Sound and Artificial Intelligence

Sound Effects will be attached to an object to be played when a specific related event occurs. As an example, a sound byte will play when you go to an item in the menu. Not all sound will be attached to a character; the environment will also contain meta-information about what sounds should be played.  For example, if you are walking to on sand you get an appropriate sound. 

Sounds will be attached to objects, if a car drives by then the sound will be relative to the distance to the player. Thus having a 3d sound effect. 

Source will have a lot of these features already built into it. The major trick is to figure out how to attach the sounds to the appropriate functions/listeners. Source will most likely have the proper tools to attach a sound to an object that is thrown, and then play it proportionally to how it’s being effected by physics… in other words if you throw a box, then it’s probably not hard to attach a sound to it.

There could potentially be various modes that the player moves in and out of. For example, if you are in normal mode, then all the regular sounds are playing as you traverse the city. However, if then it were triggered that agents were pursuing Joel or Maddy, then a different set of more dramatic sounds would be triggered to play. 

