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ETF Unity FPS Microgame iR KRB N AZSAERE Demo, 2 ARIKINEE—TFIANEZHEEA (HoverBot) 5
ERE (Turret), HRAFIENBLIEINMEG,

I BiREiE Wwise 7£ Unity FREVRZOERRLEES), ERAESRMANBMITE, MEAREENTEESREM,
HIMANSFIARS, EH 2 1 SoundBank. 14 State Group. 14 Switch Group. 1 RTPC,

- P
. REHE

AMEEMNIEEXABLIBEE, £F (BERAM) RIMWSHRTRE: MESUEEREE, MeEREIREEMEMERLIR
R——R%EAEES (Vibe_String) fEAEEBNEEEM, BITEHS R (Vibe_Percussion) it Boss tFE .

HEAMIEINEM, SMBAERE: =0 - AWM - FK,

=. Rgimit

3.1 BEBRAS (State Machine)

State Group: GameState

States:
— None BN, BEFR
— Exploration (FA®R, HBIKREE)
L— Boss ARG R A
iR B4
B State T R iA& Event
BERNEITR — Boss Play_Turret_Power_up + Play_Boss_Music
EEHESR — None Stop (Boss Music {Z1k)

SCHBHAS: EnemyTurret.cs
// &ME B iwet
AkSoundEngine.PostEvent (WwisePowerUpEventName, gameObject);

AkSoundEngine.SetState(WwiseBossStateGroup, WwiseBossStateName);
AkSoundEngine.PostEvent (WwiseBossMusicEventName, gameObject);

// HEERET
AkSoundEngine.SetState(WwiseBossStateGroup, "None");

Boss & (Play_Boss_Music) JJ Infinite 28!, [ State {RIFEIENEIBEHER,

3.2 XIS HLHE (RTPC)

Game Parameter: Player_Health
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BE: 0 - 100
ZRINE: 100
EiAN: S0 ER

SLHLIZAE

// B FFRR BB E R
AkSoundEngine.PostEvent("Play_Heartbeat", gameObject);

// BMEHRNESY
AkSoundEngine.SetRTPCValue("Player_Health", m_Health.GetRatio() * 100f, gameObject);

// BER)BTE LEOBE
AkSoundEngine.ExecuteActionOnEvent(
"Play_Heartbeat",
AkActionOnEventType.AkActionOnEventType_Stop,
gameObject, 0,
AkCurvelInterpolation.AkCurveInterpolation_Linear
)k
Play_Heartbeat 7y Infinite 288!, O\BEEMAVIEE BT Player_Health RTPC £ Wwise NERBRZRIZE], [ 2 #31%/E8 R,

==,

3.3 ithEM RHIPFE (Switch)
Switch Group: Meterial (Ti2RaRRIEEE)

Switches:
— Metal SEHE (13 PSIRTIEK)
— sand Wit (25 NESRIAE)

L Default EkiAtEE

Unity iR H 5
BT NAGIE(R Tag thik Switch {8, FhESEHAE% Foot_Player:
// HEERREA
if (hit.collider.CompareTag("Footstep_Metal"))
switchValue = "Metal";
else if (hit.collider.CompareTag("Surface_Sand"))
switchValue = "Sand";

else
switchValue = "Default";

AkSoundEngine.SetSwitch("Meterial"™, switchValue, gameObject);

// SESEHA
AkSoundEngine.PostEvent('"Foot_Player", gameObject);

28 18 TEEK / i 25 PEER, Wwise A& E Avoid Repeating Last N, BHRESR,
3.4 FF15E (Ambience)

E4: Play_Amb_Base_Wind / Stop_Amb_Base_Wind
HEABLOEINEM, MEESMIFENEAET, SNBORBRIBSEN HREEN, SEST NIEEFE.

BIMEM
) Big
Amb_Base_Wind.wav BHERENE
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=M

SciFiElectrical_S08SF.275.wav

SpaceshipPassBy_SO011SF.714.wav

i
RABSHRE

kR R ER

Play_Amb_Base_Wind J3 Infinite 28!, 7S NEE5E, *E4E&REIEA Stop_Amb_Base_Wind &1k,

35 HBSMEEN
EHTIR

Event

Player_Gunshot
Gun_ClodDown
Play_Player_Jump
Play_Player_Land
Turret_Gunshot
Play_Turret_StopFire
Play_Turret_Power_up
Play_Emenry_destory_Turret
Play_HoverBot_GunShot

Play_Emenry_Hovery

fi R B

TERFTHE
BERERIRED

BRER

&

BasE

BarX (L8R
IBERE

IBRHSK

BF AT

SFNBARE

Emenry_destory

Pickup_Health

EF S AHR
AR E

BHE
0.175—0.220s
0.889s
0.206s
0.361s
0.128—0.161s
0.339s
3.643s
2.771s

1.280s

1.125s

2.971s

3.217s

IREMSE (Play_Turret_Power_up) {$F Vibe_String.wav fERNEE, 5 Boss SHRHAANME, BA"EIFE"HIFRES,

0. SoundBank £#4

SoundBank

Init

Main

(NS
ERMIRtEE

258 16 D Event + 43 PEIIX M

FiB B FEHTE Main Bank, Demo ¥ETLERS .

A, BHE@EICR

InERRSANL
s =Eul
ey IE=

postWwiseevent.cs

Exploration State

75, WiECR

5B

Meterial (Material). Emenry (Enemy). clod dowm (cool down) JTRERIRIAG R, RBLALE

5|B—%, BERFTRE—AE
THRIREIA, RSCIMINAE

B Wwise EX, EREANMERIZIE, MBEELT R
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RE ISIETR #R

State Machine AN/ SRR Boss H Rk

RTPC M2 0—100 O\ ELE

Switch Metal / Sand / Default B

Ambience REHREM/EL

HEz xR / /88 / HoverBot 187

TR Profiler FEJMIH SSMBEH LR ER 100% FREME
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