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o Required Bank ( MER/\N> 7 ) : TDOAuxiliary Bus&, Fh
ICEAET R TSTA4 AT« 7EIEUNT %3 SoundBankEFEE,



AkAudioBank

Wwise SoundBank Z3%9 Unreal # 7 4 k. Unreal Content
Browser A TOHEY U v T IC K1) VERETEE,

e JO/)\F«

o AutoLoad (BEIO—F): BIICE>TL1% &, SoundBank
EEEBEICTNESBIZ/N\vI—YE88NICO—- REXVT
YO—RUEY, F: COI75T7=EBRICT B EBEITINVY
M Editor N\O— REN3DIFTIIHDEEA ; ROV =
DOO— FEICEBAINEY,

e Unreal Content BrowserAYFF A CAZa—-FT> 3y

o Generate Selected SoundBank(s)... ( SoundBanks =R} 9
%...) : SoundBanks U X FA®M SoundBank &Ry IRIEAETT
TE359147009 914 FoEREZEULET,

o Load Bank (/\>%Y%&0O—F93): 3% SoundBank = —
FULZET,

o Unload Bank (/\>ZZ&Z7>0O— k9 3%): XiZ SoundBank
#7>0O0-RULET,

o Clear Banks (/\> 7 %&/Z7 79 3%): Init Bank ( #1HI{L/\>
2)YEE6H., O— FHRDOZL SoundBanks 7> O—RUZET,

o Load Init Bank (#JH{L/\> U %&O—F9 %) : InitBank &
O—RULZET, thd SoundBank A0 — REhBdilC, £
DI\ O—FESNTLBIRENHDZET,

o Refresh AllBanks (S RXTON\>2ZEUILvy>a193): 9
NTOYIY FZ&EELEL, O— FHRDO2 SoundBanks &L \1o 71
AT7VO-RFLTHABUO-FULET,



AkAmbientSound

AkAmbientSound |dAActor7 5 X T#H 1), Unreal Audio AT LTT I # )b b+
TR EIN S aAsmbientsound TV 7 FERKICEDONEY, BE%®
HEHTBICIE. TNEEROATI UV FTIV =T U FHBEEFES D
7 0=V IN—#EED Start All Ambient Sounds¥2Stop All Ambient
SoundsZ{EL VXY, AkAmbientSoundlC., AkComponent €&F£h. %
hBRICETONT1 BN ET,

e JONT 1
o Stop When Owner Is Destroyed ( 7 — 7 —HERS(CE1E)
BT o TL'3 &, AkAmbientSound AMEESINIRFICA A
v A EEIMICEILELET,
o Auto Post: BeginPlayT. BHiEY % AkAudioEvent ZBEjRYIC
EEUEXT,
o JIL—=TU gE
o Start All Ambient Sound: IRXTOF7YEIY rYHY ROT
LAy EBIBLEY,
o Start Ambient Sound: EBIR U7V EIY UV RFOT LA
Ny o amELET,
o Stop All Ambient Sound: IR TOF7YEIY FHHY RO
LAY EEILEULET,
o Stop Ambient Sound: EBEIR U7 VETY OOV FOT LA
Ny O &EILEULET,



AkReverbVolume

AkReverbvolume | Avolume” 5 X T#H 1), unreal Audio AT LATT I # )b
TR EN S ArReverbvolume ATV =V FERRRICEDONEYS, Ch
|XEditor® ED Brush TH, AR—VTEZE

9, AkLateReverbComponent T, UN\=TJIJx %7 FH=ERL
x99,



AkLateReverbComponent

COOAVR—V FIE, EORYa—-AICEEBINTE., ETH SReverb
ZonezZ{ER CEZX T, HBRYU a—ALICWwise AUX)I\AZT7HAL VL
T. CTORY 2 —=ALICANBTARTO Akcomponents Z&. BHE(TIFf=Wwise
AUXNRICIV=F 10 T0F3CET. UN=TITJ7xY FHERLUE
9, RUa—LDEENHBIHESIT. Y—5 v FDakcomponent & ED
AUXINRICIV=FT 14 T BHD. pPriority7ONF 1 Ick > TREDET,
AkReverbvolume [ICH A1) T BBFIE. AUXINALARIVICT VYIRS IV T T —

1> -

Jx—R7ORITJx7 ENERASNET.

e JONF«

(¢]

Enable Late Reverb: COOVR—RY F&EBR - BMICUE
ER

AuxBus: CORY 2 —=AICTFHA4 > ENTL13, AkAuxBus
. C(MAux BusT. Game-defined auxiliary sends&. B#IC UL
£9, & ULate Reverbz AkRoomComponent 1o,
AkAcousticPortal EEhETESIHZSIE. RV aZU 7D
IDREEBMICT D2MENHDET,

Send Level: Wwise AUX/\ X ICEFiE (T 1T 5 N f=Maximum Send
Level T9,

Fade Rate:IR7E(DLate Reverb Component ZH A1) 9 2050
SendLevelD 7T — KAy - Jx—R7I +DESZE, BWT
RUEEDTT (0.2TIF. TJxz— AL LS ERDET ),
Priority: Late Reverb Component AN EHE SN 3BT, £
DIRJ 21— LADNRET BHE. RESVNTISAFUT 12 OR
Ja—LDHMNBIRESNET, (ERFFEHTEER Late Reverb
Components M#IUnrealT7 ¢« ¥ —7J 0O x5 LA, Plugins
> WwiselA F CTRREFIBETY ), ABUTSAFU T REERD
Late Reverb Component AR ZE U TL\BIHFEICIE. ED
Late Reverb Component NMEIRETN B NI FHIARRIEEICR D X
ER



AkComponent

AkComponent|d, USceneComponentM5RETBDEDT, 7V T4 TidWwiseq/ RV |+

ERUET,

e JO/)\F«

o Attenuation Scaling Factor ( BEXT —=IL T 7045 — ) IRiE
EHWwiseD3IDFBEZFALTL\BHE. A70/\71r &L F
FTBCET, CORBEEFORRFTEZHE L, KELZHE DN
SRTETOITI I A&V Zal— 93 ENTEET,

o Occlusion Refresh Interval:

o Ak Audio Event (AKA—FT 4 FARV F):
AkAmbientSound F 7Y =7 FOBERBDIERICEHET
RA &N 3 AkAudioEvent , Spatial AudiotREZ(EDIFE

I,

ARV FOYIY FITT 7 FGame-defined auxiliary

sendsEBMICLULTHEXET,
o AR=I ¥V FA=FT4FOTOINFT1:

Early Reflection Aux Bus: AKAuxBus &, AkReflect 7S
TAYe IVAALVICLBREEEMNICT BICIE, Nonek
iRTE, TDAUXBUST., 2DDRIY Y 3=V I MERICKE >
T3 Game-defined auxiliary sendszx., BMICULEXT,
Early Reflection Aux Bus Name: Early Reflection Aux
Bus|C AkAuxBus ZAJJ LIV V&, Early Reflection Aux
Bus NameNfERHEIN3, JFA A FURSHEEMNICT BIC
|[£. AK_INVALID UNIQUE ID &:R7E.

Early Reflection Order: 7 A 1) &I DAPILZ H TR
INAZETET B05IC, NIBSNDIRFTDEARY, RETUIE
IRFTDREERICRIBET DT, COHPEIFELSINA S
NE, BRIsEHA: 1-4.

Early Reflection Bus Send Gain: AkReflect 75451 > @
HBINAICEBFICEASNS, BV ET1Y (0f
1),

Early Reflection Max Path Length: R5tDEt&E &1L B
Ea—-URXTF1v9, YOV RFIZVYIDRRNKBELDE
RCUTRVFRL (CPUERZRSC T BICIE. =5ICHE
KF3Z&EE),



= Enable Spot Reflectors: AkSpotReflector TRET & BRI
IC9 %,

= Debug Draw 7 < 3 : Spatial Audio Engine/NE{T9
BLAFVYALZEAA-—IHULT, SEICEDLIF VR
FICEE2Ic=ZAEAA—I L TESDT, Spatial Audio
EngineN CEEECVBCEEZRBEICTINT T B ENT]
B, Thid. —EIC1D0aVR—xV FICRERD, EX
%,

TIV—=T1) > HseE

Post AK EventiEE UTc A XY FO T LA NNV I ERKBULEY,
Post Trigger: AV IR— R FICEEMITONEARNY FIC U H—
ZRAFULXT,

Set Listeners: Z MUAKComponent®J 2 F—ZEi{REUE Y,

Set Occlusion Refresh Interval:UAKComponent™ TS5 7 7 )L —
VavitEOBRERELXY, AVR—XV FOFVIV-Y 3y
EATICTBICIE. OICRRELZET,

Set RTPC Value: AV R— xRV FICEEMITENIcA XY FORTPC
EZREULEXT,

Set Stop when Owner Destroyed: >V R—R> D
StopwWhenOwnerDestroyedfEZEiREUE T,

Set Switch: AV R—R Y FICEAEMITONTCARY FORAYF &
REULET,

Smp:/m XY FICEAEFITFONEARYEOT LAV &
EILELXT,

Use Reverb Volumes: OV 7R — R/ | H¥AAkReverbvolumeslCEHBEh
BHhESHERELXT,

e QURASED 16.3
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Spatial Audio#d 7> x4
AKkAcousticTexture

Wwise Acoustic Texture 3% 9 Unreal F 7Y =4 ., Wwise Picker H
5E ARV E (Event) DRSSy &EFOVI O MRSy T & OV,
F f=l3Unreal Content Browser N TOHE I U v Ik > TERFTRE, —
BfER 9 1lE. AkSurfaceReflectorSetComponent®iR I/

1>, AkSpotReflector EICEHATEXTY,

e JONT 4«
o EditColor: T7 4 7 —PREDTO/\FT«
T. AkSurfaceReflectorSetComponent/R) T/ |C
AkAcousticTexturehN7H 4V ShhTIL\BE8IC. ERFICESEOER.



AkSpotReflector

Spot Reflector7 7 4 — 3. FHERAIRMEETT, BIEAMRI VY FUTL
75 &3DHRICEBET 2 ENAIEEICBRDET, ARV FUDTLOS

X, BEAOUBEFREZNIKRECELICHZ ATV TV FICEERET B &,

BEENHIET,

Spot reflectorld., AkComponent 5 < 257> FT. Enable Spot
Reflectors " EXICRE > T3 EDT, BILITUT7AICEBESNEED
Thhnld, 2TRELET, AkComponent [Z,. ZNAEIMNCH ). [E
U < spot reflectorE EIMT H BIHFEIC. spot reflector[TXt U TiEEST N
£9., AkComponent N"ERIZH 315513, B UERICIH Bspot
reflectorlCXI U TOHEEEINET, BEEEMT ZKRIC, RUa1—LA
|IZ AkRoomComponent Z 31 UTERT B ENTELT,

BeginPlay T. Spatial Audio APIA
5. AK::SpatialAudio::AddImageSource() &Zd1—JVUFET,

e JONFT 1 :

o AuxBus: 77— —=U7J L7 3 DSPR®MAKReflect 7571
n# 3. features objects_akauxbus, Z DAux BusT. 2DDIRN
T aZ YT HNBERICHE > TL) 3 Game-defined auxiliary sends
z=, BIMICULET,

o Acoustic Texture: CDA A—=IYV—=AICL>TREFTZIUD
Y ERIEWUTT1IL9—&EULTEDS, AkAcousticTexture,

o Distance Scaling Factor: 1 A=Y —XOHEEICEDC R
g=U27T, COPETY XAF—ITEHT BsourcePositionR% |
WERAT—=-UVT93ECR), ZNICK>THEBEXS -V LTHY
IVF—aveaifiHELET,

o Level: S —LAfIAAOY FO—-ILT B, COY—AD) 7KK
LX),



AkSurfaceReflectorSetComponent

Unreal Engine 40D Geometry SetE®&R UEX T, cDIAVR—RY FII,
AVolume 7 7 9 —ICRfFT 2WMENHIDET, BeginPlayT. RU a1—LA
DETHOEMARY TV H, SpatialAudio TV I VICELBNET,

e 7O/)\F«

o Enable Surface Reflector Set: COAVR—X +&EBM - &
MZUET,

o Acoustic Surfaces: &R U I [CEE Y % AkAcousticTexture
EEEIDT7 LA, PLI1AOAVYTYI XTI, HRUa—-A
MBIRETNT=FFICGame ViewportlCRRESNE T, RUTVIC
TFAFVvYETHAUTRE RUTVIITOTFIAF PO
Edit Color@f[C#k1), Game Viewportlcd 3R TV IC
Acoustic TextureBHNRRSNFE I, Acoustic TextureZNonel
REYT R E, RERFOKRAERD), TNUIINDOTFAF v
Ja)V—I3BEBHEESnERFA, FRU TV %E, FDOEnable
SurfaceF T VIRV I ATEM - BMICTEETY,



