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Introduction

About this manual

This manuaWill guide you through the first steps of creating a game audio project with ADX2 from
CRIMiddleware. It will give yoa quick tow of the possibilities oAtomCraft the authoring tool of
ADX2.

Through this QuickStart manual the following pictogramswill be used to indicatesectionsof
interest:

A, Key Term
A dkey terme section will describeraimportant word from the ADX2 termatogy.

=) Note

I ay 2 i Swil aildSséniefex@ry information aboain ADX2 feature

) Tip

I a¢ALX &S QildaRhbuhdvitd use adADRISature.

About ADX2

ADX2is the leading game audio middleware in Jap#sed in as many as 2600 ganiesll genes
andon all platforms

ADX2 offersa userfriendly, DAWlike, authoring tool and &ull-featured audio engine including a
high-performance proprietary codec.

ADX2 is available fdPlayStation®4 , Xbox One®, Wiij UTM ,PSP, PlayStatioM®@a, Nintendo
o5{xn X tftlé&{drdAz2yto T -062E ocntX 2AyR264t3Z Ah{

About CRI

CRI Middlewards a Japanese compariyeadquarteredin Tokyg with offices in San Fraisco.
Founded in 1983it specialzes in audio andideo software solutions for thaligital entertainment
industry.

Popular products includ€RI Movie, a higguality, multiplatform, movie playback system and CRI
ADX2anall-in-one audio solution.




What aregame audio middleware?

Gameaudio middlewae are composed ofan authoring tool and a rutime component(game audio
engine) in this case AtomCraft and the ADX2 API.

The authoring tool allowshe sound designeto import audio assetgwave files) transform them
into dynamic events that can be triggel and controlled organize them ito sound banks and
export them to the game

Game audio mddleware providespecificfeatures for sound effects(e.g. randomization and3D
positioning) interactive music (e.g. beat synchronizationand dialog (e.g. support formultiple
language}

Game audio middlewaralsooffer mechanisms for the game artde audio engine to communicate
(e.g. through game audio variablesp that the audio can truly be dynamic and react to what is
happening in the game.

Lastbut not least, @me audio middleware usualfyrovide game audio previewing from withitne
authoring tool, lowering the time required to debug and iterate the sound design

As we will seeall this- and much more; can be done wittAtomCraft and theADX2AP| in a very
easy and intuitiveway. ADX2truly empowers sound designers while offeringck-solid run-time
performance.

—— GAME —

Audio Assets Authoring Tool Game Audio Engine
[W (Atom Craft) (ADX2 API)

n/\f"' / 9 Q

Game Audio Middleware




Sarting a new project

Creatingthe project

Creating a new AtomCraft project is emsy aspecifying the nameof the project andts location on
your hard drive

Project Name
|-=N vyGameAudioProject
Project Root Path :
C:/Users/Nicolas/DocumentsiCriAtomCraft .

Project File Path

C:/Users/Nicolas/DocumentsiCriAtomCrafiMyGameAudioProjectiMyGameAudioProject atmcproject

Material Root Path

L4l C:/Users/Nicolas/Documents/CritomCrafyMyGameAudioProjectMaterials
l f;

Root material refers to the Materials in older or project folder on V2.

B New Project Cancel

From that information, AtomCraft will derit@e project file path as well as the material root path.

A, Key Term
Materialsare audio assetsi.e.sound files that your project will use. Thiglaterial Root Rth is the
parent folder in which abbf theseaudio assets will be contained.

Work Units

At this point AtomCraft will create the first Work Unit for you, and will ask if you whaet
management ofts materials to depend on the work uritself or on theglobal material folder.

B Work Unit Name WorkUnit O

Use Unig Materials

al management of material

iterns will be |

A, Key Term

Work Uhits are components of your projedhat can be chead out / checkedin 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,
FY20KSNI 2yS 2F (KS RAIFf23dzS SiOX




Tocheck out avork unit, a sound designeimplyuses the context menu and seleckscludework
unit in the edit Once he is done, he can chethke work unit back in by selectirigcludework unit
from editing.

Main window

The main window opensDn the left side, the project tree displays the different objects in the
project. Many types ofaudio objects can be found herere will discoveimore of themlater in this
manual.

