Sound and Artificial Intelligence


Sound and Artificial Intelligence must work together in the game to give the user an immersive experience. Since the nature of sounds will vary throughout the game (SFX, themes, etc…) there are three methods to implement sounds in the game that we are making.

1. Attach to a player

2. Attach to an object

3. Attach a sound to a state.

Certain sounds will need to be attached to the game player. For example, when Joel or Maddy walks around they could have attached to them a walking sound. This sound could be changed with meta-information that their environment and interactions dictate. For example, if our hero were to walk on grass we would want an appropriate grass crunching sound to play as they walked. A good way to think of this is that the different surface areas would contain meta-information that tell the walking sound variable which sound to play. 

Another way to attach sounds would be to add a sound to an object in the environment. This could be applied to static and moving objects. Therefore if you were looking for a secret entrance to a cave, you might be able to listen for a breeze sound coming out of the cave to find the entrance. This then leads to 3d sound effects that can enhance the atmosphere of the game. For example, if a car drives by Joel or Maddy then the sound of the engine should fade, as it gets more distant from our user. 


The final method for sound management that would be relative to our game would be attaching themes to a state. A state could then be ‘normal’, ‘in pursuit’, ‘outside’, ‘inside’, etc… As the character moves or triggers events the appropriate state music would play.  As Joel or Maddy traverses the town you would have the generic theme playing. If an agent were to see them the more dramatic faster paced chase music would play until the character is caught or escapes. Thereby each state would be defined programmatically as what sounds play throughout it. When the user starts a new state there may be a function that tells everything else to beQuiet(); and then another function that says playStateMusic(‘outsideTheme.wav’, ‘otherSounds’);.
Source most likely has a lot of these features 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. Overall Source is a very robust tool and we should be able to meet our requirements. 