AkRoomComponent

COAVIR=RY FE. EORY a1—AICEEITE., Spatial Audio
RoomZ{E CTEEX Y, RoomDBMIZ. 2DHDFET:

o AEIMEDMH BV IN—T&A[REICT D, Y—LAFTIV Y FICERT
BDEADOLETOAuxiliary/NRX I, MU a—-LD70Y ERYT R)VIC
UTEITENhET,

e AkAcousticPortal EEHBTESE. Dz v R T FILD, SED
AMS, R=FIEEZBUTCHOBEICIV—TasrTEnden

EEL5MIFEE. EHY BAuxiliary/N\ADORIY > 3 =V 7 (I3DICERE L
T. PositioningZBXNIC UT. AttenuationE 7Y A4V UTHEET,

e JO/)\F«

o Enable Room: COAVR—RY F&EBR - BMICUET

o Priority: ZBENERAIN3IENL, BEHIEET 3551 /E
BLNTSAFUTsDEONERENEY, BCTS1FU
TAREEEDHMENEE L TCLIBIESIE. EOEMEIRS
N3MNIFERETEEICRIDET,

o Wall Occlusion: Wwise Spatial Audio CEDGIEEZHB LIV
AFT=ADF =T 14 FNZANEDIDNERIFETIC. ERDI
Sy —[CWwiseF T IL—Y a MEERET BTcHICELE
I, EEEEBEUCEHIAEIXRINFT—ICEET ZELODT., B
HELTEBLABCEDTESRETY, BXNEEHIZ0.0f-1.0f
T. Wwise7OY 7 FTEELIEAZI—-Y 3V hA—-TIC
RvEYTENETY,



AkSpatialAudioVolume

PHMDPTUILSIC, AkSpatialAudioRY 2 —=LH1D, 1 VF5 L —
YavIcEENhEd., AT, BHLQR)1-AlC
AkSurfaceReflectorSetComponent ., AkKRoomComponent

. AkLateReverbComponent i3t nficED T,



AkAcousticPortal

Unreal Engine 4 TfESPortal, AkRoomComponent Z7&xfT UTR
Ja—LDHRICHBD P EH, AkRoomComponent Z 7R {1 L Tcfth®d
MUA—=AICT)—=9FBZEERFEEICULET, Portal EEERIT DLOR
MU a—=AlZ, FEEOSETRINEINET, PortalZzi@E3DI(3, 2D
HEIDEFDHATT,

e 7O/\F«

o Initial state: CONR—FI)LEHHA{LT B EEIT, FALITLS
(B £ET230H. FAE->TLS (EY) ET230DHD:EE
Eo

o Obstruction Refresh Interval: # )L— 3 VPATIARSY
avOFIVvIORERBORE, COOAVR—R EOAY
=y arEBEWICT BICIE. 0ICERE.

o Obstruction Collision Channel: # 7 X 549> a3a>D LA
FYAL(R=FIEVURF—-OB) OBEBXR(AUTY3Y)
H.AEEITBIVAALYICRIVMERTBRT=OD, ATV 5
QAT avFvRI,

YERY, : 1.6.3


http://www.doxygen.org/index.html

| A vR=5 |

Wwise Unreal 1 70 L =23 ru» AT L —a>yOER » #
BE»Unreal # 7> +




WAAPI Widgets

WAAPI UMG Widgets

Ak Check Box

COWAAPBRIRDF T VIRV I AEFEDE, WwiseD T—U 7> 70
NT1«Z2 FO-JVTEEXT,

ltem : Shotgun_Fire_01

Property : IsStreamingEnabled

J0O/)N7«

Property to control: WwiselI®, Y +O-=)L$3T7—-UF7> 70O
INT 1 DEF,

Item to control: WwiseR®D, O FO—=ILT 3714 T L,

On Check State Changed: F TV 7Ry 7 ADRANEZH UIcEE
Ca-ILTB14RY |,

On Item Dropped: F T Y VIRV V7 AICT7A T AN FOY TSN
EEZICOA-ITBAIRV |,

On Property Dropped: F T vV Ry I XICT7O/\F+ BN EOY
JehficEEICa-ILT B4RV |,

BlueprintAY v |*:

IsPressed: CORYVHBEHEINTLINIE, TruezdiRULET,
IsChecked: FT IRV ANREFTVvIINTLINIE, True
ZRUET,

GetCheckedState: IRTEOF T v shiclhinekERUE T,
SetlsChecked: F T v 7 SNfcIKRE:RELET,
SetCheckedState(ECheckBoxState InCheckedState): F v/ =
NEkn&Es_EUXT,

SetAkltemld: ZCOF v VRV ANV FO-ILT 374 T LAID
ZREULET,

GetAkltemld: IREJY FO=ILSNTL\ B3 71T LADIDEIRUE



ER

e SetAkBoolProperty: COF vV Ry AN A +O=-ILT 32T
ONXT1RBERELXT,

e GetAkProperty: IRED 7 A T LoD 7ONT 1 ZIRUET,

Ak Item Bool Properties

BoolZ7O/\7F « BICERIICER SN z=EvH—, Ak Check Box >,
Ak Slider T, FSY T & FOYTTBEEICERNTT,

Ak Item Properties

JO-+F70O0NFT 1 BICEFIICTERSNfcEY H—, Ak Check Box
>, Ak Slider T, FSv 7 & OV ITIBEEITERFTT,

Ak Slider

COWAAPIFIEDRASA T —&FSDE, Wwise®TJO—+70O/NT 1%
EnNTEaY FO-IIVTEZXY, Ay kO-)beh37O0/F 1 IEE
Ehd&, ASAY—EQERN. BERIICWwise E[E] UsEFH ICFAEES
nx9g,

Itemn : Shotgun_Fire_01

Property : Pitch

J0O/)N7«

e Property to control: WwiseRI®, AV +O-=)L33T—-U7> 70O
INT 1 DEF]

e Item to control: WwiselI®D, OV +O—=)VT 371 T LA

e Value: 2514 —1&

e On Value Changed: RS A/ ¥ —fEAZEShfcEEICO-ILT BT
R+

e Onltem Dropped: RS ¥ —[CT7A T LN FOYTENEEE(C
A=)V B4RV |+

e On Property Dropped: RS/ 4 —ICc7O/\F« BN Oy TEh



fcEEICa-IVT 1RV |+
BlueprintAY v |*:

e GetValue: IRIEEZRULEX T,

e SetValue: IREEZRE UEX T,

o SetCheckedState(ECheckBoxState InCheckedState): F T v/ &
NICRRZEREULET,

e SetAkSlideritemld: COXSA 5 =12 +O=)LT 374 TAID
EREULXY,

o GetAkSlideritemid: IJREJY FO—=JILEN T3 71 T LADIDZEIR
LEY,

e SetAkSlideritemProperty: COASA4 5 =AY ~O-)L93% 70
NT1BZEREULET,

e GetAkSlideritemProperty: COXSA4 45— +O-)L93 70
NTF1BERULXY,

Ak Wwise Tree
D14y RIE 15— LTEAS WAAPI Picker DFE£7E2 1

E—T9, chua{E>S>E. Ak Check Box . Ak Slider I, RS w45
&rOAYITCT7ATLETHATEEY,



Choose an item from the Wwise tree

Search Wwise Item p
#® UnrealDemo.wproj Populate

4jmEvent
' M Default Work Unit
4jm AuxBus
I M Default Work Unit
4w AcousticT exture
M Default Work Unit
4jim ActorMixer
I M AmbientDemo
& M Default Work Unit
4 M MatineeDemo
4717 Drum Kit
[ 3€ Snare
ed Hi-Hat
N Kick
4 M RTPCDemo
N VelocityLoop
I M SwitchDemo
() Weapon

J0/)\7«

e On Selection Changed: V) —DIRAEDRBEIRNMEEINCEEIC
=T34 |,

e Onltem Dragged: YV =W 7A1 T LN ST IhicEEIC
=T34k,

Blueprint AY v |:

e GetSelecteditem: W ) —TIREEIRSNTINB3 71T LAZEIRUE
9,

e GetSearchText: U —FRY I ADWEDOTF A FERULET,

e SetSearchText: Y —FRY I ADWEDTF A FERELET,



Ak Wwise Tree Selector

Ak Wwise Tree OV /\J FR)IN\=2 3> T, PATLAEEBIRT B LS
TR 1Y RO RY T7Y TRREINET,

Choose an item from the Wwise tree

J0O/)N7«

e On Selection Changed: V) —DIREDERNEE SN EEIC
=T34k,

e Onltem Dragged: V) =SP4 TLADRES YT ShIicEEIC
=T34k,



Slate Widgets

FWwiseTreeltem
WwiseD 71 T LAERITEHICUMEBERIRTESUBIE,
A )K=
e DisplayName: 71 57 L&
e FolderPath: Wwise T, BRIZEU., YU —T7ATLDI R

e ItemType: 71 T LDTA T
e Itemld: 71 T LA®DID

FWwisePropertyDragDropOp

JONT4B2O RSy 7& Oy TEZRINET, JONT1BZ
FwwisePropertyDragDropop: :NewTETTEIT T, By T & ROY TiRE
ZERTEXY,

FWwiseUmgDragDropOp

Wwise 74 T LD Sy T & FOY TERIVET, FuwiseTreeItem ND
;i\ﬁ/'ﬁ’f \JQ—75:FWwisePropertyDragDropOp: :Newlc__fga_rfﬁ'f\ FSw
TJ& Oy TREEEMTEET,

Ak Slider

COWAAPIIGDAS AT —&EDE, WwiseDZ70O—- FT70ONT 1%
ENTEIY FO-JLTEXY, FSvJ&bFOvT%E
FWwisePropertyDragDropOp 1>,
pg_features_objects. WAAPI_Slate FWwiseUmgDragDropO #HT. &
AXY,

NEAYV Y

e GetAkSlidervalue: WwiseF —H UV T 7 b - 3V ICRR RSN



EASAY —DIREEENEULETY,

GetAkSliderProperty: AV FO—=)LENTL\Z TO/NFT 1 DREI%E
BiELXT,

GetAkSliderItemControlled: A 54 F —ICdV FO—=JLENTL13
71T LABEREBULET,

SetAkSliderItemProperty: A5 A ¥ =AY FO-)LF 3B &I
7071 &ZREULET,

setAkslideritemid: Y FO— )T 371 T LADIDZERELEXT

( GUIDXZ%I, "Digits with Hyphens in Braces" GUIDT7 # =X v
z={ER ),

SetAkSliderRangeMin: A 515 —DR/IMEEREULE T,
SetAkSliderRangeMax: A 515 —DRAEERELET,
GetAkSliderRangeMin: A 51 ¥ —DH\/IMEEEIS UET,
GetAkSliderRangeMax: A 51 F —DHERAEERESULET,

YERY, : 1.6.3
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Editor 1574 L —> 3V
ARV (Event) D FSwv T &krOYvT

Wwise Pickerh' 5 Unreal Content Browser ( AT YUYW 7S 9HY) IcA
NV FPAUXI\NAZEEFS YT LT, 39 % AkAudioEvent 1o
AKAuxBus # 7Y 1 FEEMT D ENTEET .

