAANRKEIN T E
T, 0z iud, ZNFROV I FA TP 27 NI 1 DDA —F 1 Ak
L. 2NV —FT 4 A — TN TeRY —F —F 4 AR LTINS A —
TAFI X7 avy —ANEEERINTwEEEZLIENTEET,
VIR 72 AIBUCHIR S S 5, (kDA =T A I x> v 7 aryy— Lz
B, NRAERTELENDA —FT 4 A4 7Y 27 M EICFE EHIRIZH D
FX A,

ZIT, YA —IXV—BEETO A —F =T 4 ANZERHERL LT,
2. 9AY =S XY —RENT, 774NV IT =72y PRI ANV FL, <
A —F—FT 4 ANAZERL T,
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Fu X 7a— RT3

English (US) (Reference)

Audio Events SoundBanks Game Syncs

= @ Master-Mixer Hierarchy
= M Default Work Unit

=@z Master Motion Bus

= @ Actor-Mixer Hierarchy

= M Default Work Unit=

|11 MITEms

| -7/ Mans

-~ Main Character

“-7 Weapons

N

= @ Interactive Music Hierarchy
M Default Work Unit

|+ -+ I+

A—=T A4 ANZT0NRT 4 74 =T, F—
TAAPERIGEBL 57 78— X —
TAZLRVDA=F =Y JIE, F—
TAABF 7Y 27 P AL THEINDS Z EPHERT

o A—=F—ld, A —
T A, EEDOA—
L. COHFEPL A —
9,

ijed Edit Views Layouts Audio Windows Help

Start Capture

Last property changed:

Sharesets  [ENIEN

=m= Master Control Bus

Follow Capture Time

- Audio Bus Property Editor
Mame
M 5

General Settings  Effects RTPC  States  Advanced Settings

Bus Meter

i ]

Volume
Voice
v n:llurne
i
Pi ilj:h
f

Low-pass filter

TFTAAR—=H — %ﬁ%mu\
Mﬁfb
”4jvv<»ﬁf‘

3.7 —3IX Y —EENOEEDY TV FSFEXA 7Y 27 FZ2ERL, ZDO2A
F—F—=F R ANR ZHEERL, A 7027 b2HELET,
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| Last property changed: |

Audio Events SoundBanks GameSyncs Sharesets [ENEN| W MName

= @ Master-Mixer Hierarchy General Settings  Effects RTPC  States  Advanced Settings
= M Default Work Unit
=B= Master Audio Bus
=E= Master Secondary Bus
8= Master Motion Bus
= @ Actor-Mixer Hierarchy
= () Default Work Unit*
| 17 ESmE
“-7 Monsters
“-~ Main Character
"~ Weapons
. & 0
= M Interactive Music Hierarchy
™ Default Work Unit

Bus Meter

EEEa

Volume
Voice
Volume

[ S———
m 0

Low-pass filter

=m= Master Control Bus - Contents Editor -

Name olume Voice Pitch

A= =T RDONRAGESNLEGTDT TV FL LRI L ET,

il

WwiseZH 77 FH 7 v FEEDREICL TWAEAICIE, &
AHLAT MR T,

2O0DARYa—baryba—BnHs I LicBRIOErb LNELA, X
Va—L7 2= —%GUNARY) 2 —Lary ba—LPBRXAL VI AY—3 v
JAHNICHEDET, TO7 2= =% T 2L T, ZONRIZESN
5, &TOY —AHFROEGFESZHEMN, WP I¥ET, T4 ANICHS Z
DR 2—L7aF 4 NOEyFEa—nRRA 74 LY —3,. ittt —
TAABFICEHZEEHINIDTIE R, ZONRIIESNLE A 7Y 27 b
X547y Pl LGEIINE T, £TOF 7Y =7 MMIRAENIC
VAY —F =T 4 ANANKELNLEDT, ZHoD7u T4 2T 5L
X, 727 FPHOETDOA 7P 27 MINT 38217759 2 & LML 7
DT, []ZDTTHFI,

BIMA—F A ANRZERLVLEYTIFOVT

T2 —=3IFYV—WEHNT, A7z FMIA TP 27 b2 ANTICTES &

I, RRAY—A =T A ANRZED, A—T A ANANTE =T 4 ANAZ AN
FICTHIENTEET, BMONZAZFEHTEZ EIE, Y7 Y FOREDA T3
) — DI DT TIER L T T 2 I ERTT, BlZI1E, %L DY —LTlE,
= LHOMDE LN L B TERORY) 2 —LZRETEIENTES LD
o T0ET, 2 TOEHKE—DODI 12—y INATHKI) 2T, 2—HF—A
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N Ia—= v INAR) 2 =L 7074\ EVTTEHIENTEET, <
WFNZAFEDEG ) —ODIEHIE, TALARIN=TREDIZ I 27 v 2H TV
FOREDHT ) —, BlAIE, ¥ —LORBEENTHI A2 7 R 7 27
FRYA TR I L GEATSZ2ETY, 2ORILFANRAFEEZ X2 -7 TED
FEETHHHL £7,

RAY—k AT ) =NRFEN F AL v A =5 —#E#EH DSony PS4
Davire—95—nkE ATV —F—FT 1 AHIAZFFOT
NWARIZBEOWTHHLET, vAY—F—3> 3 vy N RiE, BHED
F—hay  ra—5—2hH 35 70, IRENEEOBERE & LI L
7,

FTEBRENZAZMELT 5 2 oho, RIEHCDIV VY FLT727 2285
W7y A vy LTEEd,

1. 9 A —F—F 4 ANZAZEIRL . Create new Audio Busz 27V v 7 L %
7,

Project Explorer d

Audio Events SoundBanks Game Syncs

== W=
= @ Master-Mixer Hierarchy }‘

| . .
= M Default Work Unit= reate new ‘Audio Bus

= =E= Master Audio Bus

2. L\WwA—F 4 AN 2 ZEnvironmental & 74 L 9,

Project Explorer 1][2]x

Audio  Events SoundBanks Game Syncs 2 gsions  Queries

= @ Master-Mixer Hierarchy h
= (N Default Work Unit*
= =E= Master Audio Bus
=m= Environmental
=H= Master Secondary Bus
W= Mazter Motion Bus

RIZT =L THHT 2 HBHDNAZERL £,

3. RAY —F—FT 4 ANANTH A —T 4 ANZAZ/ERK L. 1z Music &
maLET,
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= @ Master-Mixer Hierarchy
= (M Default Work Unit*
= :=Ez Master Audio Bus

:®= Environmental

Eﬁim.liu Bus

INTTAARIY =PI a—Yy 7 ERENANTEE L, ;.')*TZ) &
T, A, BREIANZNE 2 \[REED D 2 BUE L 7 = 7 b s, HEISHE R
B 2w EH)IITEET,

L2L. bLEREBTF—2D7 LAY =2, BREANZIZT7YHAL vy ENE0D
Lz, 77— LEfTIC E%&&%?uﬁ%%t%ii YU RFZ727 b
DHBF 7T A T avzRFELAZVESIZEILELEY., INEHEET
6mu\$mt%5—omﬂx%mﬁb\:m%% ZHERR L 72BN 2 o
Y7y R 727 PHDONZRE L TENMTIUIRWDTT,

4. BN Z #5#IR L . Create new Audio Busz 27V v 7 L 7,

Project Explorer 1/[?] X

Audio Events SoundBanks

= @ Master-Mixer Hierarchy \
= M Default Work Unit* reate new Audio Bus'

= :E:= Master Audio Bus
== Environmental
=E= Music

zm= Master Secondary Bus
Master Motion Bus

5. FRUER L 7e N2 Z2SFX. L ff L £
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Audio Events SoundBanks Game Syncs

= @ Master-Mixer Hierarchy
= M Default Work Unit™
= =E= Master Audio Bus
= =E= Environmental
EEIEJI:"IZI Bus
EE= Music
= Master Secondary Bus
?E Master Motion Bus

INTHLRIDTS =4 =T 4 FDNRXZARRDBHERTE L7,
A—FAANRRDT7 YA

FLONZZERLE LD, BIR7 79— X —BEHNOA 7 27 b=
A —=F =T ANANEE T YA v INTwET, Lo T, #HYLRETXD
TTP7HYA VT BEIRENRHNET, 9. S2—L v I YTV RFSEXA 7Y 27 + %
S INRNZINTHAL L LET,

1. Cube Main Theme# 772 = 7 F iR L T 6, 7y F7a 54 154
% —®O0utput Bus 7' )L — 7", Master Audio Bus?37 ¥4 » 41T\ 2 454l
DT IIRARYY [L]EZ7VY 7 LET,

Cube Main Theme - Sound Property Editor

Audic  Events SoundBarks Game Syncs  ShareSets  Se|ERER| | MName
Cube Main Theme

ings  Source Settings Effects Positioning RTPC  States  Advance

Output Bus

Volume

1l

Game-Defined Audiliar

Main Character
Mo [i}

[+

Use game-defined auxiliary sends

-0+

Volume

= @@ Interactive Music Hierarchy User-Defined Auxiliary Sends
M Default Work Unit