Just under the project tree ihe Materials folder. The materia folder contains the sample data
(waveforms) that areeferencedby the objects in the project.

As you can see, all the objetksat can be saved have aall disk icon on their right. By checking the
state d theseiconsit is possible to se@ one glancevhat objects have been modified and netd
be saved ochecked in, which is very convenient.

g
& MyGamehudioPraject.atmeproject - CRI Atom Craft Ver.2.07.05 (=] ]

HE 2= 9 o

W Project Tree Se e itz » [ WorkUnit_0

Bs CritomCraftV2Root

Absolute WorkUnit Path
material individual folders
Absolute Materials Path

W Child List

= HierarchicalDisplay |+ Filter |

TEEYEEANAAEN

SelectorFolder
& WorkUnits

¥ Matarials
M WorkUnit_0_Materialinfo
B MatenialRootFolder (0/0)

Saved."MyGameAudioProject” "'C./Users/Nicolas/Documents/CriAtomCraft /MyGame Audio Project/ MyGame AudioProject atmcproject

The main part of the window is dedicated to the dispéand editing of the audio objecthisarea
often looks likea typical DAW interface arid turn will display mdiple audio tracks, a mixeeffects
parametersS (i G&veral pangcan bevisibleat the same timeincluding one with all the properties
of the object currently editegusuallylocated on the right side.




Adding sound files

Themateriak folder will contain the audio data referenced by your project. To add a sdiledo
the materiak folder, you can use theontextmenu but also drag and dragpund files directifrom
WindowsExplorer.

Please note that it is possibsnd recommendedo create subfolders in the root material folder to
organizel KS &k YLIX S RIGF LISNI € S@Stx LISNI GeLlS Siox

[ Ssiadd our firssoundfile!

¥ Materials

. 16bit Sretec  25/09/.
3Mdsec

e m

As you can see, we just adila footstep sound. Some basic information about the file is available
and it is possible to listen to it. When yolick on the file name, the centrpbne ofthe window will
display a lot more information, including its waveform, as well as looping acaldéngoptions.

AR L L LK P

Exsting fles . "C/Users/Nicaias/Desktop) FoctatepsMetal way”™

E Note

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

Files can be synchronized and material information f{ies list of files)can be imported and
exported speeding up the process in some cases.




Creatingsoundcues

Cue sheets, cues and tracks

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

Looking back at the project tree, we can see thatthe same timet createda work unit, AtomCraft
also generated aie sheet folder and acue sheet.

B Worklnis
B WorUnit_0

Folder
est_0 (/)

The only thing leffor usto do is to add a cue.

A, Key Term
A Cueis a sound object that the game can trigger. A set of cues is calleg &heett is possible tq
organize cues and cue sheets even more with folders.

[ SGQa RNI3I 2dzNJ F220a0SLJ 6 @ST2NX FTNBY GKS YI (SN
the same name is created and a traclaigomatically added to it, which referees our footstep
waveform.

B WorkUnits
M WoddUnit 0
@ References
Folder
t 0 (1/1)

™ ® FootstepsMetal
] 0 Track_Foot

@ Tip

There is an even faster way to create a:doye dragging wave filedirectly from Windows Explore
and dropping them on aue sheet. AtomCraft will addhe audio files to the materidiolder, then
create a cue and referendbe samples!




A, Key Term
ATrackin AtomCraft is similar to a track in your DAW. It is a timeline on which you can place ope or
more waveforms.

No Automation =
Polyphonic -

¥ FX/AISAC

Volume 3D Positioning

Pitch
Center
LFE

BusSend X Volume

a0

Interior Distance
(]
Angle

@ N
LA LR R X}

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

[5) Note

The cue editor in AtomCraft resembles very much to a DAW. You can see the timeline at the tpp, and
there can be many tracks. Eachtbé tracks can have several waveforms, and it is easy to ove
them along the timeline just by drag and drop.

[ SGQa LINBaa 2y (GKS LIXle odzid2y Fid GKS G2L) 2F (K¢
to the result. When we do that, AtomCratins the AtomPreviewer application which simulates the
way it would soundinagamé. 1 Q& + &dz00Saax 2dzNJ FANRG OdzS Aa LI

abD ad dD ao a
aro aro ar aro aro




Randomizing parameters

Now that the cue is playing, i$ possible to adjust its parametens the tabs located at the bottom
of the track viewPitch, volume, pan, filter and more can be modified there.