1. Unreal Editor©, Wwise Pickerz{ERB U TA X FFT=IFAUX/INA
CFES—-FUET,

2. Unreal Editor T. Unreal Content Browser RICH 349 —45 v F/\w
’J'—:/“E%Uia_o

3. AR kFE=IZAUX/N XA &EUnreal Content Browser\ RS w45 UE
9 . X9 % AkAudioEvent £7zld AKAuxBus 7Y x4 FHYME

MENET,



WAAPI Picker

Wwise Unrealf > 74 L —3 3 [3. Wwise Authoring AP1Z&, WAAPI
Xt DWwise Picker CIagHE [CHfc > TRIALTLIXT,

N GERR . BEEDORY Y TWAAPIEEMIC U< BLIESIT. /€K
MDWwise Picker&Eg|EHE=EAFT I, WAAPHEGEHA R IFEIZ.
WAAPI Picker MR ICIR 1) £, WAAPHEGL HNIT, ERD
Wwise PickerDVExICR 1) £,

HIRTEDI YV TWAAPIZBIICT 35 EICDUITIE, Wwise
Authoring APl (WAAPI) Z8B LT EEL),

WAAPI Pickerld, #Z@EIROWwiseA—H U5 7TUs5—-3ons U
TIVIA ATRBRESTRRSIEEI, WwiseTIToTeZEIL. Wwise
OV FERFELULENEDHICEDLST. £ THEIEICWAAPI
PickerlC N E 9,

WAAPI Pickerld. Wwise Pickerd&k 1) £ SH4EETY, HEEOMEELATIC
R~UZET,


https://www.audiokinetic.com/library/edge/?source=SDK&id=waapi.html

= World Outliner % Waapi Picker

Search Wwise Item (]
#® UnrealDemo.wproj Populate

4jmEvent
ault Worle Unit

e_NotSpatialized

EKick
TENew_Event
TENew_Event_01
TENew_Event_02
TENew_Event_05
y_Tone
"TESnare
EVelocityLoop
4jm AuxBus
I (8 Default Work Unit
4jm ActorMixer
4 AmbientDemo
‘ﬁ:
& AmbientNoise_Spatialized
i (8 Default Work Unit
4 MatineeDemo
4717 Drum Kit

: Find in the Project Explorer
4 SwitchDemo
44ir Tones
N High_frequency
N Low_frequency
4 (M Weapon
& Shotgun_Fire_01
4jm AcousticTexture
(0 Default Work Unit

Refresh All

YOV RILEa-

WAAPI PickerCE#E. Wwiseh'oEF& L Ea—9 3T ENTE,
SoundBankzZEM T A3MENHDFEFHA, TLEA—-TFTBICIE. 7O



I FTARY FHActor-MixerZiBIRUL T, AR—XA/N\N—=I|LE
9, AlOAEELT, 1R FdActor-MixeraGo Uw o U

T. Play/StopZiEIRT B EETEET, BOBEZLEHBICIE. &
S—EAR=ZA/\=-&#HITH HFI/UvYI ULTStop AlIZERLET,

WwiseA 7Y 9 FORBILE

Wwise 7OV T FOILAY FOREIZE., HIEZFITBR3CENTEE
9, WAAPI Pickero 14V FOTRBIIZEEIBDILAY FEZERLTH
5, FRPEHRULET., BIOAEELT, TILAYERERAIZUYIL

T. RenameZEIRIT B3 EETEEY, RICA TV TV FRELZAT
N5, EntereiUCEEZIIZT v FULET, BRIZEIT. 9 <ICWwise
F=PBUTT7TIS—=aVIcRBMENET,

Wwise 7 =4 FOHEIK

Wwise 7OV T VZ FOIL AV L&, BIZEEIRIT B2 ENTEET,
WAAPI Pickero 4« > FOTRIIZEEIT DI LAY FEZFEIRLTH S,
F—R— FTDeleteZ#ILETY, RIOAFEELT, ILAY FERY
w5 LT, "Delete"ZBIRT B EETEET, HIFgT3E. 9<IC
WwiseZd =B UV T 7T b= gy CRMENET,

FE&E9 dWork Unitzx, T4 A7 TS

WAAPI Picker&{E>TC. Z7AIVITHOVRATAO-5TATV Y ICEE
I BWork UnitZBDIF3BICIE. ZFOILAY FERIZUYI L
T. "Show in Folder'&&iRUZE T,

FEETdF TV FE, WwiseTIRY

Wwise TT # —HRAF B3WwiseA TV &, BEEFEIRTEXY,
Wwise CIT#—HRAZEHTRLWILAY FEERLTHS, F—R—F
TCtri+Shift+1&Ef UEX T, BlORZEELT, ILAYVFERZUYIUL
C. "Find in the Project Explorer'ziERI 2 EETEXI, TLAY
A BmEIFROWwiseA =B UV T 7 TS —= 30 TIx—HRAEN
x9,



F1Z2OPRIL

[E UY ¥ — > £ T Wwise Authoring 77 71U 4 —3< 3 > & Unreal Editor %
—4E|CE1T9 3 & Unreal Editor @D — 4 J O —#8ER D —ZBH
SoundFrame ZN L CHBRMICERD EXT,

SoundFrame N BN TWwiseA—=H U T 7 T U5 =2 a3 U hBREIRT
HNIE. AkAmbientSound BRI 3 LZEHT Y FOFERRHIRRE
NEd, UTOEH1), Wwise AuthoringTEENMZ 5N d &, FEFE
D71 LATEHFINET :

1. 729 TS5HHT. AkAmbientSound &R UZE T,

2. WwiseA =S U>VT7F)o -3 T, AkAmbientSound [C7
AN ARY FICEEMITENTNSATI Y FEL1D,
TEULET,

3. ERFIC. Unreal EditorMs&Z X9 3K 1 INLEEEINET,

WwiseZd =B UV T 7TV —=2 3 U DNEEROIRA FTEITESNTL
B<TH, Unreal L TREEZERRI DCENHERET, BEED
Wwise 7OY =7 Fi&E T. SoundBanks% 7 LA T MGenerate Per
Bank Metadata File, Generate JSON Metadata, 2 U} Max Attenuation
EIBIRT B3LEDICLTTEL), KICSoundBankshtUnreal TF « AT
EEINB3MERIC. Max Attenuation ( R KEE ) OBHRAETD
UAKAudioEvents [CIBJIE N, BEFHEDLARIVE 1 —R— FATEERIKE
NRRESNB3EDICRDET,



EditorJ X —

Wwise 2017.2.0LAB&IZ. EditE— FOEEIC, URFT—M1DF7IOFT14 T
ICRDEYT, ChICE>T, BRI RyYazZvTsnkcd—FT14F
ZE2Llevel SequenceEIE LK T L EaA—-TE3LDICRDET, UX
FT—OIRIY 2 aviE, Ta—HAPOE1—R=FrDO, AASRIY T 3
YTREDET, BHOE2—R—-FETIUYITBRE IT149D
DZXF =D, BRI aUNBHIORI Y avICIv>rTTdLEDIC
BENLET,

Ff=. TDOU ZAF—I|FAnimation Editor 2 —7/R— FTEELNET, Ch
CE2T. 3DIRY Y aVDHZETOEE., P A—=2avDIEERIC
FULK T LEaA—-TExTY,

12$. Play in Editor (PIE) v ¥ avzE@iad dE. DU XF—HE
PRENT, EKRDCamera LD A F—HBEMHICBDET, PIELEYY 3
V&4 7T LT, Simulatie in Editor (SIE) 7Y ¥ 3> 5B 3651,
Editorl) X > —&Cameral) A —OEADEBFICT VT4 TICRDE
9, £EPIEE— RICR3 &, Editor) RF—HBUBRINET,

YERY, : 1.6.3
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Blueprint#ge

29U T RAICABEESNTL\3WwiseEB O O—/V)LIEED,
AudiokineticAT T UICL\S DB ET,



Get Ak Component

BEIAVR—RY FITHFTUTiEBHOE % AkComponent ZEUS U
9, AkComponenthSEIZFMETEBZIAV Y F LK DONHBIDT,
AkComponent Blueprinti#gEZSB LTS EEL),



Post Event At Location

BE UIE TWwisef RNV FERAFUEY, ChlZ—EEFTOYD
Y RETHD., —BERWWiseT —LAFTI T FICHUTERMRESN 20
T. XJ&9 3 AkComponent|dd 1) £ A,



Set RTPC Value

T—LINSA-FEZRELEXIN, ATaVELTEET 759D
W= FAVR=-RV F&EI—-TYEETBEETERXT,



Set State

BBIARAT—ETIWN=TDT7 7574 TAFT—FERELEXT,



FEEAMIE CHAK ComponentzZ A7R— V9 3

IEENLE CTHiiRAKComponentZ £ UEYS, T I72ILET. D
ComponentlIZNEBET DI FAEITRET UFERIC, IRESINE
9, Auto Post/\S A—4[IComponentDEMBEREICANY FERZ T
IAERIHULEDT, (FTT72)LHElIfalse, ) £F-Advanced parameter
Auto Destroy IIHEHZIAVR—RY FICXH UTRIIORA FSnfca Ry
FAET UREBRIC, ZOOVR—RY FEBRET I EHIEHULET,

(T 7 HElStrue)

Z MBlueprint / — FI3, "fire-and-forget" (FESEIFTIFA TREIIWE ) 1Y
BYDY FICAAYFERET BESICHICERATY, COIRSEHEL)
|FAuto Post&ET 4 AL — )L L. setting a switch on the AIR—> ==
Ak ComponentlC A1 Y F&RE L, EDARY FZEIRALTBZET
EIRP]EET Y,

" f set switch " f Post Associated Ak Event

" f spawn Ak Component at Location
D




Stop All
INTOBEFROYDY FEEFEIEUVLET,



Set Multiple Positions

1DDT=LFATI Y FIT, BRORI a3 VERELET., BHOD
RI2aVEIDOT =LA TILI FICHUTHRET 2L, 1DORA
A7DIY =TT, #BHOI=ZVHA—-Y—-R&EVZal—3>VT
=X9, FIAIX, BOROERS. TU7YDOYE, ABCIVUFPTELUE
EHITHEBDA TV TV FREEIZAL -3 VT BDICFEAET,
E1DORY Y 3 UHVEL \SetMultiplePositions() 23 —)L9 2 DI3,
SetPosition() #—=)LF 3D ERFUTT, /I\SA—45—
(MGameobjectAkComponent|d, MI Y AV ERET DT —LFTI TV F
MAkComponentC9, pPositions|d, BT D FSVATA—LD7 L
14 TY, MultiPositionTypeld. R aVHA4 T TY, mRIT a4
FICRA9 3 158RI: MultiPositionTypeZSB L TLEEL),


https://www.audiokinetic.com/library/edge/?source=SDK&id=namespace_a_k_1_1_sound_engine_ad76a973ff449dc34f0078c8341b0fd65.html

Set Multiple Channel Emitter Positions

1D —LFTI TV RC, BEORY > aVERELT, 10Ty
FFYURIVERRICTYA YV TEXT, \NSA=5—
(MGameobjectAkComponent|d, MIY Y AV ERET DT —LFTI TV F
MAKComponentTY, channelMasks|d, MRI' ¥ a3V CEICERTZF v
VRIVIATDDT LA TY, positionsld, BEHTBIFSVATA—LD
7 LA TY9, MultiPositionTypeld, R¥' > a v H4 JTT,



Other
ZFOMIC, UWTOMENTF THFIVICHIET :

e Actor Blueprinti#ge
AkAmbientSound Blueprinti#ge
AkComponent Blueprintige
SoundBank Blueprint ##E
Blueprint B80T /\v &
WAAPI Blueprint #AE

YERY, : 1.6.3
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Actor BlueprintigE

COTIN=TIY FEEEIZ. 7ODIV—FAVIR—RV FEY—=F Y
FEULET, 709DV — OV IR—2RY FICTAKComponenthV RS
NTLRLIETIX. FifclTERShET,



Post Event

BELREZ7O9DIV—FAVIR—RY FITHR TSN TENZIE SWwise
ARV FERAFULET,



Post Trigger

BELEZ7O29DII—FAVIR—RRI FEY=-T Y ETBRRUH—%
Wwiselc/RA FUE T,



Set Occlusion Refresh Interval

V= FaAVR=RY FITHRITESNTL3AkComponentN {75 A7 )L —
VIVHEDOERERELEY, AVR—RV QA=Y arvEF
JICF3ICIE, OICEREULX T,



Set Switch

BELRZVYDI—FAVR—RV F&EY-TYRELT, RA1YF
TIW=TDT7 7574 TRAAYFERELEXT,



Set Output Bus Volume

BEULRYT—LF T MITERAT % Output bus volume (direct) Z3%
EUXTJ, BusVolume [EDREEHEIZ, 0.0f ™5 1.0f ¥TTY,



