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Introduction 

About this manual 

This manual will guide you through the first steps of creating a game audio project with ADX2 from 

CRI Middleware. It will give you a quick tour of the possibilities of AtomCraft, the authoring tool of 

ADX2. 

 

Through this Quick Start manual the following pictograms will be used to indicate sections of 

interest: 

 

 
A άkey termέ section will describe an important word from the ADX2 terminology. 

 

 
! άƴƻǘŜέ ǎŜŎǘƛƻƴ will add some extra information about an ADX2 feature. 

 

 
! ά¢ƛǇέ ǎŜŎǘƛƻƴ ǿƛƭƭ ƎƛǾŜ ŀn idea about how to use an ADX2 feature. 

 

 

About ADX2  

ADX2 is the leading game audio middleware in Japan, used in as many as 2600 games in all genres 

and on all platforms.  

ADX2 offers a user-friendly, DAW-like, authoring tool and a full-featured audio engine including a 

high-performance proprietary codec. 

 

ADX2 is available for PlayStation®4 , Xbox One®, Wii, Wii UTM ,PSP, PlayStation® Vita, Nintendo 

о5{ϰ Σ tƭŀȅ{ǘŀǘƛƻƴϯо Σ ·ōƻȄ ослϯΣ ²ƛƴŘƻǿǎϯΣ ƛh{ ŀƴŘ !ƴŘǊƻƛŘΦ 

 

 

About CRI 

CRI Middleware is a Japanese company headquartered in Tokyo, with offices in San Francisco. 

Founded in 1983, it specializes in audio and video software solutions for the digital entertainment 

industry.  

Popular products include CRI Movie, a high-quality, multi-platform, movie playback system and CRI 

ADX2, an all-in-one audio solution.  
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What are game audio middleware? 

Game audio middleware are composed of an authoring tool and a run-time component (game audio 

engine), in this case AtomCraft and the ADX2 API. 

The authoring tool allows the sound designer to import audio assets (wave files), transform them 

into dynamic events that can be triggered and controlled, organize them into sound banks and 

export them to the game. 

Game audio middleware provide specific features for sound effects (e.g. randomization and 3D 

positioning), interactive music (e.g. beat synchronization) and dialog (e.g. support for multiple 

languages). 

Game audio middleware also offer mechanisms for the game and the audio engine to communicate 

(e.g. through game audio variables), so that the audio can truly be dynamic and react to what is 

happening in the game.  

Last but not least, game audio middleware usually provide game audio previewing from within the 

authoring tool, lowering the time required to debug and iterate on the sound design. 

As we will see, all this - and much more ς can be done with AtomCraft and the ADX2 API, in a very 

easy and intuitive way. ADX2 truly empowers sound designers while offering rock-solid run-time 

performance. 
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Starting a new project 

Creating the project 

Creating a new AtomCraft project is as easy as specifying the name of the project and its location on 

your hard drive.  

 

From that information, AtomCraft will derive the project file path as well as the material root path.  

 
Materials are audio assets - i.e. sound files - that your project will use. The Material Root Path is the 

parent folder in which all of these audio assets will be contained. 

 

Work Units 

At this point AtomCraft will create the first Work Unit for you, and will ask if you want the 

management of its materials to depend on the work unit itself or on the global material folder.   

 

 
Work Units are components of your project that can be checked out / checked-in independently. 

This is a very convenient system that allows several sound designers to work on the same project 

simultaneously. For example a sound designer could be in charge of the weapon sound effects, 

ŀƴƻǘƘŜǊ ƻƴŜ ƻŦ ǘƘŜ ŘƛŀƭƻƎǳŜ ŜǘŎΧ 
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To check out a work unit, a sound designer simply uses the context menu and selects Include work 

unit in the edit. Once he is done, he can check the work unit back in by selecting Exclude work unit 

from editing.  

 

Main window 

The main window opens! On the left side, the project tree displays the different objects in the 

project. Many types of audio objects can be found here: we will discover more of them later in this 

manual.  