To make a sound effeseemless repetitiveén a gameit issometimes a good ide add a random
variation tosome of itsparameters This § 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 verticallyAt the bottom of thepreviouspicture, you can sesome of theli NI O Qa
parameters. Azone around the volume and pitch slider values has been highlighted: thisiis the
random range.

If we playthe footstep cue again, now it will sound slightly different each time, because its volume
andits pitch will be different, while stilstayingin the range we set.

aD a aD aD ar

Different types of cues

Although it is possible to get slightly different sound effect eactime a cueis triggered by
randomizing some of its parameters, there are some cases where igheslly needd is a different
waveform. Thatis especiallyrue for footsteps!

Fortunately there are many more things you can do with a ca@d complex behaviors can be
defined in very simple ways in AtomCraffor examplein orderto get more realistic footsteps, & a
justintroducenew waveformsinstead of always playing the sameausd effectover and over agajn
we would like to play a sound selected randomly améing Firstf S G Q& fdurRéw fobtsteps
waveformsto the materiag folder. Then we can drag them on theue sheet.

Four new cues have been created. However we want the new variations to be part of the same
sound effecti.e. the same cué/Ne can use the context menu and merge the cues as depicted below.

10



New Cbject

Footst
Foo

fenals
WorlcUnit_0_Materialinfo #, Paste

| !'\"IateriaIF:-mtFolder (5/5) a Duplicate
I FootstepsMetal wav
[ FootstepsMetal2 wav
I FootstepsMetal 3wav

. Import/Export
I FootstepsMetald wav por/Exp

@ Tip
Alternatively it is alspossible to drop wave files directly on the timeline of the cue editor: they wi
automaticallybe added as materials and new tracks will be created for each of them.

E
4 MyGameAudioProject.atmeproject - CRI Atom Craft Ver.2.07.05 (=[5
Hle Edt Mew Tool Buld Preview Bounce Help

BEEem o . wor ———

u Projes it_0 » CueS Trac ietal » # Foolstepshetal. wav

TwTwTYYTYTRY

Pan3D 3D Pesitioning

(AT LKLY}

Asdepictedabove, we now have our fiieacks with five different waveforms in one cye.S (i Q &
this. All the footsteps are playirgimultaneously!

This is becauseues can be ofarious typespolyphonic, sequential, shuffle, random, random no
repeat, switch and combo sequential. The défaype is polyphonic, which is why all the tracks are
played at the same time.

11



Polyphonic ¥

v  Polyphonic

Sequertial

Shuffle

Random

Fandom Mo Repeat

Switch

Combo Sequential

Themost appropriatetype for us in this case @Random with no regaté. This meanghat the tracks
will be randomly selected, while making surattthe sametrack isnever played twice in a row
which would break the realism.

Let@ try this againthis 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 reallisti

a= a amd as a»
amb az D ar aro

The variousAtomCrafiQ éuetypesare veryuseful. Theyallow for specificbehaviaswhenthe cue is
triggered For examplechoosing the sequenti@iue type would have played a different waveform
each time, but always in the same order, whte shuffle type would haveplayed them in random
order, but making sure that all waforms wee played once before playing a waveform agaie
switchtype allows ADX2 to seledhe track to be played based on a game variahlg] finally the
combosequentialtype adds options tahe 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 adceven morevariations to game footsteps, sound designers often divide them into two
parts: toe and heel, using a different set of waveforms for each of th&ividing our5 footsteps
waveforms gives us0 samples, for a total of 25 possible combinations!

To achieve this, we simply create tf@otstep cues, one for the toe and on for the heel. Each of
them is similarto 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 othefs heel waveforms. Then we create
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a parent cue and we simptirop 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!

@ Tip
Dividingsamplesin shorter waveformsand recombining them in different ways not only allows ugto
create more variations but also saves memory and storage space!

Another way tocreate complex behaviorgs to use Actions. Actions can be addeda cue by
creating a specigction Tack
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