Stop Actor
BETV7I—ICNITB2TOYIY FEFLLT B,



Use Reverb Volumes

W= FaAVR=2Y ISR TN TL 1B AkComponent
M. AkReverbVolumelcEESNBZINESHERELEXT,

YERY, : 1.6.3



http://www.doxygen.org/index.html

=)

Wwise Unreal 1 VT L —>3arusAF7 L= 3> OFER » #
e » Blueprintige




AkAmbientSound Blueprint#ge

AkAmbientSound” 7 4 TE{TTE 3WwiseEBED 77 3 v hH.
Ambient SoundAFJUICL\K DB ET,



Start All Ambient Sounds

IV TRHICH BT RTOHOAKAmMbientSoundD T LA /)I\w o ERALE
9,



Start Ambient Sound

AkAmbientSound® L4 /I\v U =B LE T,



Stop All Ambient Sounds

IYTRICH BT R THOAKAmMbientSoundZ={EIEUET,



Stop Ambient Sound

AkAmbientSound® LA /I\v U &{EIEULET,

YERY, : 1.6.3
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AkComponent Blueprinti4gg

AkComponent®D¥ —Y AVIR—RY FTEITTE Z3WwiseEED 7 ¥
>3V hH, Ak ComponentAFIUICL\ K DABIET,



Get Attenuation Radius

AkComponent's OEB RS 12 (ScalingFactor * MaxAttenuation)
ZiRY,



Post Ak Event

}8E UfcAkAudioEventZWwise TIRA L UE T,



Post Associated Ak Event

WwiselJ T Z® AkComponent @ AkAudioEvent Z/R2X +9 3,



Post Trigger

FEE DT 5N fc AkComponent [CXHULTRUAERI RT3,



Set Attenuation Scaling Factor

MRDEBERN LD KEL, XEBEDNSVNEFZEYZa2L—-230TF53
DT —LFTIV TV FORRFTEZEFAET 3. Attenuation sclaing
factor GREAT =)V T 7049 —) & EULET,



Set Listeners

AkComponent|lC) X F—%&RELX T,



Set Occlusion Refresh Interval

AkComponent{T5F 7 ) -y a VitEORERE:RELEY, AV
MR=RIFOAIIN—=YaraEFTICTSBICIE. OICEREULETY,



Set Output Bus Volume

BEULRYT—LF T MITERAT % Output bus volume (direct) Z3%
EUXTJ, BusVolume [EDREEHEIZ, 0.0f ™5 1.0f ¥TTY,



Set RTPC Value

FEETIF 5 NizAkComponentDs — Lh/\S A — S EERELET,



Set Stop when Owner Destroyed

%29 % AkComponent®StopWhenOwnerDestroyedfEZE:EE L X T,



Set Switch

FEETIF 5 hizAkComponentD A1 Y F DAL vF T ) —TEEREL
9,



Stop

AkComponent|ZBE T [T 5 Nz AkAudioEvent®OB4EAEFRIELE T,



Use Early Reflections

ZMAK Component® 7—=U—=UJ Lo arvE, B (XEI3EW)
[CUXT,



Use Reverb Volumes

AkComponenth', AkReverbVolumelCEBHENBINEDHNERELE
ER

YERY, : 1.6.3
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SoundBank Blueprint #£8E

AkAudioBank@D¥ —> AV IR—RD F TETTEB3WwiseEBEDT7 7
3 H, SoundBanks AT TUICL\S Db 1) ET,



Clear Banks

Init SoundBankzZ &, IREO— FENTL132TO AkAudioBank H*
EHLTC7>O—-REShZxEd,



Load Bank

FEE Uf=SoundBankz=O— R UXT,



Load Banks

FEE X FICH BSoundBankZ O — F9 B, SynchronizeSoundBanks A'
truelcty FENTLI31EE, Banks [C 3 % SoundBank® & H*SoundEnginelC
O— FEShfcRRETRESNS, 945, BRilcO— FIRREICH o
SoundBank T®H. Banks BEFIICEENTLEIFNIE, PrO—-RShzx
9,



Load Init Bank

Init SoundBankZ= O — k.,



Unload Bank

}EE UfcSoundBankz 7> O— R UZET,

YERY, : 1.6.3
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Blueprint B DT /I\v 7
ZhN 5 OBlueprintFEAEIIH B DT - LDOTINV T ICERTY,



Start Output Capture

Wwise HNF v TF v &R %, T 71 IVIZSoundBanks & [E U
T )T ITBMENE T,



Add Output Capture Marker

HOAF v ITFv I 7AIVICTFFRA R —H—7EIENN



Stop Output Capture

Wwisett HF v 7F v ZELEH 1T 7 1 )LIESoundBanks &[G U7 # )1
TN NET,



Start Profiler Capture

Wwise 7O 7145 —F v IF v &ERE, 17 71 )lIZSoundBanks
ERIUT AIFICTIHRAESNET,



Stop Profiler Capture

Wwise 7O 7145 —F v IFv&EL, 217 71 )lIZSoundBanks
EEIUT AT ICHBMENET,

s QUSRS 16.3
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WAAPI Blueprint #£8E

Z N 5 @OBlueprinti#sElX. Wwise Authoring APIZ € > TWwiseZA —1 1)
VTP TVT—2av[CERT BICHITRENET,

WAAPIEZDHEEEICDUIT, UK
[ https://www.audiokinetic.com/library/edge/?
source=SDK&id=waapi.htmlESB LT EEL),


https://www.audiokinetic.com/library/edge/?source=SDK&id=waapi.html

JSONA T x4 +

WAAPITISONZELEHE ICHcDRIEAY 32D T, Unreal FisonobjectHIc
Blueprint> w/\— (wrapper ) MEHEINTLIET, "WAAPI Json Manager"®FIC

$%/—RICELTIEZ Unreal Engine documentation on FJsonObjectZzE £
BLTES),


https://docs.unrealengine.com/latest/INT/API/Runtime/Json/Dom/FJsonObject/

Call Waapi

WAAPIZ J—)L LT, ZERUURIZE DT, get/set
information/parametersZ1TL X9,

INSA=%

e WaapiUri: BN TLB3IRY FARELEEEICO-ILT S
272723,

e WaapiArgs: in_uri 7797 a VS8BT 35|45,

e WaapiOptions: L Ufc A/ RNV FOBEHREBZOD, T3y
DI>Y,

Return Value: 33 EA1 ARV FICx9d 2 0—=)7OEXICDL\T, ERLG
BRODANDEISONA TV U+, =LK T ZE. IS —%&RU
9,



Register WAAPI Connection Lost Callback

WAAPHEG DRI A N EADER, DA R FE. WAAPHES AL
NERFIC7O0-RFv A LSNEY, WaapieFEOUY—-X&T7 U -V
[T BHITELIET,

INSA=%
e Callback: EGZGENIN=ETICO=-IVT IR |,



Register WAAPI Project Loaded Callback

WAAPIZOY Y FOO—FARY FADER, TOAXY FIE IEUL
L\WWwiseZ70OY ¥ FAO— FENEBFICTO-RFFP A FESNET

( Wwise Plugin Settings®. Wwise Project PathTEZ ) » WaapiZE{E>
Y — 2ADYIHREICENEX T,

INSA=%:

e Callback: E&EN BN SNEESICOA-INT BRIV |,



Subscribe To Waapi

DSATI RPN ARYEICEDT) T4 Ta5—=23VICERT DL
ZR]REICUE Y,

INSA=%

o WaapiUri: B SN TLNDARY FHEELIEEED, 1RV BA
OLI7LYVA,

 WaapiOptions: £ LT/ XY FOBRERZ1OD, AT ay
NI 37,

e Callback: EfFA XY FARICETITZTUT— |,

Return Values:

e Subscriptionld: ZDEEDID,

e Result: E#NMINLIEC EEZERIT BIHODODT-UT Y,

e Return Value: HFEARY XTI 2EHTOELXICDIT, EF
BEEROANDTZISONA TV b, BERILRTZE IS5 —%
RUETY,



Unsubscribe
AR LH5, BRERIR,
INSA=%
e Subscriptionld: ZERZERLICVVI XY LD, IREDELRID,
Return Values:
e UnsubscriptionDone: E8R#FRIMINLUICC EZERT DcHD
T=U7,
e Return Value : AR T3 E#RBERTOEZXICDLIT,

ERZIERDADLISONA T 7 FTIN, EERMERIKEL
EHERIS—RBHRERFULET,

YERY, : 1.6.3
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V_A=23Y

Wwise EventsZE 7 _ A= a0y =4V X (IBF) IcghtETRY
H—=H37f=HIC. Animation NotifyE{ERBULZX T,

Animation Notify® 7 JL— U > ~ I,
../Plugins/Wwise/Content/AnimNotify_ AkEvent.uassetlCdp!) E£ 9,

e Animation NotifyZiBH19 3 IC(3 :
a. Unreal Content BrowserC, 7 - A—=>3>Y =V A7tvY
FEREXT,
b. 7ZA=>3>V¥Y =452V XI5T 19 TNotifieskS v o EHY
1Jw /% ULT. Add notify > AKEvent& &R LE 9

e Animation Notifylc, AFOTONFT 1 HHDET :

o Event® U < [ZEvent Name : 7R X &1 3 AkAudioEvent,

o Attach Name : AkAudioEvent ZitHT3VHI Y L ; EES
NTLVRLVIESIE. akaudioeventld 7 A—yavAd—F—&
DREHENET,

o Follow: 1RV FEIAYYaZTAO0—-9 3H\ BEEDZT
IRALREINBZI3NEDH,

s QUSRS 16.3
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Level Sequencer

Unreal Engine 4MSequence Editorld, MatineelZ{iA7=BREIAREEY — )L T
9, Thick), HBLARNILOActor DEEDTONT 1 EEZETES
Track&EIENMT B2 ENTEXT,

ELVFICDL\T

e Level SequenceZfER9 5. UTFZSELU
"Chttps://docs.unrealengine.com/latest/INT/Engine/Sequencer/Overvi

e Level SequencelcTrackZINA 3. UTZESBLT
https://docs.unrealengine.com/latest/INT/Engine/Sequencer/Overviev


https://docs.unrealengine.com/latest/JPN/Engine/Sequencer/Overview/index.html#creatinglevelsequences
https://docs.unrealengine.com/latest/JPN/Engine/Sequencer/Overview/index.html#addingtrackstosequencer

Wwise Level Sequencer Tracks

Wear Unreal Engine 4 Integrationld, AkAudioRTPC & AkAudioEvent
D2DOD Sy U ZEENULET, AKAudioRTPC TrackldGame
ParameterfEZ R E YT DT ICEHETN. AkAudioEvent TracklZWwise
EventZiX{59 3O ICERAINET,

Zh5OTrack®il A& Master Track& U CEINULTZ1) . ActorlC BEE T
(TR ENTEEY, ActorlCEHERMITE NS & T DActorICEEEST F
5 N Tz uakcomponent T, WwiseF I ED#EEEZITUEX I, . Master
Track & UTIERL S NT=15E. AkAudioRTPC Trackld4 O —/VJLRTPC
ExZ:RE U. AkAudioEvent TracklX "4 =—, 5—LAATI TV D
ARV FERAFUETY,

AkAudioRTPC Track®i%&. Game Parameter 1 — 73, BHAHD
H=—TIT1+ 9&FERULTEETEXY, F—TL—-LAl3. H=-VI%E
BNRIGFTICEE. Add New Key R7 > (U X FEhfzTrack DG EIIC
H3)EWMULTEMIBDCENTEXT,

Padidcod 4 P pobip 12

Curve Editor view ®AKAudioRTPC LS w4

AkAudioEvent FS v MiFE. BNERIBFRICH-VILEEL\T,



AkAudioEvent R (VXA RSN Sy I ORBICHDET ) =1
9 &, AkAudioEvent ZIEBJITEEXI., AlOAHEELT,
features_objects_akaudioevent AkAudioEvent "7t v  Z&Content
BrowserHm 5 AkAudioEvent FS YV ICER RS YU T3 EETEX
9,

