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About This Talk

ƀIntroductions (Hi!)

ƀAbout our game and its audio requirements

ïWhy did we choose Wwise ?

ïWhat makes Wwise different?

ƀHow did we integrate Wwise into our game?

ïWhat did we screw up and have to redo?

ïA few quick ñgotchas ò
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About Tornado Outbreak

ƀñVacuumcleanerò game

ïDestroy, suck up, grow

ïVaguely platformer - ish
o Missions, power -ups, chain combos, mini -games, 

boss battles, split -screen coop

ï(Ok, fine, ñitôs similar to Katamari ò)

ƀShipped September 2009
ïWwise 2009.1 Patch 3

ïSmall team, c ustom engine

ïXbox 360, PS3, Wii
o Wii caused the majority of our audio problems due to 

limited memory and CPU (imagine that!)
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Audio Requirements

ƀThe usual suspectsé

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

ïTornado sounds, powerup effects

ïSome ambient and distant objects

ïDialog for in -game cutscenes

ïMovies (rendered from Flash, played by Bink )

ƀLevels loaded all at once, no world -streaming

ïAll game objects available up front

ïThis simplified many parts of the game

ƀ(Criminally) small audio memory budget on Wii
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Audio Requirements: The Crazy Part

ƀObject - interactive and idles

ïAlert, panic, break, throw

ïAmbients

ïéfor hundreds of object types

ƀScaling up of audio during level

ïStart out small and calm, but steadily grow

ïVery quickly approach a sonic wall of destruction

ïMust sound good at all sizes (of course)

ïIconic sounds must still pop out of the sonic wall

(Most of this talk is about the crazy part)
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ƀñUh oh, next milestone needs audioò ~2 yrs ago

ƀEvaluated the usual suspects: CRI, Miles, FMOD

ïCRI is the furthest along of those three

ƀWwise was obvious choice, after price dropped J

ƀNo porting from another audio engine involved

ïAudio was built from ground up with Wwise

ïThis is a lot easier, of courseé

Choosing Wwise
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ƀWwise is an audio management engine

ïAudio guys have near total control
o Less engineering involvement (engineers are slow )

o Less engineering responsibility (I like this)

o Heavy tool support ensures hitting CPU/mem budgets

ƀOthers are simple ñplay samples + DSPò libraries

ïLow level, do - it -yourself

ïChannels, callbacks, fopen / fread ()

ïNot game -oriented

ïWwise is a total separation of ñsomething 
happenedò from ñsoundscape has changedò

ƀAwesome dev and support teams

Why Wwise ?
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Wwise Is Different

ƀFocus is on audio creators, not engine integrators

ïNo ñset volumeò,ñstopò calls

ïWwise actor -mixer objects can do almost anything

ïGame developers need to use ~5 API calls total

ƀ I think of Wwise as ñaudio riggingò

ïSimilar concept to character rigs in Maya

ïRequires significant up front prototyping and design

ïSignificant learning curve, but worth it

ƀ It took three tries for us to get it right

ïñTryò being a major reorg of rig or engine integration

ïEasy: GUI, ambient, tornado, music, etc.

ïBig trouble: the general event sounds
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First Attempt

ƀReduction of game object 
template types to ñaudio 
object typeò

ïExample: grass1, grass2, 
grass_blue -> object_grass

ƀInitially implemented as 
switch in Wwise

ïThis got big very fast, into
the hundreds of types

OMG!!
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Implementation

ƀNew property: ñaudio object typeò

ïPer game object template or instance

ïConfigured in Maya and other tools

ïInheritance, overrides, the usualé

ƀAudio - typed game object lifetime

ïRegistered with Wwise on load until destruction

ïAudio object type sets ñthe big switchò on load

ïRuntime state for idle/panic/alert/shaking/etc.

ƀGeneral events that were routed on through

ïPlay_Break , Play_Collect , Loop_Idle é

ƀThis is probably what most games do, right?
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