Volume

High-pass filter

2. 757 AN r7—272=v } (Default Work Unit) & <A¥—F—F 4 4N
Z (Master Audio Bus) #2728V F L, S a—Yv 24 —F4 412
(Music Audio Bus) %#:#IRL OKZ27 Vv 7 L £7,
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| Project Explorer - Browser 7] h:q:

Select Output Bus

= =E= Master Audio Bus
=M= Environmental
== Music
Master Secondary Bus

] 4 h Cancel

ZOMOYT vy R 7L A Y —BREOY I FohT I —Ilc AN E T, Bl
DY THTIV—=HD, 2O0DT7 75 —=IFY—=—0HDETDT, by 7L
NDTII—=IFXFY—DT7 I 7y bRZABEEZHT7YA v THZ LT, Z
NEDTHATS 27 FONAHNTOETE2FE RSB A VT LN TEE
T, COEFEZHICHELFETT BI12E, WwiseDi@ i< L F 571 v bEERE
PHWET, OB TREROA 7 27 bo7a T 4%, ZUoDFHL
BEEICHEL RWEATH, —EICHE T2 2 L3k E T,

E!] TAvT

¥/, 7u¥xr b7 A7 va—7—75Property Editord—i%
#E (General Settings) % 7 ®Output Busih v 7 A~ N2 A 7
xRNy PV R-Fay S T5ILERTEET,

3.ShiftZ L 3o 7 7 ¥ —I X —2F IR L, BRINWAA 7P 270D
—oO% 457 v 7 L, Multi-edit Z; &5, & L L 1ZCtrl+MZ# L £ 9,
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2 ™ Actor-Mixer Hierarchy
= T Default Work Uinit®

Mew Child

Mew Parent >
Mew Event (One Event per Object) »
2 | Interactive = =

1 Defud Mew Event (Single Event for all Objects) >
Delete Delete
Batch Rename... Ctrl+F2
Import Audio Files... Shift+1
Inclusion ¥
Expand Options »
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+¥
Show in List View Ctrl+5Shift+F
Show in Schematic View Ctrl+5hift+5
Find all references Shift+F3
Convert... Shift+C
Edit in BExternal Editor ¥

Open Containing Folder (Default Work Unitawwu)

4. Audio, General Settings, Output Bus 7@ X574 =) 7%2 17 A FL, N
Z 71,35 4 (Master Audio Bus)®412dH % [...] Browsez 27 V) v 7 L ¥,
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™ Multi Editor - m] P4
4 objects selected - Multi Editor [

0 Override Output Bus

e . -
0
o e
Unlink
Edit
Find in Project Explorer ¥
Show in List View Ctrl+5Shift+F
Show in Multi Editer Ctrl+M
Show in Schematic View Ctrl+Shift+5
Find all references Shift+F3

Edit in External Editor »
Open Containing Folder (Default Work Unitawwu)

H E R

5. 77 9%—Thsb 70y 2/ b2V AU —53—TT 74N+ 7—72=v}
(Default Work Unit) , < 2% —#* —5 4 432 (Master Audio Bus) & O
BE N2 (Environmental Bus) #x 7 2,8 F L, SFXZ#ERL, OK% 7
Vv 7 LET,
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Multi-Editor - 4 object(s)

Mame Value Unlinked | Rand Enabled | Rand Min

FelicielEE| Project Explorer - Browser 2

Motes
Select Qutput Bus

= Audio

=/ General Setting) = 9
=

Voice Volum:
Voice Pitch
Woice Low-p.
Voice High¢
= Output Bus
Override
Bus
Output
Output
Qutput E
Game Auxili
User Auxiliai
Source Settings
Effects
Positioning
HDR.
Mixer Plugin-in
Motion
MIDI (Actor-Miz
Advanced Setti

INTERIDA 7Y 27 FDETHSEXNRIZT7HA Y TEE L,

ROEETIE, BENOLETOA 7TV 27 M LTI N— 78R 2HH L £
T, DAEEZOEMICBVLTE I RELRETIE RO TY N=7%H %
HIC ZEDBHRERA, 2Dk, AFIRIDL—FZED | BEANZAZ5E
BIZEEEL, SAY —F =T A ANANEEEONE T, L Lo, o8
OB B, A% (Heartbeat)Z XA v ¥ ¥ 779 —7 7% —3I %% —IC
T 200> TwET, Inzilih e bEBT 51213, Heartbeat
Sound SFXA 7Y 27 b BPNRNZADT7HA V24 —N—F4 F§23 L) IZEE
T35 LETHEETT,

6. A4 X779 —77%—3F%%—=7T, Heartbeat Sound SFX 4 72 = 7
FEERL 9,
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art Capture Follow Capture Time

Last property chan
"y Editor

Events SoundBank

U [ HES
= @ Master-Mixer Hierarchy i S0 ttings Effects  Positioning RTPC  States  Advanced
= (M Default\

Qutput Bus

rride parent

Game-Defined Auxiliar
Override parent
1]

Wolume

Pitch

-0+ + |

User-Defined Aux

+]

verride parent

Volume
b
= i@ Interactive Music Hierarchy
M Default Work Unit
tor - 1 child

Audio File Make-Up Gain

|| SHESRbESE

= er
Filtered Current Selection  Orphans {35)
Filter > M* Heartbeat - Transport Control
Original

PF Only

7. M (Heartbeat) @47 > F 7w 85 4 =54 ¥ —T Override parent
Fzv IRy I ARV I LT,

Source Settings Effects  Positioning RTPC  States  Adwvan
Cutput Bus

Cverride parent

Yolume Low-pass filter High-pass filter

—= [| S [

ZD0MAYE (Heartbeat) £ 72 27 FMET 74N FRAY —F —FT 4 ANAD
THAVERENKMINDS XHIckD T,
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NATHA VY DAHIZH50utput Busz 7 ) v 7§56 L, v A
=X —REEICDH HEREDONRAZERTEET,

AL

WYy Py A THICEN A —F 4 ANZAZERTE 3R EO—DIF, Z

NOEBDNAENCY A F 2y 7 BBEREERTESL 2 LT, 20— y7%pl

By XV T EMINDETETT, Yy X v 7id, 54 —7T4 AEFSZADR

Ja—2%, JOF—F 4 AEFRADRY 2 — LI X o TEIET 3 f5iED—DT
T, ZOMAAZRHIES P ADITT, DI A 7L TLBEICIZ. 47D
B OEEIEEDR) 2 — L ZHEINIZIZ 2 DIcflibit, DIOFEIEE T
WEIHIZLTWET, DIOFESKD 2 &, HRIFTHERY 22— A0HBINIZITTD

LVLIZEED 7,

F=LF—=F 4 FIBOTYy X T ThmhLiE T, ZoiEnt —54
FNZAIH L TRESIN TS 2 LT, HEDFEFICEG IR >T0ET, Zofl
T, ¥—2NTT7 2> avdBdbh, bl —EEBmEEL 200 F27
LAY —ICHEFICHEDE 7o R, FROR) 2 =025y X 738F9, L
LaDBs, 7LAY—>2PEICEN, Cod LTED, RADOEBETLHEI Z 20w
IR HD T, 29 LA, THEOR) a—A2 L2 T35 X
ICLET,

WMDNZADA =T 4 AR 2 —L%2HHHTEDIHH I NRAZBIRT 2 2 En6IE0D
7,

1. v A% — 3 X4 —lEc, B N2 (Environmental Bus) Z3#E0F 1,

Audio Events

= B Master-Mixer Hierarchy
= M Default Work Unit
= :=E= Master Audio Bus

= =E= Erl'-a'ir|:|r|r|'E|taI
-u= 57x M

=E= Music

zm= Master Secondary Bus
=@= Master Motion Bus

2T, ZOBREBANZRTEDNAZGIHT 202 HET 2 0E3H D £7,
2. %A — % v ¥ 7 (Auto-ducking) =V 7T, InsertZ 27V v 7 L $7,
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T2 Environmental - Audio Bus Property Editor [7]

MName MNotes
Environmerital M 5
General Settings  Effects  Positioning RTPC  States  Advanced Setfings  +
Meter
Mot a le when the bus is cking wi the current bus reg a signal and will stop when the signal
not mixin

1
56

S ‘ - Volume ade ... |FadeIn |Curve arget
Rdd Bus to Ducking List Jum Fad FadeIn |Cur Targ

Channel Configuration

Parent

Mute for Badkground Music

=[E=
B= Music
= Master P:condary Bus
= Master Motion Bus

3.RARAY —F—FT A ANAZLT 7 AN F L, MusiczZEIRL, OKZZ7 Vv 7L
R

IIT. BEANAIA —F A AEEBHIEHAII. T2—Yy I NZDR
Va—LBEDK) IWEZR T 20 Z2IRETH2LEBHYET, 7741
DAY 2—LDEAIZ -6dBT, Z4UIARY 2 —LEHBL )L AR DEIFL
DLBETT, RV 2—LZBEZL )P LRFILREICLTAHET,