Just under the project tree is the Materials folder. The materials folder contains the sample data 

(waveforms) that are referenced by the objects in the project. 

As you can see, all the objects that can be saved have a small disk icon on their right. By checking the 

state of these icons it is possible to see in one glance what objects have been modified and need to 

be saved or checked in, which is very convenient. 

 

The main part of the window is dedicated to the display and editing of the audio objects. This area 

often looks like a typical DAW interface and in turn will display multiple audio tracks, a mixer, effects 

parameters ŜǘŎΧ Several panes can be visible at the same time, including one with all the properties 

of the object currently edited, usually located on the right side. 
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Adding sound files 

The materials folder will contain the audio data referenced by your project. To add a sound file to 

the materials folder, you can use the context menu but also drag and drop sound files directly from 

Windows Explorer. 

Please note that it is possible and recommended to create subfolders in the root material folder to 

organize ǘƘŜ ǎŀƳǇƭŜ Řŀǘŀ ǇŜǊ ƭŜǾŜƭΣ ǇŜǊ ǘȅǇŜ ŜǘŎΧ 

[ŜǘΩs add our first sound file! 

 

As you can see, we just added a footstep sound. Some basic information about the file is available 
and it is possible to listen to it. When you click on the file name, the central pane of the window will 
display a lot more information, including its waveform, as well as looping and encoding options.  

 

 
In addition to Wave files, you can also add AIFF files to the material folders. 

 

Files can be synchronized and material information files (i.e. list of files) can be imported and 

exported, speeding up the process in some cases.  
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Creating sound cues 

Cue sheets, cues and tracks 

Now that we have added a waveform, how can we turn it into a sound effect that a game can play?   

Looking back at the project tree, we can see that at the same time it created a work unit, AtomCraft 

also generated a cue sheet folder and a cue sheet.  

 

The only thing left for us to do is to add a cue. 

 
A Cue is a sound object that the game can trigger. A set of cues is called a Cue Sheet. It is possible to 

organize cues and cue sheets even more with folders.   

 

[ŜǘΩǎ ŘǊŀƎ ƻǳǊ ŦƻƻǘǎǘŜǇ ǿŀǾŜŦƻǊƳ ŦǊƻƳ ǘƘŜ ƳŀǘŜǊƛŀƭ ŦƻƭŘŜǊ ŀƴŘ ŘǊƻǇ ƛǘ ƻƴ ǘƘŜ ŎǳŜ ǎƘŜŜǘΦ ! ŎǳŜ ǿƛǘƘ 

the same name is created and a track is automatically added to it, which references our footstep 

waveform. 

 

 
There is an even faster way to create a cue: by dragging wave files directly from Windows Explorer 

and dropping them on a cue sheet. AtomCraft will add the audio files to the material folder, then 

create a cue and reference the samples! 
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A Track in AtomCraft is similar to a track in your DAW. It is a timeline on which you can place one or 

more waveforms. 

 

The picture above shows the newly created cue (at the top, in orange) and its child track, which 

includes the waveform.  

 
The cue editor in AtomCraft resembles very much to a DAW. You can see the timeline at the top, and 

there can be many tracks. Each of the tracks can have several waveforms, and it is easy to move 

them along the timeline just by drag and drop. 

 

[ŜǘΩǎ ǇǊŜǎǎ ƻƴ ǘƘŜ Ǉƭŀȅ ōǳǘǘƻƴ ŀǘ ǘƘŜ ǘƻǇ ƻŦ ǘƘŜ ǿƛƴŘƻǿ όƻǊ ǇǊŜǎǎ άǎǇŀŎŜέ ƻƴ ȅƻǳǊ ƪŜȅōƻŀǊŘύ ǘƻ ƭƛǎǘŜƴ 

to the result. When we do that, AtomCraft runs the Atom Previewer application which simulates the 

way it would sound in a game.  LǘΩǎ ŀ ǎǳŎŎŜǎǎΣ ƻǳǊ ŦƛǊǎǘ ŎǳŜ ƛǎ ǇƭŀȅƛƴƎΗ 
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Randomizing parameters 

Now that the cue is playing, it is possible to adjust its parameters in the tabs located at the bottom 

of the track view. Pitch, volume, pan, filter and more can be modified there.  

