EDV & Multimedia

Game Development

Sound in Unity
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Unity enthdlt keinen Synthesizer
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Each digitized sample of audio is assigned a value that
corresponds to the amplitude of the analog wave.

Ton-ITechniken

The audio file formats that Unity can import are .aif, .wav, .mp3, and .0gg.

© Inspector

"“llwl'.f orb_fire Import Settings @
a7 Open_
Audio Format | Native (WAV) ¢ |
3D Sound o

Force to mono
Load type | Compressed in memory  §

Hardware decoding
Gapless looping
Compression (kbps) w—() | 156

Revert H_A;)p‘y-'

Imported Object
_u..w'l»'., orb_fire @@

Preview

orb_fire
16 bit, 8000 Hz, Mono, 00:00.258, 4.1 KB (WAV)
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Erzeugung
Beeper (PC)
Synthese

Sample (Wavetable)
Red Book (CD)

Raumklang

Mono

Stereo

3D (Audio Point-of-View)
Multichannel

Speicherung
Synthese-Parameter

MIDI

Prozeduren

Samples (.wav, .aiff)

CDh
MP3, WMA



Environment Morphing

é

v =] ¥ Audio Source
Audio Clip

Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

Priority

Volume
Pitch

¥ 3D Sound Settings
Doppler Level

Volume Rolloff
Min Distance
Pan Level

Spread 2
Max Distance

]

s fire-1
This is 2 3D Sound.
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B Volume B Pan

¥ 2D Sound Settings
Pan 2D

>

Audio Point-of-View

v 1 ¥ Audio Reverb Zone
Min Distance
Max Distance 6
Reverb Preset
Room
Room HF
Room LF
Decay Time :fs
Decay HFRatio
Reflections
Reflections Delay
Reverb
Reverb Delay
HFReference
LFReference
Room Rolloff Factor

Diffusion
Density

Entfernung: Lautstérke (1)
Position: Stereo, 3D, Multichannel, Surround (2)

Korper: Volumetrischer Sound (3)
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0.015
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0.022

5000

250
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Bewegung: Dopplereffekte (4)
Verdeckung: Filter (5)

Effekte (Pro Only)

Umgebung: Environment Morphing (6)



Occlusions

- Direct path is muffied
- Reflections are muffled

Obstructions

« Direct path is muffied
- Reflections are clear

Exclusions

« Direct path is clear

- Reflections are muffled

Eftekte (Pro Only)

Nicht zu verwechseln mit diegetischer Reaktion auf Spielerhandlungen (s.u.)

https://docs.unity3d.com/Documentation/Components/ class-AudioEffect.html

Zeit
Echo
Halll
Chorus
Frequenz
EQ
Hochpass
Tiefpass
Bandpass
Lautstdarke
Verzerrung

Compressor

@ D W Audio Echo Filter

¢'
Delay 500
Decay Ratio 0.5
Wet Mix 1
Dry Mix 1
L) M Audio Low Pass Filter %,
Cutoff Frequency 5000

Lowpass Resonance Q

1

-—>| Echo ——>| LowPass —P&

@ |;| v Audio Low Pass Filter
‘ Cutoff Frequency

@ Lowpass Resonance Q

5000

U V¥ Audio Echo Filter
Delay

Decay Ratio

Wet Mix

Dry Mix

3,
500
0.5

-—>| LowPass —>| Echo —»&



https://docs.unity3d.com/Documentation/Components/class-AudioEffect.html
https://docs.unity3d.com/Documentation/Components/class-AudioEffect.html

3D-Sound-Mixing (Unity 5)

? ¢ 1 Listener (x,y.2)
* . 14 Sound Sources:
= . 1 Ambient/ Music
- 3 Ambients 3D
- 8 Characters sounds
- 2 Player sounds
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http:/ /blogs.unity3d.com/2014/03/18/unity-5/


http://blogs.unity3d.com/2014/03/18/unity-5/
http://blogs.unity3d.com/2014/03/18/unity-5/

Audio Listener

# Scene = Oinspector
Textured $ RCE $ o e

g o Camera
Tag  ManCamera $ Layer Default
Prefab Select Reconmect Apply

» A~  Transform (W8
» B9 | Camera (g
v & ¥ Audio Listener ue

Achtung: Bitte immer nur einen Audio Listener (z.B. in der Camera) in der Szene aktivieren.

Wenn die Main Camera zusammen mit einem Character Controller in der Szene aktiviert sind, gibt es

folgende Fehlermeldung: ,There are 2 audio listeners in the scene. Please ensure there is always exactly one
audio listener in the scene.”



