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About This Talk

b Introductions (Hi!)

b About our game and its audio requirements
I Why did we choose  Wwise ?
I What makes Wwise different?
b How did we integrate  Wwise into our game?
I What did we screw up and have to redo?
A f ew qgotchasko 0
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About Tornado Outbreak

bAVacuwlmeaner 0 game
I Destroy, suck up, grow
I Vaguely platformer -ish

0 Missions, power -ups, chain combos, mini  -games,
boss battles, split -screen coop
I ( Ok, fi1 ne, AiKatédngri e ) mi | ar

b Shipped September 2009
I Wwise 2009.1 Patch 3
I Smallteam, ¢ ustom engine
I Xbox 360, PS3, Wii

0 Wii caused the majority of our audio problems due to
limited memory and CPU (imagine that!)
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Demo
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Audio Requirements

bThe usual suspectseé

Simple streamed looping music track with different
levels based on "excitement level"

Tornado sounds, powerup effects

Some ambient and distant objects

Dialog for in -game cutscenes

Movies (rendered from Flash, played by Bink )

b Levels loaded all at once, no world -streaming
I Allgame objects available up front

This simplified many parts of the game

b (Criminally) small audio memory budget on Wil
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Audio Requirements: The Crazy Part

b Object -interactive and idles

I Alert, panic, break, throw

I Ambients

refor hundreds of object type:
b Scaling up of audio during level

| Start out small and calm, but steadily grow

I Very quickly approach a sonic wall of destruction

I Must sound good at all sizes (of course)

I lconic sounds must still pop out of the sonic wall

(Most of this talk is about the crazy part)
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Choosing Wwise

bnUh oh, next milestone need
b Evaluated the usual suspects: CRI, Miles, FMOD

I CRIis the furthest along of those three
b Wwise was obvious choice, after price dropped J

b No porting from another audio engine involved
I Audio was built from ground up with Wwise
| Thisisaloteasier of cour seé
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why Wwise ?

b Wwise Is an audio management engine
I Audio guys have near total control
0 Less engineering involvement (engineers are slow)
0 Less engineering responsibility (I like this)
0 Heavy tool support  ensures hitting CPU/mem budgets
bOthers are simple Aplay sam
I Low level, do -it-yourself
I Channels, callbacks, fopen /fread ()
I Not game -oriented
I Wwisei s a total separation of
happenedosotindstape mas changedo

b Awesome dev and support teams
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Wwise Is Different

b Focus is on audio creators, not engine integrators
I No nset viobdtuonemow,call s
I Wwise actor - mixer objects can do almost anything
I Game developers need to use ~5 API calls total

b Ithinkof Wwise as fnaudi o riggingo
I Similar concept to character rigs in Maya
I Requires significant up front prototyping and design
I Significant learning curve, but worth it

b It took three tries for us to get it right
I ATr yo bei ngeorg ofmagqrengine integration
I Easy: GUI, ambient, tornado, music, etc.
I Big trouble: the general event sounds
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—| Switches
= M Default Work Unit
= |§ Object_Ambient_State
O Alert

First Attempt =

O Panic

= (M Object_Type

= |f Object_Type

Animal_Baby_Pig
Animal_Bull
=nima _Chinker
Animal_Cow
Animal_Craw
Animal_Dudk
Animal_Gila_Monster
Animal_Goat
Animal_Horse
Animal_Ostrich
Animal_Pig
Animal_Rooster
Animal_Sheep
Building_Barn_Large
Building_Barn_Medium
Building_Car
Building_Geodome
Building_Research_Shack
Building_Trudk
Car_Humwvee

b Reduction of game object
templ ate types t
object typeo
I Example: grassl, grass2,

grass blue -> object grass

b Initially implemented as
switch in - Wwise

I This got big very fast, into
the hundreds of types

ar_Jeep

Car_Missiles

r_Linimog

Charact=g il Sargent

OMG!!
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Implementation

b New property: naudi o object
I Pergame object template or instance
I Configured in Maya and other tools
I nheri tance, overrides, the
b Audio -typed game object lifetime
I Registered with  Wwise on load until destruction
I Audioobject t ype sets nAthe bi g swi
I Runtime state for idle/panic/alert/shaking/etc.
b General events that were routed on through
I Play Break , Play Collect , Loop Idle &

b This is probably what most games do, right?
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Switch of
Switches of
Switches

= Events
= (M Default Work Unit
= ml Objects

"= Create_Object
: Delete_Object
= Play_Object_Ambien
= Play_Object_Break
= Play_Object_Collect
= Play_Object_Throw
= Play_Toilet_Drop_Crash
: Play_Toilet_Drop_Start
= Play_Toilet_Flush
= Play_UFO_Idle
: Play_UFO_Mothership_
: Play_UFO_Ray
= Play_UFO_Takeoff
= Stop_Object_Ambient
: Stop_UFO_Idle
= Stop_UFO_Ray
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