4. R a2 =L 707 4 Z-9ICHKELET,

RTPC  States

the busis ) egi en the curre 5 rec signal and will stop when the signal

0

Volume
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NRESPEAZIN., =47 v P NZADOEHUNMDE = 2 £ TORGERN %
WHETE7z—FA4 v, 72—F79 b e Mio7ra T2 283H0 £7,
7=y M, R 2 —LEERNZLEKDOL LTINS LI ko
TVETH, AAARY 2 —LIEET LI EHARETT, KA AXRY 2—24
PEIRTZE, Sa—Y v I RRESNDIZEAL TP 27 PDRA ARY 2 —
L7aNRNT A4S, ZORY) 22— WEINE T,

ZFEIZ7xV NDEA

ZZFTTWwsellBII 24 —T 4 45D 70 -Gl oW THREL DT, X
WA =T AEEZ2EE 70 =B 2L KA v P CTEEZINZ %% )51k
BHEATOHEET, BRICH B3y FRo 740y =70 X574 2 iHL T, %7
VEDOBIZ AT REZBITERYATEE L, S5 727 904 vl
T2 ETHI Y FICBIL2 52505 L% DfERHVET, =727 7
7L 0F, UN—=T AL FI 72Ty dH#, f a4 ¥—var, 4L
A, E, BEL DY IV Py — L2t £,

9. WwiselcA Y R—F LRI, EDXHITI 7L v 2FH LTI F 2
B t-DHRIA T3 2 EBTELZDZENET,

I7x7hDEA

l. 70y 27 b2 A7 0 =5 =T, PATLT 79 —3I%4%—%H
. Teleport £ 72 =7 F & RL, BELET,

Project Edit Views Layouts Audio

TLR=FDY IV R, LAY =T LA—F -2l T 2RI
N, LAY —%—BicL vy 7 Loloyiianr—y a vIicBE ¥
¥9, SCTAHLMESH Y, TLE—FOF YV R LEGE ) TT, W
YU RELIDLEL L, ARS Y LI 7 27 bl EE28MT 57010, 5
LAR=FHT U FIZTA LA L, Za—%BML 7,
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2. 7V E— Yy RFo7a T 4 54 ¥ —7., Effects¥? 7227V v 7 L F
7,

sound Property Editor
Audio Events SoundBanks Game Syncs
Teleport
= i Master-Mixer Hierarchy General Settings  So rce Settings Effegs  Positioning  YTPC  States
= | Defaul < Unit™ },
COverride parent

ID |Effect Mame

= @ Interactive Music Hierarchy
M Default Work Unit

727 FPZYTIZIZATID ORI, FNEFNERHTRERZ 727 T
FTITAVERETDHIENTEEY, L2LEaBs, HHTELZ 7774008
Hor)FHA, ZNETVLVR= A TP 27 PET7ATLT 77— 39—
WIZHBDT, 774N P TTLR—bMETATLT 7Y —3IF Y —DL7
7 PR ERAEAL TWAEPLSTY, TLR—=—FA 7P 27 D7 =7 ML
EEHET LI, BA TP 27 VR EGETAREEZ T HIHELBHD 7,

3. Bl A —1"—74 F (Override parent) F=v 7Ry 7 A% ERL 7,

Project Edit Views Layouts Audic Windows Help
English (US) (Reference) e Follow Capture Time !t . N

Project Explorer (4| 3¢ Teleport - Sound Property Editor

Audio  Events SoundBarks GameSyncs  Sharesets [EREH| | MName : Notes
Teleport s

Global | Cul

= @ Master-Mixer Hierarchy Genera! “=tinoe  Spurce Settings Effects  Positioning RTPC  States  Advanced Settings  +
(M Defaul Unit*®
r Audio COverride parent
. \

D | Effect Name

= B Actor-Mixer Hierarchy
= ® Default Work Unit*
e

4. Effect ID Ok L 7 ¥ —R¥ %27 Vv 7 LET,
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Project Edit Views Layouts Audic Windows Help

Windows@® English (US) (Reference) Start Capture

Last property chang

Audio  Events SoundBanks Game Syncs
= @ Master-Mixer Hierarchy
= (N Default Work Unit*
=B= Master Audio Bus
i ental

E Jus
=®= Master
Master Motion Bus
= B Actor-Mixer Hierarchy
= M Default Work Unit*
- |

"-~ Monsters
"-" Weapons
N
= @ Interactive Music Hierarchy
*1 Default Work Unit

Ew r

Filtered Current Selection  Orphans (35)

Filter

A
‘j—o

i

YA 26 ENTHERABETT 2, Wwise 2 R)L—ya vy

Mmoo
2| Telepor|
Qriginal
PF Only

MNone

AstoundSound Expander
AstoundSound Folddown
AstoundScund RTI Legacy

Aurc Headphone

iZotope Hybrid Reverb
iZotope Trash Box Modeler
iZotope Trash Delay
iZotope Trash Distortion
iZotope Trash Dynamics Mono
Utope Trash Filters
otg pe Trash Multiband Distortion

McD5P FutzBox
McDSP ML

SoundSeed Impact

Wwise Compressor
Wwise Delay

Wwise Expander
Wwise Flanger
Wwise Gain

Wwise Guitar Distortion
Wwise Harmonizer
Wwise Matrix Reverb
Wwise Meter

Wiwise Parametric EQ
Wwise Peak Limiter
Wwise Pitch Shifter
Wwise RoomVerb
Whwise Stereo Delay
Wwise Time Stretch
Wwise Tremolo

Wwize Conveolution Reverb

Za—IIHBIRABER L 7 27 b 79 74 VOIL#EHITR ) A MBIFRRNZINE

N—=T D, ZDMMDOWwise THHIDIRE S\ 77 74 ViF,

7 — L DR HERIC 3B D 7 A 2 v R BT 59—

FRX—=F 4 T2 7L 12k Ed,

—ODIL7 V7 FERTEE REDT 77407 )y FERTEND
Y7L 7 arvPHEINTWALEZELRD) T,
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5. Z Z Tl¥Wwise Delay > Delay > Echoes_Linear##0 £ 7,

General 5 iZotope Trash Box Modeler I States  Advanced Settings  +
iZotope Trash Delay

iZotope Trash Distortion
iZotope Trash Dynamics Mono

Prev. |Next |Mode Render |Bypass | Edit

iZotope Trash Filters
iZotope Trash Multiband Distortion

McDSP FutzBox
McDSP MLL

SoundSeed Impact

Wwise Compressor

Wwise Delay New...

Wwise Expander Default (Custom)

Wwise Flanger Delay Echoes_Linear %
Ww?se Gai-n - - Nearly_Forever

Wwise Guitar Distortion One_Tap_Half_Second
Wwise Harmonizer One Tap_One Second
Wwise Matrix Reverb One_Tap_Quarter_Second
Wwise Meter

ZDWwise 74 LA 79 74 %, Echoes Linear7V v k &3z, 51
R—=—FY OV FA 727 MCEBERAINE T,

Prev ONextDRHIC, HHMREAZLZ7 =7 b 7Yty b ZIAKICHEZRET 2 2
EPHRE T,

6. Next Z##f L %2235, Teleport # 7Y =7 b EFHAETLZ LT, B
LT 4 VAREEA—T 4> avilllid s 2 ENTE, RHENIC Delay
\One_Tap_Quarter_Second #)& L ¥ 7,

3% Teleport - Sound Property Editor AP P (7 X

Effects  Posiioning RTPC States  Advanced Settings

Name Render | Bypas

Delay\One_Tap_Quarter_Second

| Bypass Al

Ty b2 Z LT, RODBZY TV FICHh ABRER WV E Z A F TR TT
L EBHEETE, oz a—PL4EWEI T, =727 F7ms
T4 BPETEET, HEEBROBZY IV RICTRIENTEET,

7.Bdit #27 )y 7 L Cx7x27 b5 % —%EET,
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Render | Bypase™ Edit

Wwise 74 LA 7037 4 BERINE T, HHEEER 7 a87 ¢ OffFSHIZ,
I7 27 T4 v DEMIICEoTRELELY) T,

E‘ T497

G DIT 27 MTHBNIRA=—FIZIET 2y F/FIAL I w7
ADHDFET, TOEZOBICHKETEELT =27 FBEL D
59, AV FNDRIAREZTOADEI Z T, 100%IF T
77 bOABEIZBZEICRDET, 72y M FIALEE
TEEL, HRT-DORDIBREL T LY FZ L THFI W,

8. Feedback 7u X7 4 #251CL, 727 b 2549 =94 FO %L %
7,
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One_Tap_Quarter_Second - Effect Editor
Mame FF  Shared by:
One_Tap_Guarter Second N Teleport

Effect

Effect Settings  RTPC

Delay

Delay Time

| Enable Feedbuk

Feedba [

Qutput

CDX7 27 V3T =D L AT TNLY A LTERINET, ik
PNIALLT? 27 b 2% DA T 27 b THEITLTWBEICIE, ¥—LY
AT L DCPUMEEE ) Z B> T L % 9 Alagth:dsd » £ 9, CPUE i % HIIK
T2, YO PRV 7 E2BEAERT I, it —T 447740 ELT
727 2LYFYYITLTCLEIHELDHD £,

