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Overview

* How to play a sound when pressing a button

* See Knox Game Design June 2021 for creating sound effects with
BFXR

* Game development environments
* Unity
* GameMaker
* Godot
* Unreal Engine

* Pico-8 Hm
Csrtal



Unity

* Under Assets
* Create Scripts folder
* Create Audio/SoundEffects folder

* Drag sound effect file (such as .WAV) to Audio/SoundEffects folder

* Create new Empty GameObject called SoundEffects

* Create new Empty GameObject called SoundJump as a child

* Drag the sound object from Assets/Audio/SoundEffects to SoundJump

* Uncheck Play on Awake

* Create SoundEffects script and assign to SoundEffects GameObject

* Create public AudioSource instance variable called soundJump for the sound effect

* Drag the SoundJump GameObject to the SoundJump property of the SoundEffects script in the inspector
* Create Empty GameObject called DemoManager

* Create DemoManager C# script and assign to the DemoManager GameObject

* Create public SoundEffects instance variable in the DemoManager script H

* Assign the SoundEffects GameObject to the SoundEffects property in the Inspector m
* Inthe Update method, check for Input.GetButtonDown("Jump") - I ’ | "
* Play the sound effect with soundeffects.jumpSound.Play() l::‘.i I{' Lo
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GameMaker

 Right click Sounds > Create > Sound

* Name the new sound soundJump

* Click the three dot button to select the sound file (such as .WAV)

* Create a new Object called DemoManager

* Open Room1 and drag an instance of DemoManager onto the grid

* On the DemoManager block, press Add Event under Events

» Select KeyPress > Space I D

GRKE

 Play the sound with audio_play sound(soundJump, 10, false)



Animation Curve
Extension

Font

Mote

Object

Path

Room

Script

Sequence

Shader

InJ
]
T
&
d
g
B
&
@
ol

Sound

4 Sound: soundlurmp

Mame:

sound|lump

Volume:

©

Shaders
Sounds

Create

fit All

Edit Tags

Rename

Jupli

Favourite

Add Existing

Add Existing From My Library

Delete Delete

Create Group

Expand All
Collapse All

0.00/0.00s

| = .
Choose sound file

4 Object: DemoManager 4 Ewvents

Name:
DemoManager

Sprite:

D
No Sprite

Collision Mask:

Same As Sprite
Visible Solid
Persistent Uses Physics
Events
Parent

Physics

Variable Definitions

4 DemoManager: Key Press - Space

Key Press - Space

Add E

P

e t eREOCEE «& =

Create

Destroy

Clean Up

Step H

Alarm b

Draw >

Mouse H

Key Down >

Key Pressed 3 Left
3 Right
> g:wn
>
H
?

Key Up
Gesture

Collision

Control
Other Alt
Shift

Space

Asynchronous

audio play sound({soundJump, 18, false)




Godot

* Drag sound file (.WAV) into resource area

* Create new Spatial Node called DemoManager

* Create child node type AudioStreamPlayer called soundJump
* Attach Script on DemoManager node

* Open and edit demomanager.gd script
* Add variable called keyDown and set to false
e Add function _input(ev)
* If event is key event and is jump key and keyDown is false

* Play sound effect with get_node("soundJump").play()
e Set keyDown to true

* If key is not pressed (The key was released. Otherwise sound will play on key presnm
and release))

* Set keyDown to false [:-} f': M=
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Unreal Engine (Blueprints)

* Drag sound file ((WAV) from explorer to Unreal Content Browser

* Right click and create a new BluePrint class and call it DemoManager

* Drag the DemoManager from the Content Browser into the scene

* Select DemoManager in the World Outliner

e Set Auto Receive Input to Player O

* Press Edit Blueprint, Select Open Blueprint Editor then Full Blueprint Editor

* Right click, expand Input, expand Keyboard Events, select Space Bar

* Right click, expand Audio, select Play Sound 2D

e Select the jump sound asset in the Sound dropdown on the Play Sound 2D block

* Connect the Space Bar Pressed output with the Play Sound 2D block Hm
* Press the Play button on the main Unreal window. Click in the scene view for the |
keypress to register Cafrlal
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Pico-8 “

* Create sound effect in sound editor EI
* Create keydown variable and set it to false m
* Create update function

* If button is down and keydown variable is false

» Set keydown variable to true (this is needed so that the sound effect only
plays once)

e Play sound with SFX(1) (where 1 is the index of the sound effect)

e If button is not down H“]l
* Set keydown to false B
|'.:r'i If':lllf
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