JlabopaTtopHa po6oTa Ned
3Bykn B Unity

Mema: o3nalioMuTHCs 1 HAOYTH HABUUOK y CTBOPEHHI CUCTEMH 3/I0POB'A, KA
JI03BOJIUTH JIETKO KEPYBATH KUTTEBUMU MOKazHUKaMu pizHuX GameObjects y 2D rpi.

Jlimepamypa

Audio Source: https://docs.unity3d.com/6000.2/Documentation/Manual/class-AudioSource.html
Audio Mixer: https://docs.unity3d.com/6000.2/Documentation/Manual/AudioMixer.html
Audio Listener: https://docs.unity3d.com/6000.2/Documentation/Manual/class-AudioListener.html

3MmicT podoTu

3asoannsa. CTBOPUTU CUCTEMY >KHUTTS 11l IEPCOHAXKY .
3apaanns 1. HanamryBanHs npocToro 3ByKy

CrBoputu crieHy SoundBasics.

JlonaTtu Ha ciieny noposkuiin GameObject ""AudioObject™.
JHonmaru kommonent AudioSource.

Honatu Oyb-skuit 3ByK (KIIIK, yaap, TOIIO).

YeimMkayTH Play On Awake ta Loop — nepeBipuTi poOOTy.
BuMKHYTH 11i TapaMeTpH Ta BKIFOYUTH 3BYK uepe3 KHOMKY Ha Ul

3aBmannsa 2. Ckpunr s nporpaBanHs SFX

e CtBoputu ckpunt SFXPlayer.
e Jlomatu Meton, 1o Bukiaukae PlayOneShot.
e [lpuB’s3aTH 3ByK 10 MO/Ii:

O HATHUCKaHHS KJIaBiIll

o HatuckaHHs Ul-KHOIKHu

3aBaanns 3. 3D 3Byk

e CtopuTH Ky0 — ""SoundEmitter"’.

e Jlonatu 1o Hhoro AudioSource 3 Spatial Blend = 1.

e 3minutu Rolloff Mode.

e Jlo3BoauTHu rpaBieBi nepecyBatuch WASD, mo6 mnepeBipuTH 3MiHY
T'YYHOCTI.

3asaanns 4. AudioMixer

e CrtBoputu AudioMixer 3 rpynamu:
o Master



o Music

o SFX
e [lpur’s3atu AudioSource-u 10 BiJAMOBIAHUX T'PYII.
e CrtBoputu Ul-cnaiinep ass 3MiHU TYYHOCTI.
e Hanucatu ckpunT A7 3MIHU TYYHOCTI Yepe3 mixer.

3aBaannsa 5. CtBopenns Sound Manager

e CrtBoputu SoundManager (Singleton).
e CtBoputu nBa AudioSource:
O JUTSI MY3UKHU
o nns SFX
e PeamizyBaru metoau:
o PlaySFX(clip)
o PlayMusic(clip, loop)
e Buknukatu 3ByK 31 CKPUNTIB 1HIINX 00’ €KTIB.

MeToau4Hi pekoMeHaamii

Tunwu 3BykiB y Unity
Unity nparroe 3i 3sykamu yepe3 AudioClip — e ayniogaiin y popmarax
WAV, MP3, OGG1irT.a.

OCHOBHI TUITM BUKOPUCTAHHS:

o SFX (Sound Effects) — xopoTki edextu:

o KJIAllaHHS KHOTIKU
o KPOKH
o MOCTP1IT
o miaoip mpeameTa
o Ambient (0OToOuEHHS)
o ®oHOBI 3ByKH — BITEp, JOII, T'YJI MICTAa.
J Music
o ®oHOBa My3HKa, 1[0 TPa€e Yepe3 OKpeMHUil KaHal (MUKC-
rpymy).

AudioSource — roj10BHHii KOMIIOHEHT
Kosken 3Byk nporpaethcest uepe3 AudioSource.

["onoBH1 napameTpu:

o AudioClip — 3Byk
J VVolume — ryuHicTh



° Pitch — 3mina Bucotu

° Loop — mukmivHICTh

o Spatial Blend (0 = 2D, 1 =3D)

o Min/Max Distance — paniyc 4yTHOCTI
o Play On Awake — rpatu npu 3amycky

IIporpaBaHHs 3ByKY Yepe3 KO/
[IpocTuii BapiaHT:

void Start()
{

source.PlayOneShot(clip); // Comment: plays the clip once

¥

JlunaMiuHe CTBOPEHHS JDKepena:
public static void PlaySound(AudioClip clip, Vector3 pos)

{
GameObject obj = new GameObject("OneShotAudio");

obj.transform.position = pos;

AudioSource src = obj.AddComponent<AudioSource>();

src.clip = clip;
src.spatialBlend = 1f; // Comment: 3D sound
src.Play();
Object.Destroy(obj, clip.length);
}
AudioMixer

BukopucToByeThCs 111 KEPYBaHHS 3BYKOBUMM KaHAJIAMH.

Tunosi rpynu:

° Master
o Music
o SFX

o Ul

[Tpuxnan 3MiHU TYYHOCTI 4epe3 KOJ:

public void SetVolume(float value)

{
mixer.SetFloat("MusicVolume", Mathf.Log10(value) * 20);

// Comment: converts linear slider value to decibels

}



Sound Manager
00 yHUKHYTH AyOJIIOBaHHS JIOTiKH, pOOUTHCS MEHEIKED 3BYKY.

[Tpuknan:

public class SoundManager : MonoBehaviour

{

public static SoundManager Instance;

public AudioSource sfxSource;
public AudioSource musicSource;

private void Awake()

{

if (Instance == null) Instance = this;
}
public void PlaySFX(AudioClip clip)
{

sfxSource.PlayOneShot(clip); // Comment: plays short sound effect
}

public void PlayMusic(AudioClip clip, bool loop = true)
{

musicSource.clip = clip;
musicSource.loop = loop;
musicSource.Play();

¥
k

KonTposbHi nMTAHHSA:

[ITo Take AudioClip y Unity?

J171s1 4oro BUKOpUCTOBY€EThCSI KOMIIOHEHT AudioSource?

Yum Biapizusersesa Play() Big PlayOneShot()?

[Ilo pobuts mapamerp Loop?

YoMy 1HKOJIM HE pEeKOMEHIyI0Th BUKopucTtoByBaTu Play On Awake?
Axi popmaru ayniodaiinis marpumye Unity?

Jiis yoro BukopuctoBytoTh AudioMixer?

[ITo Take AudioMixer Group?

. SIx 3miauTH rydHicTh uepe3 AudioMixer.SetFloat()?

10 Yomy cnaitinep ryqdHOCTI MOTPIOHO MEPETBOPIOBATH B ACINOEN?
11.Jl51s woro 3acTocoBy€eThes mapametp Pitch?

12.Yomy nunamiune ctBopeHHs AudioSource 6e3 myimy Moxe OyTu
Hee(heKTUBHUM?

LCoNOOIR~WODE