9.Render ¥ =y 7Ry 7 ZAZERL £7,

Teleport - Sound Property Editor
MName

APNP (2] (X

Name Prev. |Next |Mode

Delay\One_Tap_Quarter_Second < = Uze ShareSels

Auxt > R (Auxiliary Send) Z{#E>

Auxt v Fli, 772 27 FDSAUXS Z EWEEI 5 Fil 7 8 2 ~E RN HIH X 4
7R 2—L%E5DIfH) 2 ENTE28MEBNIDZ ETT, AUXNZADERD
— IS, BEL DY =R LTI NRN=T L a - EDARY v)LL
77 FREHTAILETT, AUXNRICESNBEED, HEL2ZIFTHARWL
FIALEFIUNEINEZ 727 b2 ) AA—LFT,

X¥a2—77TETIR, 7YEZL Y FEEOHBEEZ R T 2 ERFAD Y —  THK I
N7 —IVFNZ7LAY=—DBFHLET, LAY —20IN6YV =Dl
ALZBIC, F—2I3Ei e Wwisea— L 2% D . BERZF—LIZBIF 2 YN —
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THRGE, MR TA27 VY EL Y L7 27 P BRESINTAUXNZAZ T 75 4
R=FFTHIEDRTEET, ZOX) REHELEWHT DI, YN—=T 2727
FEWwise TREL ET, 9. UN—=7 2727 FDBBHINERY—3F
H—REENIC, AUXNZAZERLET, VUN—=73BEO-ThD, it
CDHANA 21T EVERR L 72BN ZANISIERR L £ 9,

1. BEANAA 7Y 27 b %3EIRL, Create new Auxiliary Bus%# 7 V) v 7 L %
ER

Project Explorer (][]

Audio Events SoundBanks Game Syncs

==L
= @ Master-Mixer Hierarchy L-.
= M Default Work Unit= Create new 'Auxiliary Bus'
= =m= Master Audio Bus
= =E= Environmental
=E= S5FX

=E= Music

F—ATLAHTIE, PVEZ Ly PYN—T 2727 ML, F—Lb=y 7HD
Bea @i 7 4+ — 7 AN —ZNBBBRICHICZDRIENIZ->Z ) Lhbr s LB
WET,

2. B A2 Zenv_corridor &% L £ 9,

Project Explorer 17X

Audio Events SoundBanks Game Syncs

= @ Master-Mixer Hierarchy
= N Default Work Unit®
= =m= Master Audio Bus
= =E= Environmental
== SFX

L= env_corridor| L I

=E= Music

CNTAUXNANTEZL/DT, UN=T2ERTL2DIfHH), =77 b
I v ERBEINT ARNERHD T,
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3. FIHAUXNZ 2B L, 7 r 85 4 =5 4 ¥ —DEffectsy 72 :#R L £9°,

%: env_corridor - Auxiliary Bus Property Editor
Audio  Events SoundBarks Gan Shareset [ENEN W Meme

env_comdor

= @ Master-Mixer Hierarchy

General Settings  Effects  Positioning RTPC  States
= (0| Default

[+ -+ I+ + |

. 1" Bypass Al
= B Interactive Music Hierarchy =
(M| Default Work Unit

AUSNA7unRT 4 T4 —NTZ 727 V77374 V3L v A b—)L
e ADODRI L avdBHir L7277 arvdBhiOnMRTEE
T, WwiselllZ 72 SADHBEDO L7 =2 7 v 77 74 VMt I T 3,
RICRN—=2 P UNR=T %A VA=V L, BREATHIZZ2E2TOY T~
Rz 2R E2EML 9,
4, Bffects=) 7T, RHIDLZ7 =7 MTDRL I —RY %7 v

L. Wwise RoomVerb > Rooms > Room_SmallZ &R L £ 9,
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None |

AstoundSound Expander 4
S . AstoundSound Folddown 3
Env_comic

Auro Headphone 3
iZotope Hybrid Reverb 3
iZotope Trash Box Modeler 4
iZotope Trash Delay 3
iZotope Trash Distortion 2 Mode
iZotope Trash Dynamics Mono 3
iZotope Trash Filters 3
iZotope Trash Multiband Distortion 3
McDSP FutzBox 3
McDSP MLL 3
Wwise Compressor 3 REws
Wise Delay > Default (Custom)
Wwise Expander 4 Cathedrals 3
Wwise Flanger 3 Claustrophobia Serie 3
Wwize Gain 3 env_corridor
Wwise Guitar Distortion 3 env_large_room
Wwise Harmonizer » env_medium_room
Wwise Matrix Reverb » env_small_roocm
Wwise Meter 3 Exteriors 3
Wwise Parametric EQ 3 Halls 3
Wwise Peak Limiter 4 Huge Spaces 3
Wwise Pitch Shifter 3 Plates 3
Wwise RoomVerb 3 Rooms Room_Large

N’ Telepor Wwise Stereo Delay 3 Room_Medium

Original Wwise Tremaolo » o e Room_Medium_High_Absorption_Ceefficient
PF Only Wwise Convolution Reverb (3 Switches  Triggers Lo [ i, e

Room_Small M

iy
ZDILT7 27 FDBRYPDITITA YA F— NV TEF L7,
E env_corridor - Auxiliary Bus Property Editor 21

MName Notes
env_comdor

Name

Rooms\Room_Small

L7227 VT IFTAVICERA BN GR=IBHN, Y7V F2hRIT~wA R
TH2DIHEML £,

5. EffectfToAICH BEdit #27V vy 7 LT,
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ﬁ env_corridor - Auxiliary Bus Property Editor

_comidor

General Settings

Nai

Room_Small

ER pattern
Large Room

1| Bypass Al

Diffusion

width

Filter band 1

Filter band 2 Filter band 3

Wwise RoomVerb 77 74 VIZBHH T 32 TDONRTI A=Y DBHERTEE T, #
W2, F=2% 7V A LEBRICY N=7 %GR L, £ 2R TT 4 r A
RIS v v I Y BIHFEARATL—L2EMY 7y Re RS <A AL,

HET 5 T EDBHRE T,

T, T2 —3SXY—WEOLEDY TV FSFXA 72 =7 b2, WEBEL
7ZAUXNZHNDAE =LV —L Y N=FNEFZ2RLDO0ZERNL £7,

6. 277 74 ¥ —%FHAL 7,

7.7 7% —3 X% —EENT, Main Character7” 7 ¥ — 3 ¥4 —%2%ER L, 70
RF 4 5 4 ¥ —®DGeneral Settings¥ 72 £~ L £7,
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@8 Main Character - Actor-Mixer Property Editor
Audio c gl e Name

Main Character

= @ Master-Mixer Hierarchy o e ngs Effects  Positioning
(1) Defauit Work Unit™

Output Bus

Volume Low-pass filter High-pass filter
Bus 1} 1} 1]
Master Motion Bus m ——] M S— m —

= 8 Actor-Mixer Hierarchy
=

gaaa

Weapons
N
= B Interactive Music Hierarchy
0 Default Work Unit

User-Defined Au:
Low-pass filter
m 0 ) 5 Volume

High-pass filter

[

RIZ, BERREBAUXNZAZ T A Y LET, THUTIZ2ODHERH D £7,
BHIDA T aviz, WwiseH To a7 ILTINE 7Y A v T 5 HETT,

8. mHIDAUX N ZFTT. Browsez 7V v 7L £7,

{8 Main Character - Actor-Mixer Property Editor

n n Mame

Main Character

ettings  Effects oning RTFC
Output Bus

==

Volume High-pass filter
1]
Actor-Mixer

® ult |

[+ +|

0

Volume

[+ -+

Interactive Music Hierarchy
M Default Work Unit

Iter
0

High-pass filter
I 0

a2l VI AT —5—DE,. v AV —
AUXNZAA T 27 PRI NET,

Yads

¥ —PEE &R RE 2
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Project Explorer - Browser ]
Select an auxiliary bus

MNone

= im
=0
= =E=
= =E=
zE=
LS En'-.-'_n:n:nrrin:inr

=E= i\

Cancel

9. env_corridorAUX YA ZiER L., OKZ 7)) v 7 L £7,

!?W TAv7
— AUXNAF 7Y 27 b2, 70y b7 A 70 —=5— 256
User-defined Auxiliary Sends listic ¥ v 7« 7> K« Fmv 7

TRHIET, BER ey F2EMT 2 EBNHEET,

INT, AAVFY I —TI77—3IFHP—ICHEINTVELE TV 27 b
ERHAETIRIC, SRl ELEL—LYN—T 2727 225X
L:tﬁb jﬁ Lf::o

10X V¥ X I 2 —=T 2 =3I FY—NOA 7P =7 F23ERL, BELTY
N—T T 727 F2BOTHERL THRTF I,

YN=7 2727 bZELLEDES LD T 51212, env_corridor7 44
DEICHBRY) 2—2Lav ra—i%Up/Downl THEL £,
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User-Defined Auxiliary Sends