U % Sequencer

AFOo25Q&@ @ » o- O &0 -0 E
#7E0Y ER * | °

4 Cube0 |

B AkAudioEvents
I AkAudioRTPC

@ View Options =

AkAudioEventtz% < 3 > & AkAudioEvent kS w7 [CEEINT 3



Sequencer®WAAPIXT S RE

Unrealf >34 L —< 3 TIl3. Wwise Authoring API (WAAPI) Z{F 5
TSequencertge & /R L TLIE T, WAAPIHL, Unrealf V54 L —
3V TOEVNAICDLITIE, Wwise Authoring APl (WAAPI) DR —
TAESBUTLRIEZL), Unreal®EWAAPIZH TWwised —H U > 5w —
IWICEESHT D&, Wwised N FDRFZHAYAKAudioEventz 7 3 3/ ICFR
RENET, WwiseA =B UV TT7TUS—=a3unBEILTULELNE
EP, Unrealf T 7 L —2 3 BAWAAPIICESG SN TULIRVEEIR,
AkAudioEventtz7 ¥ 3 VICRRESNB3DIIA R FREIFTTT,

AkAudioEventtz7 <~ 3 > OB R R

AkAudioEventz7 > 3V, =T A4 FAYV—-XESLARY +OF —
T4 AR RRESNET, AKAudioEvent 27 3V ICRREINBE
FlZ. ZOWwisef XY FICBEFNZRERDA—T 1 FYV—-ADF—
FA4AT—=HTY, HIAIE. "Play Sound"& L)\ DWwisefd R (T,
F—F14AFY—R&EUT"Layer 1", "Layer 2". "Layer 3"M3DHA >
TLW3&EUXET,

| iE Play_Sound - Event Editor
o v Game Object ¥ |2
oy v | Game Object W |2
o« v | &5 Game Object VL

3IDDF =T 14 FYV—ANH BWwise1 X D1

£ U AkAudioEvent 27> a v MEMENT, ZOARY 70O/ T«
M"Play_Sound"ICEREETNTL\Z &, 3DDA =T FAYV—-ADSE,
RROEOHNMEI Y aVAICKRRSNET, BH. EOWwiseq/ R |+
NREREA—T1AV-ALDERLGVEEEIX. VY3 VHICRR
SNBBEHEDHEICZEDAR=ANBHDENHDEY, COHIT

X, "Play_Sound"/ XY FOBET77>3>vD2O0 71 L1EN3D
T ("Layer_2" & "Layer 3"DBET7V>3av ). ARVEDODAN, 4R



/I‘G)Eplt_%é Layer 1" F— T'f7.|-y ZJ:'):E"E<:}L%§§_O /EZH/
DHEDEDAR=RIE, YOV FNNVVERBICFHESINCID

Wwisef XY FOFERAKESZERUXT (Wwise Project SetupS
B,

SequencerR MAKkAudioEventtz 4 ¥ 3 > DO

AkAudioEvent 27 ¥ 3 VU H, Wwise/ XY FOFERERESEBAT
ERSINEIEEIE. VY aVICBVEREITESRT 2RENRRS
niﬁ' EIL 14813, Retrigger 7O/\T 1 NEMEEND T EERLU
F9, E49 374212, Retrigger 7O/\F 1 BNBERIE LD T EZER
LY, RetrlggerjEI}\T»f T. Wwisef/ XY FAM8&TULTE
SequencerCBE LU H—F 23D EEEULET (

wwise_level sequencer_event_section_properties&8 ) ,

Sequencer®. 2D AkAudioEventtzZ~ > 3> , 'Retrigger £ 3
> T. Retrigger"BICE > TLVE T, 'No_Retrigger' 20> 3>
T. RetriggerNEMICZO>TLIET,

"Out of Sync" DL

Wwise 7OV T FT. ARYEFDT=0Zy FICEEEMATE,
AR UREYIY RNV IICRMENTLRLVIESIE. ZDIRY D
AkAudioEventtz% 2 3 /|C "out of sync" ELVDENAADEE T, KEEH
FRTCRIRSIN., TDAKAudioEventtz7 > 3V ORBEIICT AT U X7 HM+
EXY, Ffe. 1RV REoutofsync'zoavnsrUH—-93

EC ORIy FOVICESIREEINET,



'Out of Sync' MAkAudioEventtz 4 ¥ 3> DO

AkAudioEventtz7 > 3> EWwise 7OV =7 FEEEICRIET 2760
IC. SequencerS5EE IOV Y FEREFELTHODY RNV VEBAE
M BdFTarhHI1)£Ed, AkAudioEventtzy > 3V ERIHET B IC
X, 72 arv0aVFFAMAZa—-EHE (B VYY), "Save
Wwise project and refresh” ZZEIRLET (

wwise_level sequencer_event_section_properties&8 ) ,
AkAudioEvent FS Y U DFRDOETOEIV Y avZRET3ICIE. +
SYJOAVTFACAZa-ZHES (7 UvY ). "Save Wwise
project and refresh all sections" Z3EIRUX 9 ( AkAudioEvent 5 v
JDAVFTFALAZ2A-OFA T avER), BB, TnN50FT
3V ERAY BICIE. AkAudioEvent” 2 kORequired Soundbank
Z. B Audiokinetic Bank7 2w FICERE U THE K WENHDXT,
AkAudioEvent7 2w 4o, Z®MRequired Bank 7 O/\F 1 [CDL\T

|&. AKAudioEventOR =Y ESBLTLEEL),



AOSEVT

Sequencer®{ VT4 L =333, AkAudioEvent 5w EZERIEIC
ASEVTTBZEICHTHIEUTULIET, SequencerBEAY F%E
AkAudioEventz7 > 3V LTRSS YT T3E AUVSTRAZRY F

( scrub snippets ) AEITET, RVSTRAZRY FORZIL,
AkAudioEventz7 > 3>V TFAMAZa—-(HGZ7UYD ) KB
74tz A TE 3Scrub Tail Length Ms 7O /\F 1« &F > CTHETEX

9, F4ll3. AkAudioEventtzZ > 3> 70O/)\F 1 8B LTLES
(A



AkAudioEvent cS vy o QA TFARAZa—D
=V

AKkAudioEvent Sy O TOAVTFRAMAZa—-ZRHK E (A7 VY
7). UTFOAudiokineticBERF 7 a VERREINET:

e Save Wwise project and refresh all sections: Wwise 703 x4 +
EWAAPIBBRTA—B UV T 7TUT—2aVICRELT, =7
VY= S v I DETOAKAUdioEventE ¥ 3V [CmEBRY IV R
NV &EBEMUEY, KT, 7Y aVAloRERRANEHS
nx9,



AkAudioEventzZ7 > a>OVFTFARAZa—
DFATay

S w2 OAKAudioEventz7 3V TCTOAVTFFARAZa—ZzH< &
(BZ7UvYY ). UTOAudiokineticBElA T avERRENET:

e Save Wwise project and refresh: Wwise 7O £ 4 + &EWAAPI4Z
HTA-HBUYTT7TUo =3V IRk EFELT,. CDAKAudioEvent
O avIIwERY IO RNV U EBEMUEXT, HUIT, B
RADEFHINEXT,

e Match section length to Wwise event length: Sequencer F5 v &
DEIYaIvVORETZE., Wwisef RN FORSICEHDEET,

AkAudioEventzZ > a>®70O/\7«

AVFFARAZa-07ONNTFcURRIC, TOEBYZY 3 VTESMU
ToOWwiseBEFE 7O/NTF 1 NEFENET:

e Ak Audio Event: :Z2IRFDOtEI ¥ 3> DO, FDAKAudioEvent®. 4
EoEERATOTONT s —EBRRENET:

o Event: Event icon: Audiokinetic Event7 4 O EICR DR &H
K& ARY FANDINADNEENEXT, 7A4AVETTIVY
w9 3dE ARV FHEditor CTHEXT,

o Event: Audiokinetic Event: 2O U X &< & FLL)
AudiokineticAf R FZERL LT, BIRPOARY FO4RE
OE—%& Uz1). BIOBETFEAudiokineticA XY RABEILZI) T
=X9,

o Retrigger Event: CODRY 7 A[CF T+ J’J%Z—)\né E.ARY
FRTREY -V ADNBESINGITEIES, COoIYaYy
DWwise/ RV FHABE RV H—SNEXT (T T 2I)L RIFF
7)o

o Scrub Tail LengthMs: & =45 VXA ETRIVSEVTTBEE
CBESNB3AIVSTRAZIRY FORESE, SUNBEATES
LXd (F7#JVF=100ms),

o Max Source Duration: Wwisef N FICEFNB3REA—T 1
FAYV—-ZADRETERRULEY (RHAIER),



o Advanced:
= Event Name: I 31/ XY FOREIEZFDEE. ASIL
F 9., BZICAudiokinetic Eventl) X k TA XY F&EEIRPO
ImEIE. CDOT 1 —ILENEFEEINET,
e Movie Scene Ak Audio Event Section:
o Stop at Section End: CORY T ADF vV EIHNTE, D
TO2avOREEXTIELTE, 1INV FOBEZSGITET
(TITAIEIEAVITRE) »



BAZ0DFERE & Hll A9 IE

—RRAYIC. Level SequencerTl3, FIAIETH T FSEXIZXWT 2V T
BPlay7Z o avidéE, EEICT Y TIViIRAKAudioEventE 7 3 v &(&E
STENHRINET, ThLDEEMBWwiseA/ Ry ~, BIAIET 1
LA702arvey—0703arvzaEgd8Wwised/ N+, £lZ5Y
SLAVTF, Y=V RAVTT, TOMOBEELSNh TR T
VIO btELI 7LV RAKET BWwised N RIE, Level SequencerT
FELRBRVNWEDICTEIN PUTIRARY FCRBIUTERELT D LD
ICUETY,

A—VINTRISEVTPBLEZEITDOE TALAT702320H3d1
Ny ko, #ER (infinite) QDIL—TENEENBAIRY FTIE, B &
DICETENKE A,

Play In Editor® [R5}

UnrealA'Play in Editor (PIE) € — R CTHEFIC. SequencerTT 1 ¥«
YEODTILRIVY =TV RAEBETZE, F—LAFTIVY MICEET
% AkAudioEvent kS v T I3 ENEARY FERUA—-UEBA, T— A
ATV RTINM VT 1T ENfcAKAudioEvent S v U ZEE < IC
I, LAWY=V RET=LT=IVENS FUA—FBIHENHIIE
ER



Wwise Project Setup

14 RV FEEHAKAudioEvent Tracks TIEUK RIS 3 ICIE, #—
TAAARY FORTIERBENDILDIC. ZUTISONAZT—=FH
EMEIN3EDIC, Wwise7OY TV FERETIHENHBDEY, 7
OY 17 F2RTEREZET BICIL. Project Settings®SoundBanks % 7
ZHEEXT, UTOED. Metadata Options7 )L —TRv I X
(MEstimated durationF T v 7Ry U X&BXIC LT, SoundBank
Settings”/ )L — 7R v 4~ A MDGenerate JSON MetadataF T v VR v Y
AEBMICLET,



External Sources Network Custom Properties
Source Settings SoundBanks Logs Obstruction/Ocdusion
SoundBank Settings
ANSI

oundBanks to ed maximum size c Metadata Options:

Use SoundBank names Indude GUID
Generate header file ( L Metadata Max attenuation

M Metadata Estimated duration

SoundBank Paths

GeneratedSoundBanks\Android
GeneratedSoundBanks {05\,
GeneratedSoundBanks\Linux,
GeneratedSoundBanks\Mach
GeneratedSoundBanks\Boris',

Pre-Generation Step

Global opening step
Android

05

Linux

Mac

Post-Generation Step

Line
"s(WwiseExePath)\CopyStreamedFiles.
"g(WwiseExePath)\CopyStreamedFiles.
"&(\WwiseExePath)\CopyStreamedFi
"&(WwiseExePath)\CopyStreamedri
"glWwiseExePath)\CopyStreamedFiles.e. ..

AkAudioEvent cS v ICIER IO 7 FETE

fert : IRZIIAN 163


http://www.doxygen.org/index.html
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Matinee ( X F R )

Wwise 380 Track ( kS5 w7 ) 74 TH2D Matinee [CEANETNZFE
9 .