To make a sound effect seem less repetitive in a game, it is sometimes a good idea to add a random 

variation to some of its parameters. This is done very easily in AtomCraft: just as you are setting a 

parameter value by moving a slider horizontally, you can set a random range around this value by 

moving the mouse vertically. At the bottom of the previous picture, you can see some of the ǘǊŀŎƪΩǎ 

parameters. A zone around the volume and pitch slider values has been highlighted: this is their 

random range. 

If we play the footstep cue again, now it will sound slightly different each time, because its volume 

and its pitch will be different, while still staying in the range we set. 

 

 

Different types of cues 

Although it is possible to get a slightly different sound effect each time a cue is triggered by 

randomizing some of its parameters, there are some cases where what is really needed is a different 

waveform.  That is especially true for footsteps! 

Fortunately, there are many more things you can do with a cue, and complex behaviors can be 

defined in very simple ways in AtomCraft.  For example, in order to get more realistic footsteps, letΩǎ 

just introduce new waveforms! Instead of always playing the same sound effect over and over again, 

we would like to play a sound selected randomly among five. First, ƭŜǘΩǎ ŀŘŘ ǘƘŜ four new footsteps 

waveforms to the materials folder.  Then, we can drag them on the cue sheet.  

Four new cues have been created. However we want the new variations to be part of the same 

sound effect, i.e. the same cue. We can use the context menu and merge the cues as depicted below. 
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Alternatively it is also possible to drop wave files directly on the timeline of the cue editor: they will 

automatically be added as materials and new tracks will be created for each of them. 

 

 

As depicted above, we now have our five tracks with five different waveforms in one cue. [ŜǘΩǎ Ǉƭŀȅ 

this. All the footsteps are playing simultaneously!  

This is because cues can be of various types: polyphonic, sequential, shuffle, random, random no 

repeat, switch and combo sequential. The default type is polyphonic, which is why all the tracks are 

played at the same time. 
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The most appropriate type for us in this case is άRandom with no repeatέ. This means that the tracks 

will be randomly selected, while making sure that the same track is never played twice in a row, 

which would break the realism. 

LetΩs try this again: this time, every time we trigger the cue, a different waveform is played, and it 

has a slightly different volume and pitch. It is now much more realistic! 

 

 

The various AtomCraftΩǎ cue types are very useful.  They allow for specific behaviors when the cue is 

triggered. For example, choosing the sequential cue type would have played a different waveform 

each time, but always in the same order, while the shuffle type would have played them in random 

order, but making sure that all waveforms were played once before playing a waveform again.  The 

switch type allows ADX2 to select the track to be played based on a game variable, and finally the 

combo sequential type adds options to the sequential type, such as a return to the first track after a 

given time.  

 

Nesting cues and complex behaviors 

It is possible for cues to reference other cues instead of tracks. This opens the door to many complex 

behaviors. 

Actually, to add even more variations to game footsteps, sound designers often divide them into two 

parts: toe and heel, using a different set of waveforms for each of them.  Dividing our 5 footsteps 

waveforms gives us 10 samples, for a total of 25 possible combinations!  

To achieve this, we simply create two footstep cues, one for the toe and on for the heel. Each of 

them is similar to the cue (of random type) we built previously. The toe cue randomly plays one of 

the 5 toe waveforms, and the heel cue randomly plays on of the 5 heel waveforms.  Then we create 
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a parent cue and we simply drop both cues on a track next to each other so that they will be played 

sequentially but that their content will be chosen randomly. 

Press play and listen to even more realistic footsteps! 

 

 

 

 
Dividing samples in shorter waveforms and recombining them in different ways not only allows us to 

create more variations but also saves memory and storage space! 

 

Another way to create complex behaviors is to use Actions. Actions can be added to a cue by 

creating a special Action Track.   

 