W env_corridor

11
il

i
i
i
I

— E—

11env_corridor volume# EiFC, HUZFTYN=7ZHETATFZ 0,

Q H:5
INTIN=TDHEZIZBXH12HD T LDT, FIHATHER
L7cIN=T7 574 VREITRY . BUADFEITTEL ¥
7,

F 7Y 27 FDBAUXNZANY T F NV EED2DOODITE, 7 — b HIEDSWwise
ANA Y=V %KD, YTV, EQDAUXNZADED L )UK S L H N
EEBEELET., 2D L) ICubeTEDNEEL TWWE T, Asyou walk
throughthemapsinCubeT‘—‘EO)’?/7’§:*72‘ JAN—TF BRI, L)L
74& WY = BREINTED, 7L AP —=DREDY =V IZ Ao

ﬁﬁ@MMnx«ﬁ%n%MMh/b$u;—A@%ML —/T7TLA
’V WZEDOY—v e 23 LET, 2I9LT LA v—0WHn
RMEERICHD EDVT, YN=T%2¥ A F Iy 718 L3¢5 2 Lotk
9,

COFERMHT 51213, % User-Defined Auxiliary Sendst 7> 2 ' NHD
env_corridor D 7% A Y 2N THERH D £,

12env_corridor7 %4 » %471 v 27 L. Set to noneZ &R L £ 7,
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User-Defined Auxiliary Sends

Set to none
Select Auxiliary Bus...

Cut

Game-Defined Auxiliary Sendsz il $ %123, F=v 72Xy JATY 774

R—FT2721FTT,
1382TH7 7% —3FH—I12xf L CTUse game-defined auxiliary sends# i#{R L

7,

Game-Defined Auxiliary Sends

se game-defined auxiliary sends

Volume || 0

User-Defined Auxiliary Sends

INT, =22 7LA LTI, AL VX707 5—T7 77 —3IF%—
NICEE&EINTWEA 7Y 27 Fidenv_corridord AUX+® >~ K %Up/Downd %
A IO AWwiser — L a— V2RI ENTEET, ALy
AV DRBIZCube TEZ LA LTHHWVET, vy 7ORLV 7%
BT ABRICYRN—T 27 27 b3 rolh, AT 30 2EWTHEERT

I

211



Ly AV 5 A—F 4 A r7u—2HET 2

P{\ TAvT7

' Use game-defined auxiliary sends+ = v 7 Xy 7 AD T DR
Ya—2sarvira—)d, ¥—LrIZryPUhrokonbHEICA 7
y FERMZ2DIEHL, 7/ <icii#z B35 L
%, bBT-HEVPBHELR L) ICHETES L) IThk>TwE
ER

ATIT14v I 1—DER

Ry AvTlE, 77 —3IFV—RBELAYIXV—BEartokiicLT?
DTy ERNZATHA VEMEHLT, 7Yy P TELDEMRLELL, 206D
BEx7ay 27 b 27 A 70— —NTEHWD EIZAY vy 7 ZNT0WEDT,
RAY =3I F Y —WEDONAA T 27 b, EDEXHIT 7= FH—FEED
I FEBROTONEDD, o) LnI b T, ZolERE
HR$<T2%2012, WwiseTIZAY T4 v 72 —Z2HELTVWET,

1. X4 v X = a—,"—5Layouts > Schematic# &R, & L I1Z FOZML *
ER

Project Edit Views II_.aj,rqusl Audic Windows Help

Windows & == v Designer F5

Profiler F&
Praject Explorer SoundBank F7
E Events Mixer F&
M L] Schematic Fa
= @ Master-Mixer Interactive %usic F10
= I.B. = Dynamic Dialogue F11
= =E= Master £
= =Bz Envi Game Object Profiler F12
:E v Warn When Medifying Docked Layout
Reset Factory Layouts...

F2FINET, AF=2T 4 v 7E2—7TlF, Wwisey 7L 70 —fEomR -
MNTHD, SR —F =T A ANABERINET,
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Project Edit Views Layouts Audic Windows Help

Windows® English (US) (Reference) Start Captur Follow Capture Time
i1 Last property: - Global | | Current Sele|
plorer

Audio Events SoundBanks Game Syncs ShareSets  Sessions  Queries

= B Master-Mixer Hierarchy
ult Work Unit

) Default Work Unit
~-7 Items
- Main Character
11 ¥oni

-+ I+

~-7 Weapons

I

= B Interactive Music Hierarchy
M Default Work Unit

No Object

Original

ction  Orphans (47) PF Only

el

RAY—k A I =NRIZ, F—baviuo—7—IlEEIN
TWa3 LI hteh ¥V —F—FT4 AN Z2FH I —L AT A
THEAL £, FAffc, vAY—F—>avyNRiF, ¥—Lav

fue—J—cgEINT7 v 7 NVIREIBSBED & 5 12, YRy E)
ZWZHIB L7278 AL £9,

NW2AWEGZ T 7 2V F 35, WTENDOY T VY RHILEIRETHEDLZ &N
Xk E T,

2. RAY —F—FT A4 ANAZLZ I A FLET,
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Schematic View

Search

3. Music, Environmental, 20X SEX N2 %2 L7 ANV R LT,

TP PV AT =5 —THERTES LI, EDXIHIA 7Y =7 b
DPHEICBAROT o N TV EDDEMTRINTWET, /MERT, A 7Y
7 bMEDA =T 4 AN =T 4 VIR ZERLTVET, TP b RT
02— —7TClxbh»nIc -7, Cube Main Theme Sound SFX #+ 7Y = 7 +
BMUSICNAIZIL—T 4 V7 ENTVAEETBIEZ-oE D ERTENDS EEVE
T, DIE (Heartbeat)5HTWwW3 k9 %, KR TH? 7 N7y b 24—
N=F3 A RTBE7 Ty b 2R o4 727 2R L T0ET, Ay F >
TP =T I —=IF Y —HNICUEINTVLELIMAGTZ., H#ETAY —F —
TAANANT YAV LI EZHEZITOETH,

4 AAVvF 779 —=T7 7% —=3F =% AV FL, RicDie 7% L2
v —. micDie 1 Sound SFX A 7Y 27 b2 7 AV FLET,
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887X

INTSFX\Die | A —F 44V —A7 7 ANVDBRZIBZLIHIIHED, 26K
NEBOTWS ZETRRY—F =T A ANAEFTONRABET L —ATEZ

£
Sound SFXA 772 = 7 FZ2BIR L, HET B2 LT, TCICA—FT4 v a vk
422 L3 TEXET,

5.Die 1 Sound SFX* 7Y =7 FZ23#IR L, FHEL X T,

827X

‘| Die1 - Transport Control

Original States RTPCs

PF Only Switches | Triggers

YV R T ARIC, COATRT 4y 7 a—6EEE, @t 7Y 2
IR 7unRT 4 P EETELZEDIEFIMENTHL Z EBEBOLNDIEITS &
BwEd, Ric, A7 27 Ml 7374 Z28IML £9°,

6. A7 ~T4 v 7E2—Df EIcdH 5 View Settingsz 7V v 7 L £7,
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(Ve Settng: |

F...

7. Mute/Solo, Bus Volume, Voice Volume, Voice Pitch <7} Voice LPF + = »
IRy 2 AERL OKZ 27wy 7 L ¥,

lect the visual information you want to appear in the Schematic View.

General
Icon Strip
Mute/Solo
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Mame Nofes
Environmertal M 5

General Settings  Effects  Positioning RTPC  States  Advanced Settngs +

= ¢ PlayerLife
¢ Alive
U Dead

3. Property Editorv 4 > F 7 ZEAL £7,

AT — MRET) TBBED AT — MEZRRNT 2 TNI I v A =a—03dH %
PlayerLife# &R L T2 DZEZR L THF I\,

Bus Masters - Mixing Desk
.= Bus Masters Ejmrf | Playerlife ‘

\

|3 Mester Audio Bus (S5 Ent TSt TR AR
Ol 20w & 6 W~
M..lbefsdo M M 5 M s
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PHEHTAEZAEYVY Y =R, =2 DO, $IZI1E7 T 7 4 7 2123
HTERWwEWIHIREDSTT,

RRTHEMEZBRET 5 2 & HEIZ, B Z OMEICHIR T 2T H D £
A3, THEZEBATBICHZ I TOEL 2T HI IR £,

8. XA VY ENV T DERKY A AfEiz 9,000,000 12, DCP_the_core size %
6,000,000ic3E L £ 7,

SoundBanks Data Size Max Size Free Space | Type

= ! Default Work Unit

& Main 9000000 SFX
‘3 DCP_the_core 6000000 SFX

T IV RN IANT T2 b 2T AT H5HENRHDET, I
FTOLYAYTIE, ARVERA TS 27 b2 Y IV NV IANEY T T L
T MBI —FT 4 A7y FOBHEWICH 7Y FXV 7O ZTEE
L7,

dcp_the _core LRIV DARTE YA —INEA XY b 2RET 20EBH D £
T, FW, TOLVHEHHADA RV M, TOFEDL LTSNS I L
ZRITMEAT) 74 9 7 AR OTOEDTERICE>TOET,