AkAudioEvent Track

AkEvent Track I3, =TV ADEEDEZICHLIT Wwise 1RV &
FUOA—-ULET, FiLL\F—ERET 5 &, Content Browser TIRTEE
IRENTL\BAKAudioEventiMER SN E T,



AKRTPC Track

AKRTPC Track [Z. =45V RAATH—TERICEL D Wwise = L/\S
A—4%4 ( Game Parameter ) Ol ZE=]&EIC LE T,

e 7ONNFT«
o Param : Gl T35 — LI\ A—=458B, CORFEIIL. Wwise
Project NICH 35 —LINSA=FRIC—BUTLNBIHUEHLHB)
9,

YERY, : 1.6.3
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FoOI—=ay

BEAREZA D )V— 3> h, uakComponent: :SetOcclusion() TABENhE
Y, PIIQOAIN—YarvaEBMCTTZICIE. TIV—-TUY FIFT 1 5DSet

Occlusion Refresh Intervalt##gE& L 15X 9, UAKComponentE®D/\—
VavEdrDxd, VILYYa1ERZEOICERET D&, FVIV— 3
VFIVIIIETINE A,

JAF=—MEHT. V=ADNFIIN =Y 3arvEaZFTINEDHNIT. EE
BSAVATYA L (LOS) Fx vy THERTE. AkComponent®® 70O
INT A TRESNESAV EL—AF v U RIZEFENEXT

( occlusionCollisionChannel) , SA VA TYA L, DEDRENES
nad&, 0= a3y IRIVOFEIHBEINET, COFEEEE
IC. BEVICHITZIEY FRAY ENZEOIND VTV TRV I RIC
RYEVITENTEEYORD ICI2BORA > FMERRESNET, Ch
5 TFE20INA 1 BESNTL\BINEDHEERT B-HIC, =5ICTE
BMOSAVATHA FOTALETVEY, YOV RIVYVITEDBN
A=Y 3L EENE "TFE20/\R  HEEEICHBINE
9,

ER23FIIN—-I3VIRIOBEEAL-XCRITTED LD, TV
RINWTT—BEOAYY FEBEBRASNEY, Jx—FAE-FREXET

B I|TI3. 0CCLUSION FADE RATEDEHEZZET.

YERY, : 1.6.3
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Wwise Authoring API (WAAPI)

Wwise Authoring API [, WwiseF =B UV T 7 TU45 -2 3> &EE
FTREHICERASTNET, Unreal&EWwiseA —H U YT 7T 45— 3
Y DEBDTFEEIR T, Unreal NWAAPI[TES SN TL\B T &EESHIC,
WAAPIIZ, Unrealf T L= arvphteyvrarvdlcwwise7OY =
JFRICDOVNTORREEZEKUEDEELREDTBEZERREICLET,

WAAPIEZDHEREICDLIT, UK
[Zhttps://www.audiokinetic.com/library/edge/?
source=SDK&id=waapi.htmlESB LT EEL),

;“'J Ei0 0 WAAPIE, ITF0457&EU0UTES—LAEULUTE, Windows
MacD2DD TSy T #—=ALREIFICHILULTLNET,


https://www.audiokinetic.com/library/edge/?source=SDK&id=waapi.html

WAAPICIE4:9 B

Audiokinetic Unrealf > 577 L —> 3 VI3, BEIRIICWAAPIICEES T 5
KDICRRESNTLNXT, COHBEZEMICT BICIE. Wwise Plugin
Settings X — 1 — . "Auto Connectto WAAPI"DF T vV ZEIULET,
COAZa—IE, UnrealdFOY 7 FEREAZ 21— (Edit->Project
Settings... ) M7V ZATEXYT, £/\RJVEFICRAYO-)LUT,
Plugins7 < 3> TwWwisez2Z Uwv 7 UET,

WAAPIT IS DIEBEE E1TT BICIE. WwiseA =B UV TT7 TV —2 3
VTR eWwise 7 OY 4 k&, Wwise Plugin Settings®Wwise
Project PathTEZEINTOY TV D, 8RNI ZIUENHIET,

Platforms

Wwise Plugin Settings



WAAPIEZCH++H\ S ES

WAAPI C++ B> )V 54 7> FBE®Unreal> v J)\—% 5 X (wrapper
class) . AkAudioEY 1 —=)LO—E&E U TRHESNTULET,

ChEEDICIZ. £FIC++70O0V Y FICEESNEFIEICED T,
AKAUdiOEY 1 =)L EIREFREFBELTHRBIEDOT —AICIEMNT ZHEL
HNEY, CNETTI DE. FAkwaapiclient” SAHNKIEATEET,

YERY, : 1.6.3
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K < BER

Q: /\> % %& Unreal Editor NS & T 31HE®LI vV T 358, I\ 7Y
IEZITERSNETH?
A: T IV ETIE. ROBFICERESNET :

UE4/[GameName]/Content/WwiseAudio/[Platform]

Sy FEBATNBNYZE, SEEBOT # VT ICENMNTL)
BEHEENBIXT,

Q: Wwise 2015. 1D FHEBEN A I LTS Y F T —LZERLTLIZD
TIH, YOV ERENVINELLO-RUEEA, BETIN?

A: DAILTSY FTx—LBEEZFERUEESICIE. YOV RIS
IEBOY T I #)IITBREICEMENET, SFHTIN, 1077
L=>3>d—-RAIEKRELT, ZOI7A4)IFESIEBITBLDICLTK
fe=l), ../wwise/Source/AkAudio/Private/AkAudioDevice.cpp, % #

= . FAkAudioDevice::SetBankDirectory AV YW FZERZULTTFT L), C
DAV Y FRIC, TSy I +—LRICEET IV T I 1))
AHERTEEXT, BRIEMERSNEDRAILTSY LT 4 —LAICx
WYY TIAINTERELT, 177 L—ava—-raBEIVN
1ILUTFEL,

Q: Wwise 7 TU =3NS I\ U &ESEMT &, Unreal Editor H
BEMTBIIEEELERTEMINZN Y IDNLRNELDSTY, BETY
h?

A: SoundBank E&E I 71L& A >V IR— 9 BBF, Unreal H* Wwise [C
Wwise 7OV 9 FICEEUVRBVWINY IV EEMT BZEIODEKRT BN
HIDET, SoundBank EET 7T ILDA VIR— FEFICORY RS54 5]
#1 -save &IBNY B &, Unreal £ DI\ T %& Wwise 7OV Y A
[CKEGIHLSEBBRZENTEET,

Q: Unreal Engine 4TI ST AV EESEDET D E. RDIS—HFEE
Lx9d: LogAkAudio:Error: Plug-in not registered: 4163, t53_n|1
TSTAVEFEZAFXFIN?

A: BSD TS5 414 &SoundEnginelC &S 3ICIE. TST1VD



TJ77 FUAYT (h) T7MIEANNBZRENGDIEXT, FHAIXTD
Y EIVIVOHHN 2BRBESL,

Q: Wwise SoundEngine 7/\w 7S4S U&EFERBLT, fAOT70OT >
LETFINVTFTBEIITEXEIN?

A: 77 # )l k- TUnreal Enginel3T/\wJCS4 7S UEFERALTL\EH
ADY, WwiseTIZERLTULET, TN\v PV EILRETREUVIT
S—HIFEELTULXLEXY, COHUREEANS. Wwise®DUnrealf > T
JL=aryTi37a7zA4IVSA4 TS UEFERLTIET, WwseT
N TSA4TSVEVYITBRIHEEICIE. FREOT7IILHROD
bDebugBuildsActuallyUseDebugCRT L& % true [CEY FUTFE

L), <UE4_ROOT>/Engine/Source/Programs/UnrealBuildTool/Configuration/

Q: Xbox One L CTEMEL TL\B S —AICEGETEY., OJICROELDSR
IS—HAHET., "Wwiserw T —T7R— FHAppxManifesth R D H
DEBA, Ry FD—VBEKEIIERTEEZEA, 1+ ED5TNIE
WwiseA =B UV T 7 T o= a3 &S —AICEGETEEXITN,

A: HRRT=D Y — LADAppxManifest.xmlCHERWwise Ry kT — 2 R—
FEEMTBLSICLTTREL), HiElE. Xbox OneT Sy FT 4 —LD
UTOEEETOY 7 F&E (Edit > Project Settings) CHEEITERE U
x9:



14 members

WwiseDiscoverySocket
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WwiseCommandSocket
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member

WwiseNotificationSocket
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Secure Socket Descriptions|C{EFH T %, XboxOne7S v FJx—LA

g W

aX AE



Name
Available in Shipping Builds
Initiat et Description Name

iption Name

Name
Available in pping Builds
Initiat et Description Name
cription Name
Can Initiate from Cx
Can A pt on (
Can Initiate from X Live C
Live
Can Initiate from Win
Can A pt on Wind
Can Initiate frem Other De

on Other D

Name
Available in Shipping Builds
Initi Jescription Name

Mame

Can Initiate from
pt on Winc
Can Initiate from Other D

pt on Other Dev

3 Array elements

12 members -

WwiseDiscoverySocket

WwiseDiscoverySocket

ENEHEENEIII

1

12 members

WwiseCommand

WwiseCommandSocket

WwiseCommandSocket

ENHHENEHIIII

2 members

WwiseNotification

WwiseMotificationSocket
WwiseMotificationSocket




Secure Device Associations|C{ERT 5. XboxOne 75wy FT7 4 —LA

g W

aX AE

F DR, <GAME>/Config/XboxOne/XboxOneEngine.inilC. A FDITHSE
FNh3IE9TY:

+SecureSocketDescriptions=(SecureSocketName="WwiseDis
+SecureSocketDescriptions=(SecureSocketName="WwiseCon
+SecureSocketDescriptions=(SecureSocketName="WwiseNot
+SecureDeviceAssociations=(SecureDeviceAssociationNan
+SecureDeviceAssociations=(SecureDeviceAssociationNan
+SecureDeviceAssociations=(SecureDeviceAssociationNan

S i

Xbox One AppxManifeste &E 9 2 F3;EIC DLV TIE, Unreal Engine® F
FaAVEFESBUTTEL,

Q: ' — LA %EIOS, XboxOne, SwitchT/)\1 XICTFO1493d&, TU—
ALTULZFVET, ESLTTLLON?

A: Unreal EngineQRfE A —T 1« Y A7 L&, BRICTIHENH)
F9, AT BBEOTSY T A—LBHD, ZHY BERICHENE
CE

TA—L |77
<UE4_ROOT>/Engine/Config/i0S/I0SEngine.ini T, LATF®D
AudioDeviceModuleName=I0SAudio

i0OS . — <. - .
. RODSAVICEETHRATLLES
AudioDeviceModuleName=
<UE4_ROOT>/Engine/Config/Xbox0ne/Xbox0neEngine.iniC.
AT D

XboxOne AudioDeviceModuleName=
. RDSAVICETHMATLLEZL)
AudioDeviceModuleName=




<UE4_ROOT>/Engine/Config/switch/BaseSwitchEngine.iniC.
YN

AudioDeviceModuleName=SwitchAudio

z, KDSAVICETHMA TS
AudioDeviceModuleName=

Switch

Q: Unreal Engine 4TWwise Convolution Reverb 7S 571 V& {EH D &
TdE RDIS—HFETBZ3DIIBETI D : LogAkAudio:Error:
Plug-in media unavailable: MedialID ?

A: Unreal Engine 4.10MARI®D/\—</ 3 > TlE, Wwise Convolution
Reverb®Impulse ResponseR EAT 1 PEMBET D TS A VRAIC
SoundBank&EWwise 7 7U o —> 3V THRETZIWENH )., FULL
|ZAudioKinetic website[CEEE =N TLVEX T, Unreal Engine 4.11BAFT
I&. uakauxBus 7O /\F 1 MORequired Bank” « — )l K TSoundBank|C
AUXINZAZETHAVTEEXY, ChIcE>T wEBRISTA VAT«
7 H'SoundBank[ZTIEIESNE T,

Q: NNy =IO —-LEETULTE, YOV RO—EEEIIE2THE
YInExth, BETIH?