9.DCP 7Y 7 4 v 7 AWMtz A4 Ry F 242 TEIR L. DCP_the_core
SoundBank~FZ v 7' L £,
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[Ull_|
= @ SoundBanks
= M Default Work Unit™ =
& DCP_the_core = 0 Default Work Uit
& | Main H|m

Current Selection  Orphans (0)

Name

DCP_the_core

= ; Manually added

Q Had

INFTOLY AV THHALZ7vY 27 ki, DCP_Music
ARV NI, DREDETDTF—LLN)NVDIa—Y v 7 Ty
I7EBILZEMTERLIIC, AL VYTV ENVY 7RI
NTHELE, L2LE2S, AL v A Tlk, DCP_Music A
XV b2 2O —LDRBIHEHINIRET — L L)L)
2— FIn=BiIcflifZns,. DCP the corer7 v KNV 7
L TOET, 2%, KLy 2VvoBETlHTELL
EL BB L LRV ETVLATERD, ZDIa—YvI%
FEC 2 EIZdH D ¥ A,

DCP_the core D7 —% % A4 ZIIIWML XA, 2L, FEHLLIY TV
RN 7 2 RAEKT, FERITE XA YT RNV 21T =2 2B THh 5

TV ET,
107 ) D TDH A Rk #Main SoundBank~FJ v 7' L £,
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AL E SoundBanks GameSyncs  ShareSets  Sessions  Queries

U]l
= B SoundBanks
= () Default Work Unit*
8 DCP_the_core
& Main & Main g
3| DCP_the_cor- 6000000 SFX

¥ | Default Work Unit

Filtered  Curren on  Orphans (0)
= { SelectAll  Select None

Fiter >>
sundBank Editor
DCP_Music Nai Notes  poes

nes Edit  Details

* : Manually added

;?' T4

ARYFPE2L—7—T, D%mbm%Eﬁb\UZF® R E
TAZu—)LL, ShiftZf{flL %06, —~BREDA XV FTH D
Weapload 27V v 7452 LT, %?(4’ RV FDOETET Y
ATy 7 TERLET,

EDV Ty FANY 7 2ERT 20HEL R IFIERD A,

11Main &DCP_the corey 7 v F 37 & Windows (b L { 1ZMac) 77 v
b7 4 =0 ESEEIREnglishoF = v 7 Ry 7 ZA%2#IRL £7,

"SoundBank Manager
SoundBanks

Tree list MEW User Settings... Generate Show Log

dBanks Dat ize Free Space | Type Platforms Languages

= M| Default Work Unit
B Main 9000000 5
& DCP_the_core 6000000 S

12Generate 7V v 7 L £7,
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Shiow Log

TV AN=PFRRIN, TATLD, ¥V RNV ZIBMI NI XV
FAEETLEDICHELRY—F 4 A7y FRAeTHRI L., Bt 2iERA
FRLET,

13Generating SoundBanks™” 4 > K7 ZEAU £ 7,

Generating SoundBanks - Completed [ied 14

Platforms
Windows
Windows
Windows

Platform
n mede: SoundBanks contain 122 media item(s) out of the 200 permitted. Co...  Windows
0 warning(s), 0 errar(s), 0 fatal error(s)

Copy To Clipboard

MDY Y KRy 2 DF—F YA A, PEHREZBATLE->7 2 L0
BTE, BEAR=ADPROLFETARDF R INTWE T, N FHEHFH
WIZH 7 ¥ BN 7 %I 5 7 DICHIR SN B e 7 — % ObyteSic 72 b 7,

9000000
6000000

ZEAEETE (Conversion Settings) DYERL

RIH Y Y By 7 OF A R % 8D & 51T 2 0% SR 5508 2 7750
9, JHUCRRARTERH D, 2023 70Y 27 M v E—FEN
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Fwav A —FT A4 A7 7 ANE, bokav Ay b RERICESBmTAZ LT, Y
YINL—=FEPNFRD, BRI ANDY I I ALEF e R VEERHS L

D, FH07 7 A VERICE T2t nELZoNE T, ZNUDER, Y7 F
IA VT4 DIETIZORDE Z LI 925, R E L2 AW 2 b
T, WwiseD#iat LT, £ v A—FRIZINSDEHBEICOVTRICT A I L
L, Bl RME IR L2 BT, BEICNE TERZIT: 9 2 L3k
7,

77 ANZIDDOEMS 2 2 EHHRE T, BHEI T FOI7 NV —TICx LT

AT 2B MBEZRDTO6, ZN6E2F LOTHHT 200 IVTT, BiF
ICiZ, =T 4447227 MCEHT2 7V 2y b &L TEBEES =71y
I (Conversion Setting ShareSet) % {E& L %7,

l. 70z 7 b7 A 70— —7T, ShareSets¥ 7% 7)) v 7 L7,
Project Explorer

Audio Events SoundBanks Game Syncs SSI0NS

Ul |
= 8 Effects

= (N Default Work Unit

(M) Factory Effects
—| 'l" Attenuations

= M Default Work Unit
= B Conversion Settings

= M Default Work Unit
= # Modulators

™ Default Work Unit

2. Conversion Settings Default Work Unit #3#{R L, Create new
‘Conversion Settingsz 7V v 7 L £7,

Praject Explorer (1][2] (X

Audio Events SoundBanks Game Syncs  ShareSets  Sessions  Queries
m [l -
= B Effects k‘ - -
fulls| Create new 'Conversion Settings'
| Factory Effects
Attenuations
™ Default Work Unit

]| My Cube
Conversion Settings
M Default Work Unit
= LeiauiL wonversion Settings
™ Modulators
M Default Work Unit
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HT-DY I PO IF— DY I FZ 727 b oBREINETDT,
IS DFEDY 7 v FIC—MRANCET T 2 B E 2 R L £7,

3. Z®Conversion Settings ShareSet% SFX & @4 L 7,

Project Explorer

Audio Events SoundBanks Game Syncs

= ¥ Effects
= (N Default Work Unit
M Factory Effects
—| 'I" Attenuations

= (N Default Work Unit
= B Conversion Settings
= M Default Work Unit*

~~ Default Conversion Settings
RN
= @ Modulators h‘
M Default Work Unit

E{] T497

BhMdConversion Settings ShareSets(Z#iRES = 77X v F)d
BOEFEDOY 7 > FAIERTE E T, Hl2E, ¥4 7u ik
JARECHTIR DR 5 11T 5 DT, FEIRIC K & 2 WHIBHT, Y
YINL—LFETIFSZEPHRKET, T, T2-Y v IEE
IZOWTUE, RO A =T 4 F 74V T 4 IZOWTIEIKRIZZ2 D 23
HLHDT, 7IVEMEHREL T, HEwLcwERI 2D LNEY
A/o

RMEEETHI19TS

brl-o7uy 7 FHdConversion Settings ShareSet(Z#igkE> = 7t »

MBHETEZDT, Zhz7uy 7 FREENOA 7Y =7 MlcT7Hd A4 v L

TWEFET, £AHEkEShareSetd 73 A v ik, oA 7Y =7 b7 u 740Dk
T, Bl o ARSI NE T, DF b, ZLHigEShareSetz 7 7 ¥ — I ¥4 —
7P A v T5E, ZNUTOETOaYy T4 7Y =7 FBHBNWIZEHE—D
ShareSetzZfiH§ 25 X912k D 7,

1. Designer L A4 77 MicYIh &2, 7oy =27/ b/ 270 —7—NT, Audio
% 7% 70w 27 L, Weapons Actor-MixerZz &R L £,
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Project Explarer @
Audio Events SoundBanks Game Syncs tnn

vl | e R
= B Master-Mixer Hierarchy
= (N Default Work Unit
= @ Actor-Mixer Hierarchy
= M Default Work Unit®
-7/ Items
"~ Main Character
“-7 Map Items
“-7 Map Voices
“-7 Monsters

|-+ -+ -+ -+ -+

“-"| WeapoDs

N’ Cube F-‘.Bf'u Theme

= @@ Interactive Music Hierarchy
M Default Work Unit

2. 7u,85 4 5 4 ¥ (Property Editor)TY — AEE (Source Settings) ¥ 7 % i#iR
LE7,

% Weapons - Actor-Mixer Property Editor
MName
Weapons
i General Setti Source Settings, Effects Positoning RTPC States  Adw
™ Default Work Unit k
= @ Actor-Mixer Hierarchy Conversion Settings
Vark Unit™

|+ I+

Mode  Use ShareSets

[+ +|

Loudness Normalization

[+

= @ Intera
™ Default Work Unit

Enable Loudness Mormalization

s (Conversion Settings) 7' )L — 7R » 7 2, Define Custom & #%
TEINLE—FDBH D £3, ShareSetZz £7- 7\, Fiil 72 2w 2 M L
VWA A ¥ LEFE(Define Custom)Z {6 L £ 3, ShareSet# 4%
L. Mode s x —#% %ZUse ShareSetsiCZH L T\W5 DT

i

FiHlA 7Y 27 FiZ T 7 # L b TShareSet#% {#if (Use ShareSets)
DEEIHE>TVET,

3. Mode s 7 X —% %33R L. Use ShareSets% #E{R L 7,
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Effects Positioning RTPC

Conversion Settings

Mode | Use ShareSets

Define Custom

Loudness I Use ShareSets h‘

Enable Loudness Mormalization

4. L2 —%27) v 27 L. {Ek L 7ShareSetd V) A F 2R L. SFXZ#ER L
7,

! Weapaons - Actor-Mixer Property Editor

Mame ) Notzs
Weapons

General Settings  Source Settings  Effects  Positioning RTPC  States  Advanced Settings +

Conversion Settings

Ediit....