A:Wwise TSTAVIE =LAV TIYVIAINTICHS
WwiseAudio 7 #JV¥ AIC SoundBank 4 A% UE 9, Unreal ¥ BNK
T7MIEZRE TSRO T, WwiseAudio 7 #)VF1E. 5—LDI\Y
r — %% T "Additional non-asset directory to package" (/\v&o —<
T 2ET7EY FOENTA LY FU) EVLTEMNMENEY, —EIC
NI —=IINdD%&EEITBHIC, Unreal UASSET 7711

( AKAudioEvent > AkAudioBankZE &% ) & WwiseAudio T # )L IC A
nuT<rEsL,

YERY, : 1.6.3


https://www.audiokinetic.com/library/?source=Help&id=including_plug_in_media_in_soundbank
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Unreal CWwise Spatial AudioZ S

COFa—rUTFTILTIE, Wwise 2017.1[ICEBAN SN T=Fi#EE®. Unreal
TST4VICH UK EBAETnfzSpatial Audio#BEIC DL\ TEBNULET,
F=LICAR=I %)V A =T AQAVR—RY FEERKT BHD
D=0 2J0-%BUL. AR=IvI)LF—F 1 A#ee (FHIAIX3DICA,
DRI a VDU IV RI T . ReflectEffect 7574 VB E) D
MEAfL EWWisT = >V Y =) TfTo 1), Unreal EngineZ{E> T
AR=V P ) A =T A4 FAAVR=RV bET—LICAVR=FUEDT
BcHD, FMERERHELET,

WwisetoUnreal Engine&{EL\ BT oD, BERMILEBDH D HEXT
REUTLET, EIIVA, CORFRFaIAVRI EOLSBERED
A—F—TEFa-FUTPIERTTEBZLDICHFELLEMTLIE
9, BICFHEULVVBHEMVERIESIE, Unreal RFa AV TF—3VvES
BLTLESL,

CHDFa—tUFZIEBLTADDIN-FvILZFEY -V EERMUET
N, TNZhON=-FvILFEY - N, FiSpatial Audioc TS 71> D1
DOMEDTEELR>TVEY, ETUTFOHRLICTVEIY R DY
FAREETN,. CNHAIZVvI—DOERIERELET, URT—1F

TJ#)IFEUVUTERESN, UAFT—FCOBEIEIAATICHISLT, B
ASIIHRLCLRBERIFEEZRRETETSLOIC. BHICEINEXT,

oY avA BV avB, 733 Cl3. EUKIEXETE3RIESR
EHEITDEHOWBEDFIET, COIEFBIICRKETIEBIRETY, 4
<EV>3r (Z£I[CD. E. F, G) 32T, YOI/ aVHIRTT
hiZ, Bl2IC. IBRRI TR TS B3 ENTEXT,

™ FiC: Reflect 7S T4V EESEIYaVvERTIET3ICIE. B
NS4z ANNETT,

-7J0OY T FOERTE

- BRIl

-UnrealTL 77 LAY Y F&EIENM
- BHBU )\— T OIEN

- Surface Reflector®iE

o o o o o
mooOm>



e F-ZEPR—FILDIEN
e G - Spot Reflector®iE



A-7OY 1Y FORTE
Wwise &EUnreal DERHT/IN— a v ZEL). UTOFIEICHEL. BHOE
HIRIREERBUET,

1. Epic Launcher® 5. UnrealZ &9 %

N

©oo~NOOhW

i Unreal Project C++ Blank 7OY Y ~ (RF=4-—-VF Y
Wiz L) Z{ER U T, BRIZETestSpatialAudio& 3 3,

UnrealzFA U %

Wwise LauncherZz £ 9 3,

Wwise 2901 VA =19 %,

Unreal Engine¥ 7% 12iRY 3,

Integrate Wwise into Project../RY V&7 U v o9 3,

Open in Wwise/R % > Z{E > TWwiseZ 2B T B,

Open in Unreal’R % > Z{E> T, UnrealZ £ 9 3,



B - ER1%E R

COEYavT, REEDENDR—4)) (FOBR) 2382 LD
LT, 4D0ERZTUTZICHITTHSE, 4DOFERIFEICLT, ZOHF
CAR=I v )V A—FT4AQOAVR—KXV +ERBELET,

1. KR&EBIRUL T, HTransform&:8ET 3,
o LocationZ, (x=0.0,y=0.0, z=0.0) ICE&EY %,
o ScaleZ, (x=2.0,y=2.0,z=1.0) IC:§E T 3,
2. 8DMDCubeZ E> TEZEM LT, UTOEZESZMICT 5
o Location (x=775.0, y=0.0, z=100.0) Scale (x=4.5, y=0.25,
z=2.0).
o Location (x=225.0, y=0.0, z=100.0) Scale (x=4.5, y=0.25,
z=2.0).
o Location (x=-225.0, y=0.0, z=100.0) Scale (x=4.5, y=0.25,
z=2.0).
o Location (x=-775.0, y=0.0, z=100.0) Scale (x=4.5, y=0.25,
z=2.0).
o Location (x=0.0, y=-775.0, z=100.0) Scale (x=4.5, y=0.25,
z=2.0) Rotation (x=0.0, y=0.0, z=90.0).
o Location (x=0.0, y=-225.0, z=100.0) Scale (x=4.5, y=0.25,
z=2.0) Rotation (x=0.0, y=0.0, z=90.0).
o Location (x=0.0, y=225.0, z=100.0) Scale (x=4.5, y=0.25, z=2.0)
Rotation (x=0.0, y=0.0, z=90.0).
o Location (x=0.0, y=775.0, z=100.0) Scale (x=4.5, y=0.25, z=2.0)
Rotation (x=0.0, y=0.0, z=90.0).
3. PlayerA%— F%&. LAFICBENT 5:
o Location (x=-500.0, y=-500.0, z=100.0).
4. BERLARRITENDLDIC, LA FDPointLightz, #EE=hicis
FrIC. IntensityDE%XE #50,000& LT, BT 3:
o Red, Location (x=-500.0, y=-500.0, z=500.0).
o Blue, Location (x=500.0, y=-500.0, z=500.0).
o Green, Location (x=500.0, y=500.0, z=500.0).
o Yellow, Location (x=-500.0, y=500.0, z=500.0).
5. "NewMap"& UTRET 3,



HLESDO Ee AoCE @ @ =)=y

¢ %4

Layel: Tutorial (P zrsistznt)

Build working environment



C-UnrealTL 77 L 2VAYIY F&EN

ROV —2T, 3DRIYY3aVOYIY FEEALT, Chid, YV—X
BDTURF—DEEEBZDICHE > TN ZVTEERD, AU —
I3y - ATARSOYaVEBRASIEEDOUEY, A7)—Taud
FTALSO2aryNEREZIDIE. VAT = (FICAMVAAZ) HT
U7IMNCRBEN LT, BE R, RHRBEDORERZRIVR—RY FOEIC
[ENIZE&TY,

1. Wwise7OY 4 +T. Actor-Mixer Hierarchy®Default Work Unit
IC. #Sound SFXZEERL LT, BAEIZReferenceSound& LT, 1
YIWABOY FEAVR=-+T 3,

Sound SFXZ{ER T 3

2. 9 Use game-defined auxiliary sendsZE&#Ic LT, RY ¥ 3=
VITEBMICLT, 914 T&E3DICIRET D &,



D 30
Attenuation

Game-define:

Update at each frame

Enable Spatialization

RI2aZv 7914 T&ERT 3

3. B9i#E 9 B3Event®"PlayReferenceSoundTest"&{Em LT, £
|C"ReferenceSound"' R4 A& RS vF & FOY T3,

B TestspatialAudioll_WiiseProject - Wiwise v2017.1.0 (64-bit) - X
Project Edit Views Layouts Audic Windows Help

Indusion

® | Defaut Wor

Fade Curve

I PlayReferenceSoundTest - Transpart Control

Original

H Y REvent&E{ER T %

4. 7OV 1Y +ERET B,
5. Unreal ©. Window > Wwise PickerzfilL 1T, Content Browser



* Wiice Ficker

Search Asset jo

@ TestSpatialAudiol1_WwiseProject wproj

Wwise Pickerh' S Content Browser\ ES w49 3

. "PlayReferenceSoundTest'&#% 7).~ 1) w4 LT, SoundBank!J X
FASEHE. FiSoundBank&E{ER LT, REi%E
"TestSpatialAudioBank" &9 3,

== Contel Ber; BY output Log

I AddNew'=| X Import Save Al € 2 | & Content »

FERREICER N Search Content

SoundBankZ={ERL 9 3



=

L

Search For Help jo

=l==%T

Y - ] o -

4 Bank

_ TestSpatialAudioBank -

Required Bank a
€D

SoundBankZiEIRd 3

. "PlayReferenceSoundTest" Eventa > — VNI FS v I 93 &
T. #AkAmbientSoundZE{ERT 3,
o LocationZ (x=-500.0, y=-500.0, z=100.0) [CERET D,

e = wd

N enisond
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201368 - Wwise v2013.1.1
2013558 - Wwise v2013.1.1

20135 12H - Wwise v2013.2.4



Unreal Engine 4.17/4.18/4.19 - Wwise
2017.2.4.6590.933

e WG-37256 7' — L\ZEditor Ci2EIT 5 &, =D
CAK: :SpatialAudio: :SetPortal TS — AR INE T,

o WG-37453 Fixed auxiliary busses not working in PIE session while
running a dedicated server.

e WG-37561 Ensure Room and LateReverb component work properly
with the garbage collector.



Unreal Engine 4.17/4.18/4.19 - Wwise
2017.2.3.6575.917

Unreal Engine 4.19 3fI0Z&EM U X U=,

WG-36727 Visual Studio 2017 E)L RN SWAAPIEHIBR UE U T,
WG-36883 AV L= 3D L1 F+ X L%&async tasklCHEEN U X
L7e.

WG-37088 uworld->GetFirstPlayerController()D{X11)

[IC. GEngine->GetFirstLocalPlayerController() HEHI B EICU
U,

WG-37246 -nosound7 54 TA Y — k LIcIEE OEditorD 7 S v
a4 v AULFEU,



Unreal Engine 4.17/4.18 - Wwise
2017.2.2.6553.895

WG-35044 [5] UAuxiliary Bus&i&@%., ERDESU/IN\—=T DR

) a—LDENMEZE. XI1)RER (deterministic) ICUXE UTe,
WG-36335 RERZ O ZHIFRULE LT,

WG-36369 AkAudioDevice.h®, R~EU Tl \fzincludeZEMULE L
fco

WG-36429 LoadModuleChecked %Z. GetModulePtr in

FAKAudioDevice: :Init()ICEETHAFX U,

WG-36494 JEEditory S v 1%&M#d B7= I, FAKAudioStyle%
singletonlc L¥E UT=,



Unreal Engine 4.17/4.18 - Wwise
2017.2.1.6524.866

WG-34960 AkSliderd « ¥ = v FOMin&EMax® 7 0O/\VF 1 ZHEBR U
T. WAAPIZH TCHEIMICGRE SN K DICUE UL,

WG-35238 {Z1F ;& d+: Bl \fcAKEvent Sequencer V7 A DT =72
A=y FICEEERNT D E, 27TitylC 7y 75— FENET,
WG-35773 UAKComponent : :UseEarlyReflections®order)\S A—4|C,
boundsZiEEMULZE LTz,

WG-35949 1D DAuxiliary/ A A UMA > TLRLVE—OB DY R/
DaEENT DHEZEMLE L,

WG-36083 Sequencer) 1 ~ FIHQRWZRKEETH DY RNV U &
ERULREEED, WAAPIOT ZINLZEHIBRULE UTe,

WG-36200 T5 1 Y& -gane 7 ST CHREISBIEETDIS VI a
27149 IAULFE U,

WG-36357 LauncherzZE 58 U C. Visual Studio 2017®M
dependencies ( {k7ZE81%& ) Z&. ThirdParty7 # )L FICOE—-F 3 &
SlcUEx LT,

WG-36415 UMG T# UL \AKSliderZiEI LIz &EE D, Unreal® %
SwvazrdavIALEXULRL,



Unreal Engine 4.17/4.18 - Wwise
2017.2.0.6500.836

EditorIC, URXAFT—DBRFZRELEX U, 43 Editor) X
FT— &SRS,

FULIWAAPIE IR DWwiseEY H—ZEBMUE UTc, FH4AIK
WAAPI Picker Z&BB <L),

Sequencerf VT L—3avERELT, RUSEYTHd, TE
CHETEBSE ) #eElcx i UE U, 54813 Level Sequencer
zsBfES),

WAAPISIIG DR L > TV JTi%EE%RE. AkAudioEventSection®
SequencerzZ > 3V ICIEEMUZE LT, 54113 Level Sequencer
zsBfES),