Mew... Find
Default (Custom)

Default Conversion Settings

{1

RIZSFXZHaShareSet DA ST X — 7 T 20BN H D) £9°,
5. SFX ShareSeto 5 DEditz 27V v 7 L £,
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General Settings  Source Settings Effects  Positioning RTPC  States

Conversion Settings

Edit..

3

Mode Find

Loudness Mormalization

Enable Loudness Mormalization

ERRELT 4 Y —05E £, 74 v FY E#ICIZ 2 DShareSetic 74 A ~
SNTAEBDOA 7Y 27 MCHHT AN I A= DRRINTET, 7
A v P FEICIiZB{EShareSetic 73 4 Y A 7Y =7 DY A LA,
FrrFVE BTV = ROBELEF VS FLDT7 7 A MY A X E
Dt L R I N T ET,

W ODPDA—F 4 F YV — ALTRIE TN —TERI I, BHGERY A RfTH32E
HTHhAIEZMERLTII W, ZHUIINSD T 7 4 MR L TEHYLFH
ERALEDLRTORVRSTT, A7A P THRRENLL =T 1 4V =2,
KLy A THI vy FRV 7 2R L BRI, BRCAEFEATT,

Eid

—&FEHIC Audio Source#4 D3R 2 iU, i~y Y OLhu%Z R
7y 75T ETHDRZIANTS Z EBHRET,
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&5 5FX - Conversion Settings Editor

Platform Channels sample Rate Format Q Adv, Options

Windows& PCM Sample rate «

MacE s <€L> - PCM

Language
m o
ol
ol NARSENpIoEE
il
'||||'|
1 S
4l outofamma
yllv outofammo_01
mooo
) |In S RIREE

|l AK_Punch_01
| AK_Punch_02

1838393999838 93938%

F A RHRINED, F—TFT 4 & 7 7 A4 WIS AR 2548 7 1 & 22 I3bE4
EENRHD ET, ATFLAF vy RAGEE2E/ GRICLED, Y7L
L—F2FIF328137 740 A ROHBICIZEIL T8, A—F 44D
MZZAHICIE>E D228 b o TaEEELH D 7,

HI)—DODA T avii7+—<y bOEETT, 774/ T, WwiselZA
VER—FENBA—T 4 AlF, —KICPCM 7 7 A LT, 7 7 AILEMRICH L

TF— Y HEfEEHINTOuERA, MP37 7 A VI H I NS 7 — ¥ i
3. 774V A ROHIRICKE SR E £ 905, ZDEADOMLFRE TR,

HEVZDBHROENELI E23H D T, WwiseTIEMP3EMiDOA 7> 3 v iz
AL T ERAD, FAERTEHE 7+ —<y LT, 24 YT 41220 TIE
BEA B BRDBH L EITTN, F—LF—F4ADA v T L —vavitBn
THEEHEL e 5T A VorbisZ it L T ET, —OFEBBIREZLIZ, 774
VSRR S =B IciE, FERICIZY — A3 27 AMlTZ N2 iR T 2 08
HhH, YATLATuy SNOAMPBMHLE I ETT, THIVIDITT, 77
ANTARETOy HEAFMONT v AZEZE L RITUI R D XA, ZDHHE
HTlE, VorbislEMixfiHT2 2 LicL£7,

6. Windows &t Mac7 # —< v FH®Format V¥ v X =a—% 27 v 7
L. VorbisZ &R L £ 7,
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Flatform Channels Sample Rate Format Quality Adv.

Windows® As Input - g As Input Vorbis Edit. ..

Mac® As Input 0 > As Input
- — ADPCM

Vorbis h

A =T 4 AV —=AFRB TN =R, PFHRIGERI N EBHE TR E LR
rxncuinItERLTVET,

Vorbist 7> a VIZRFED 7 AV T4 707 4 HRFERINTHET, AIH
H2BVorbisB#e DY 7 D74V T4 %2F L, RIELLD-202510F T
DOHFPIZZD £T, EVEWEIZLEVENZY 7Y P27 F) T cis L £
M. F— Y HIROETIERNESD e n I L2 BR L F T, 4805 HHFEE &
LCTRERT, 77404 XZ2BIICHRTZ 20 L FEIFIC, KRIBROEAT
WEOWYy vy FzEEoNnE T,

ICRERHHALET,
7.Convertz 7V v 7 L, BREZEHL £7,

HSF)(-Conva'sonSettlusEdtzx AP NP (7 X)

Qiﬁ
PV RNV ZERRRCD, BEEEPEHHINE T,

F—=F 447 7 ANEHY 4 7 a7 Ry 7 A(Audio File Conversion dialog
box)SHHE ., EDT — LY AT AT 20 %2R L £7,
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Windows®

MacE

Languages

Sources

8. Hil-DI AT LMY A 7 avZFERL, OK227 )y 7 LET,

Mﬁﬁ?@m%b%&\Uxb$®ﬁ—?4ﬁ774w%ﬁ$74b’&b
D, BTHWEMRINIZE2RLET, BHBDO7 74 VA4 A2HERL
., VorbisZfaic k., %< D7 7 4 LDH A4 XAD370-80%FE NI T = i L

7oo THUIFRERAR—ZAHRTT,

‘||\Il explode3

m -

am s
v outofamme_01
mmo

bhﬁXK/#ﬁ/FA/7®X%U?% EDXHIHER L5 2 0% MR
T BI12lx, v VI RERTANELRH D T,
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9. £k (Conversion Settings)7 4 >~ F 7 #EAL, Y7 KAV 7L A 7D b
IZIRD . Generatex 7 v 7 L £7,

SoundBanks

= "' Default Work Unit

& Main
is]

XL VYT ENYZIERXEY) PERNICINE STV E Z EDTERTE 7305,
DCP_the_core 7 > RNV 73 FPEZBZ TV 3RETT, ZHiZo0w
TIBETHGL 7,

E' s

blrt-D7uy =7 F HICEHEEEShareSets z {EK L 72 #4812,
ZOHILENET 74N ELTHEHT222ET S 2 EH3H
KT, 774 FZEH#aShareSetl3FEA 7 = 7 FHVER I
NI NE T2, ZOFBA 7P =7 F23 by 7L )L
DA TP 27 FTHhAIGEIHEINET, A7V =7 FicHl
BHUL, BIOLHREDWRINE T, F 7Y =7 MR
ZEShareSet?3 7 ¥ A » LTz ltduX, 7 7 4L b ShareSet
W, YV RNV ZEBERICA 7Y 27 P DB I N BRI
HAENxd, F7 4 FShareSetiz, 7u =7 k& Project
Settings)?® ¥V — A %€ (Source Settings)¥ 7 C7 %4 v TE %
7,

BEINcA—T 1 A LRI S

—HRICAFVHIRIZRWZ E TR, A —T4 474 ) 74 I ENKEL, HW
DX ) THNINEDH D £, WwiseTlE, VP F LD —F 4 F &, ZHag
DA —FT 4 A2 RBBH IR TE 35k z28 8t L TWET,

1. Designer LayoutiZE D . Event ViewerT, Jump A4 X k23N, a4
LTHZET,
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JumpA XY FERFAETIEEIC, AV FNDOREMD ) D EF2H 2 Lo
KET, SNE P I VAR—FE2—DEEDI—F—ICHZA VT LERY
VONERINT WL 056 TT,

2. Transport ®Original &% > %ZOFFIc LT, WU Jump £ X b Z 4 L TH
Er

“Fz Jump - Transport Cantral
[ Original | T Reset Al == States RTPC= || _I7 5H
PF Only 2 nerTan Switches  Triggers

SAlZ, BHOERZEGTWET, 4V P F IR EEBBIRO g s, AV Y
FUVRY IV 7T EETTITAET,

Q e
TN—TEREINEA TP 27 b, BT AIA—FT 44774
WDREBIN T RWI EEZRLET, KAV ETIR, AU
FIURY UMBIRINTORITNETHAET LI ELTEEEA,

A—=F14ADL VI I—K, TVRVIL—K

BAICE>TIE, 7277 ANVDIEHEOATIEAEY 7y 7Y v FZ2EHT 5DITA
T TlERL, Y=ot —T4 ABEFEO ML HIRT 26EBHD £, #HFE
DI, TFEDT7A T LTHEINH—DY I FDOILE DA —T 4477
ANZHIERET 2D EYITIEHD FXA, L2LEDVBS, HEOA—T4 4774
WD, ZvFhavTFO—HE L THEHINTVWEEA, . Y7y FO)HF—7
POEOPHIRT B Z ERECHNC E > TR R VWEEOAHETH ). FTHEN
WU % DAL S 7,

I 27 FERYIBRTADOTIEEL, uP 2V P VAU —F5—DE AT o
T DI HDF 2y IRy VAR )T TEHIET, Y7V RV T7DE )L P
BT EMTEET,

1. 7% savysFJump EPain 2K L T, ZNOICEENESFXA 7Y 27 b
DFzy 7Ry 7 A%227)7LET,
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' Project Explorer @[z

Audio Events SoundBanks Game Syncs
® 2= He o Y 2
= @ Master-Mixer Hierarchy
i (M Default Work Unit
= @ Actor-Mixer Hierarchy
= (M Default Work Unit®
1+ T HIEEmS
—| “-7 Main Character
B R Die
= =1 Jump
.!i"- jump_1
.!i"- jump_2
hr."- jump_3
N
Pain
&’ Painl
N Pain2
N’ Pain3
A’ Pain4
3 Fains

Hﬂ
"

-{E:E—'nntsteps
%Y Body Impact
N’ Heartbeat

FT7Y 27 FDIRBIRICR 7B, 20472 27 MILA Z ZICHEELTWL
Lol koicihbnE g,

2. Jump tPaind 7 v ¥ rhavyrrEHELET,

INHA 7TV FPFEINLBRINTIZ T ZRoN 2D L NERA
D, AN TITADNHY, avTFTREIVDBBAEY) ZHEHL T,

AMU—=2T

AV ZHWTZH 9 —oDHEIFZ, F—LP AT LDRAMIZET—Eilcu—F
LZBEWZETT, 29 TR, AMY=3 V7T, BETARAIPN—FFJ
ATDEIBAERYV AN L=V 6EEA—T 4 A2 AT HEZRMEL 7,
DX T avii, F—LTRAv =L oT, EDEIHIAEY ZHEHT E)
MOFEZRRBEL ET, A MY =V TOERIE, &7 — L DM BRI
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Ly AV

77— LDl

LETH, AM)—=—3v 7RI a—YyI7DII)CBTICObL) B RERA—
T4 A7 7 AIVTRICERITT

AP —=3 VT DTAYy ME, LIy Uy FZ2a— L LB, ¥
7Y FOFEDIEE 2 £ TIZEV ORS8N H ) £9, 203, 77
ANZEREL, A MY —LMDBHIR I NS £ TICRED 22206 TT, ZHU
FAED L) BFIIEFAMETTY, BREEC, Sa—Yy /i ETs L%
HDIZOWTIENTT, APV =3I07DH ) —DODHRIZ—EIZA M) —Lh
Latds 2 EDHIK D 7 — ¥ BIcEMiNaHR2H D, WA MY —ALATETAD K
I — LD DMIR L FHRIE 2 WS 2 LIS AR H D £ 7,

Cube7ETlx, DCP_the core 7 RNV 723X EY) PEZHEACL ¥ 98
ZRMTATFERICEDET, CubeTEDAAL VT —3I2a—Y v 7, BIDOL Y
A > TDCP_the_core¥ 7 >~ NV 71BN I 1172DCP_Music £ XY FTrU A

SN, ZTNDHEA ) FPEEZ2A—N=—LTVET, S2a—Y Y Z7DALY =3
WA EVEHEZRS THEMLAGET, YOV P73 ) 74 IcgBE L2 52 $4
Ao

1. DesignerlL £ 77  TCube Main Theme # 72 = 7 b 3K L., 718
74 7 4 % DGeneral Settings ¥ 7NERIN TS EZERL TTF I W0,

in Theme - Sound Property Editor

Low-pass filter Hgfu1ass filter
0

Mon-cachable
Zero latency

%@@@xbu—syﬁfun%fﬁﬁﬁémi?#\__fxbu—A%%
BI5FTOLATvo—2R/MET2DTHITNUE, TNH T XA —=F1FE
HI 203 3H D F¥A,

ﬁf/xﬁ%@*%%%i&wi5ﬁbtik&\XF‘—‘/ﬁkﬁ
A HIIEONEZMERT 212, Y2V FER 7L A7 T, v F
/7%$&T6M%ﬁ%bi%
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3. SoundBankl A 777 k Z3#ER L C. Generatez 7V v 7 L %7,

SoundBanks Data Size Max Size Free Space | Type

= (" Default Work Unit

3| Main 5042 074 S000000 957926 SFX
@ DCP_the_core 5432 806 6000000 517 194 SFX

DCP_the core ¥ 7~ KX ZIZBWT, A MY —3 V7Y D Z7- 2
T, REBWEPH -2 L0000 £9, BARMNIZIZ29,000,000 bytes
T, TLZXDTPHE XD 36,000,000 bytes 72 Wl TT,

7Rty —IcEITBREL

F—LTLAH, 2 FRFHEINBE, ¥—L03 27 LDCPUTIEZ A DAL
HAENDREIC D T, A—F 1 A7 aky T 2 EAM /N E w»T
T, PATFT LIS KGR ES 233D 57 4 7 Al E, 7 — LDt
Moy —2HEFLRTNEERSKWI E2EBETLINERHDEFT, 29
LBl e, A—FTa Ao vnray b —2RABRICAELL, WY1 2
NEBERIC L WX HICT 2 HEZEZZNERH D T,

F—ANTHEINZY Y FZNFNUL, ZOUDBPEINBZICHTZD R A R LW
BN5HDBNETT, KLy AVDHRTHHIYA 7o ZICBEHE L Tl IR
AZAA 727 P ERALEZVEIICLTLEZ Y, ZOGHEIZ, ¥—2HDOY Y
VERAERT ARBA DAL E L TRA AZHBEL TLEZ W, £THOT 7T 4
ThRALAE7ay —DUBY 4 7 L2 HEL T,

F—LIE o T, FRHCCubeTED L ) 3DV — )L RO — AL TlX, R4 AED
AEICEIMT A2 EH N FET. HhiDX v I 7Y —30EDOEELEICHK L TR
BERIT 52— T, INGEZRLFERICHTHEEL TL 3848, 2noDd 7y
F. ROETOXF X 779D GE. ZOMETDHONNY 7777 FEEGTIZ,
FTCIARA ABEERIETLEET, EBIZIK, 2607y Fo% < I3H
CAZADIZEDEETHD FHA, 100mALZ B\ T 5 LD R EH5%  Tiid Iz
FHEIN TV LNFHAD, 206D FIX, HRHZ10EDOMDHEAEH10m
D TR ZFML T8I, MZAZIICHD FXA, HELDREFDOU
HICIZ, 2mOECRIINI2FHA DU EF U { S5 ORI A 3000 F
TDOT, MZZZIHIBEG IV F2L YY) v 752 LB OMERICZ:D £
T, ZOMKER/NRICED 27012, - 7uy =7 FTlE, A AZNL
THEBIZL Y F Y Y IS E50EBH 587 FORNRY) 2 — LB IBET 5 REDN
HhHET,

l. X 4 ¥ X =2—"T, Project Settings%;#{R L, General¥ 7% #U %7,
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Project Settings 7154

[Mation Devices External Sources Metwork Custarn

| Source Settings SoundBanks Logs Chstruct

Platforrms

PlatFarm Base Plakform Yolurne Threshold | Ma: Instances
Mar : 80

PS3

BIRNRD S — LY AT MBI B L 2R EREEZ T L0 TEET, #Hlx
X, Wii UldPlayStationd & JLRUHEE S 2ME W72, TS D% T — L
AT LRI T 2 2 LR ET, HREL EWEIZ, 77 4L FRE
T -80T, HfLZTFTS D ET, 2FEDH, ZOFXF—ALTIE80dBDO ¥ A F
SYILYPBHLEN)IIETT, =LY AT LNDAMZRRL 7215
HlZiE, FERELEWVWHZ LDECRETEZETYA ST I v 7Ly P2 E 2
%2 ETHRETT D, 2084, MPRREEO X H I, HisErEizwn
BEbhy b A7INTLEY)EREELRD D £7,

7o, FARFICS AT LAZN L THAETESRARA ABEEHET D5
x—&%%biﬁo_%a%ﬁ@f VAT LhADMENE AT 5 L
KEzT, CORTA=—FEELAFETSHIET, A—T 442 I13CPUN
DEMEMIZ 2 Z LRI TV, FRCE D77y avdPfihbihiTnd
W2 8T, SR 7EE YTy R Ay b A7 3T L £ 9 Rk
BHDET, Y—2BRIBELZRHICB T, DAL v OREBEDY
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[ main menu ]

load map..
singleplayer..
multiplayer..
tweaking..
editing..
about..

quit

100 E 50 ' - 25 evt 2303
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[ main menu ]
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load map..
singleplayer..
multiplayer..
tweaking..
editing..
about..

quit
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[ singleplayer menu |
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map ruins

map rampage
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