WAAPIZBlueprintic/ 2B UE Ufc, #4HI3 WAAPI Blueprint ##5E
zsBfES),

WAAPI G 1 ¥z v &, UMGTRIBETESLDICEMUEL
fco #E#AIZ WAAPI Widgets £SB 2L,

WG-30009 {E1E;&J+: Blueprint@H THEHR I A F—ZPIR— ~TE
5&DICULEX U,

WG-30010 setMultiplepositionsh, BlueprintCaREENE LT,
WG-33932 ERMLBF VI -2 a VA BHEZERUE UL,
WG-35307 Set Bus Config Blueprint/ — RIc, A 7447 L —> 3
VESH[TEMULE UK,


https://www.audiokinetic.com/library/?source=SDK&id=namespace_a_k_1_1_sound_engine_a2346059fd713b8393b60879362ca1efc.html#a2346059fd713b8393b60879362ca1efc

Unreal Engine 4.15/4.16/4.17/4.18 - Wwise
2017.1.4.6407.760

WG-33333 /7 O0—=/)\IL T —HARCHLEDETBZAREI—-F
=, HIlRULZE UTe,

WG-34745 OJ—IT VI VAEY =)L Y1 X%=HIB UZE UTe,
WG-34879 AV )=y arvSA4 VO RL—=XICESIIVYaVyFv
> R)V%&E, AkComponent® 7O/)\F7 1 TR ULE U,

WG-35035 Blueprinth 5 AV )= a> U J Ly aERE0ICER
EURETIC., COBENMEEICEYICBRDILDICUE L,
WG-35104 %I FTL AV —FUAFT, URF—=HELLETEDN
EDOICRDFELL,

WG-35463 {E1E/BH: IR—F)VD32-bit TSy F T A — LA THEBELE
Bh,

WG-35473 ' — LA TI T FOEHFZE. T—I)L FABMRIGESTRE
[FICITOEDICRDFE LU,

WG-35614 FEEZIRZEHIFR UEX Ufe, E4IZ
migration_to 2017 1 4 ZSBfEEL),



Unreal Engine 4.15/4.16/4.17/4.18 - Wwise
2017.1.3.6377.732

e Unreal 4.18 Xt oZBMULE UL,

e WG-35104 {B1EFH: ERHY —/\TIE. URAF—&EMULERA,

e WG-35272 {&1E;&d+: Android 64-bitE)L FOYR— F&EEMULEL
feo

e WG-35286 {21E;FH: £ ICHEEL L TLELAJD Surface Reflector
Set Component Blueprint /) — FEAN$H 3DV Swv 1%, EEUE
9,



Unreal Engine 4.15/4.16/4.17 - Wwise
2017.1.3.6377.715

e WG-34797 Spatial Audio Volume T, surface@BIfREPYIIET
(undo9 3 ) & EDDetails/)\RJIVZEZIELK VI LYY aTEX
ER

e WG-34810 Late Reverb Component® Z0OJ/VF 1« DIEFEN. 1EL <
BDEULE,

e WG-34878, WG-34906 Play in Editorzv> 3> T, EAEULL X
R=yvJE-2Y3rvaEnNET,

e WG-34907 FAKAudioDevice::Get()D/I\N T # =X > ANE,



Unreal Engine 4.15/4.16/4.17 - Wwise
2017.1.2.6361.696

WG-32413 {€1F ;& d+: Content Browser&., Animation Editor T, &'
BCAEH A,

WG-33970 {E1E;EH: (Mac) 7' — LZEPAKT 7 1)V TXE1TT BB5IC,
75w alULETY,

WG-34030 {E1E;&#: AkSpatialAudioVolumeMh s, B —J X = Hl
R B & FHMINRILDAEULKEFESNET,

WG-34083 {E1FE /& d+: Spatial Audio Volume®D I A X U 70O/«
ELEIBED, UIJ Ly a0REEE,

WG-34213 {€1F;&d+: Content Browser&., Animation Editor T, &'
BCABEDICRDEULR,

WG-34222 Virtual Acoustics®® 7 7% 1 ( 7585 ) ShareSetshY,
Wwise PickerlC®RREend LDIcRDE U=,

WG-34276 TR X =N f=Event#®, Level Sequence A CTHEEEY
avhBETE. BEShEGIT3:REEEMULE LR,
WG-34605 {EIEEFH: RiRICK 2T, ' —LEERFITR—FILH
Wwise Spatial AudiolC 7y ¥ aEdhxth,

WG-34630 {E1F;FH: -nosound A T a3V &EBMICURRESIC, &
SvvaUXxT,

WG-34703 {E1E;E #H: $E88DSpatialAudioVolumesZz, ERSICZEE T
PIBEDUSYYaEHIELET,

WG-34704 {EIEEH: T 7 # )L D) X F — T % AkComponent®
BREMRTBBFICISYYaERIEULET,

WG-34745 {EIEEH OD—T VIV AETUB A XEHIBLUE L
o



Unreal Engine 4.15/4.16/4.17 - Wwise
2017.1.1.6340.673

Unreal Engine 4.17 3J0Z&EM U X U=,

Unreal 4.17CAB%. Unreal — 3 1 F < XA 5 [n%& Xbox One & Switch®
TS5V T —=LTEMNCTZIVNENSHDXT, FHlIT. <H3
B Z#8BULTLIESL),

WG-34098 (Mac) AkroomcComponent ffE DR 1 — A &2 < [E UHHT
[C3b B Akcomponent |E, FDroomICIELL TP ALIVENET,
WG-34119 {E1EE 4+ FIERL I N TL VAL listener ID fEAY,
SpatialAudio APl IC, setEmitterAuxSendvalues@ZH TEEINE
9,

WG-34368 {E1F ;& #+: FAKAudioDevice: : PostEventAtLocation Y,
J=LFATIxU FEZFHFULEBA,

WG-34388 {&1F;&% #: Level SequencerT, RTPCY =4V XARB&ET
JHIVEICU Y FUEEIC, EditorhAY Sy aUXY,



Unreal Engine 4.15/4.16 - Wwise
2017.1.0.6302.628

e Spatial Audio@AVR—RY FZEEMULE Ulc, #4013 Spatial
AudioA 7Y 4 F #8BIIEEL),

e WG-30695 Visual Studio 20173t b EEIMULE Uiz,

e WG-32388 {E€1FiFH: SoundBank&E B ICRAFEF IR ( Max
attenuation radius ) ZIELUS/\—= A UZX Y,



Unreal Engine 4.12/4.13/4.14/4.15/4.16 - Wwise
2016.2.4.6098.451

e Unreal Engine 4.16 XtiSZEMULE U,
e WG-31942 {E1IEEH: Wwise 7 7 1 IVI\w o —I O R— ~ZEN

LE Uf.
e WG-33251 f81E/ZEH: AT 1 UINDEIL FZEE) FTB3FORE

includeZ7 71 JL&EENMULE L,



Unreal Engine 4.12/4.13/4.14/4.15 - Wwise
2016.2.3.6077.435

e WG-32914 {B1EFH: I\Vv T —IEDS — /LT, AKUnreal I0d—
FROTY RFOYIPISvyYa0eeets=mELET,



Unreal Engine 4.12/4.13/4.14/4.15 - Wwise
2016.2.3.6077.422

WG-30020 {EIEEH : TT 4 FEEEFICWwise 7O T FARL)
ETBIEEFRTE, BETESZLDICLEX UL,

WG-30695 Switch7S5 v 7+ —LADOBR—FEEMULE U,
WG-31076 {E1E/&H : Wwise Blueprint ) — RFZE£T
BlueprintCosmetic EX—% LT, BRY—/\TETI 3 =0k
LEUT,

WG-31455 AkComponentCallbackManagerZiB il UZE UTe,
AkComponent[CHERZI—)L/\yv U OB KRV ERE LT, LI
BOUXTZHIBLUE UL,

WG-32046121E;% 4+ : BeginPlay TAkAmbientSound%& B & IC X
H—FrTEBLDICUFX UL,

WG-32490 {EIEBEH : LRIV =P —0—FZEEERELXL
o

WG-32763 {EIE/EH : "Engine.h'REEJUIVIRIVIIAY
TIO74)&, EBGEELE U,

WG-32768 {EIE/EH : EDLEFE > TAEL/\ VYV &EO— F9 B0
. V5v¥alULETY,

WG-32799 {EIE/EH : T7 1 DA HOSmXE EIBIMNE B T,
SoundBank® O — FZ&EREDE UL,



Unreal Engine 4.12/4.13/4.14/4.15 - Wwise
2016.2.2.6022.371

e WG-32464 UE4.15MEZF IOV Y FEMacTS Y R T #—ATH
[FTdLDICUE U,



Unreal Engine 4.12/4.13/4.14/4.15 - Wwise
2016.2.2.6022.359

WG-31087 Level SequenceB’R— AN EIIShE UL,

WG-31687 Event Driven Loader® Y R— FZ&EENNULE LT,
WG-31816 Matinee k5 w4 H\ 5 Sequencer 5 v I \NORBITEIEN
LE UL,

WG-31924 3HiEH :  BEIMICHEESI N TL)SAkComponent|Z
Event Z8 /i LLS&ETRE IT4 90592193,
WG-32259 3#5iEF#H : AkComponentZ Blueprintable I R — R Y
FIC, Blueprinta > R—2R> FIE, AkComponentzEAT S A& U
TEATESLDICRDE UL,



Unreal Engine 4.12/4.13/4.14 - Wwise
2016.2.1.5995.317

e WG-31588 {EIEEH : iIHATLK PV I —[CIIEFNTRLEDICT

. \iz\)/é-slsgo O=JVI\Y 7 ICEAET DAEUARBZOKRENIE=NE

. VL/\ZZ:‘-:-031860 {EIEEH : clangDEFI I — R TR DN o EESZH!

. {57\725-31876 {EIEFE#H : Wwiseq ~V XA b= )LINZADHEX/INAZEFE] T

. \iz\)/é-slsss {EIEEH : BIBRESNIEFSingAND 7 I 2 X [C K B THS
BENRISYYa,



Unreal Engine 4.12/4.13/4.14 - Wwise
2016.2.0.5972.301

o WG-31589 {E1F %4+ BENMEIE (auto-destroy ) AAREEE T. Event
HERAFUVBVWRAR=VENEIOVR—-RV FE BIELEHEA,

e WG-31678 {EIEEH: A R —ZVT T 74V EIELKHACZEN
TEd&DICEole,

o WG-31771 {E1E&H: AnimNotify AKEventZBEFDF7 —_A— 3
VICEMTBREEICVTYYaZRITELDIC,



Unreal Engine 4.12/4.13 - Wwise
2016.2.0.5972.274

WG-29980 SV 5 —JRID T # )5 &EI)\—XA LT, EventDgRXR
RIEZEEI B LDICEDE U,

WG-30448 EJJAKEventZR R + UK D &F BBFMDAKkComponent®
OV%&, RELX UL,

WG-30491 Fixed: PIEZY Y 3 V& TEICU DY FEMTEIET S
EOICULE U,

WG-31030 Xy j& &+ FAKAudioDevice: :Get ()DERIBEILZEITIVE U

o

WG-31040 Fixed: FEXJAKEventEZRA R ULELD ET BRED,
AkComponent@ AEU U =7,

WG-3107531 0B H: EY 12— IIRR—=IY v TU SV a%&RLET 3
IZ. /N> 0-F3O-=)VINy T Hh5 FakAudioDevice::Get() D
O-)LEHR LE LT,

WG-31186 X/t % d+: AkComponenth i ZE SN &=, Eventd—)l
I\ DOF v >tk o T AkcomponentCallbackTDY S v 2 &RIE
LET,

WG-31204 Fixed: A7R—> (spawn) L7=AkComponenth®, BEiEY
BEVeNtERAFUELDEULTEKBEUEID, AEUU-7,
WG-31277 Fixed: BEiE Sz (destroyed ) 74 4 — (Xt U TEvent
ERALULEDETREHKETSZ, I7190U7 5y,



Unreal Engine 4.11/4.12/4.13 - Wwise 2016.1.3

o WG-30993 Xt iEd+: XAudio 2.7 DBRRE:LoadLibraryZ Bk,
e WG-31015 33/5jEH: Recorder 7S 714> DUV,



Unreal Engine 4.11/4.12 - Wwise 2016.1.2

e WG-30304 X1 /&j& & "Unload stream level" MB%(Z, SoundEnginelZ
X935 0=/VL (£ TITERAT S ) "Stop All' MR FEh< i
DxUT,

e WG-30754 X5 : FAkAudioDevice: :PostEvent DBAFIC. T BYE
IDZEIRY LSICRERDX U,

e WG-30804 Fixed: Wwise SDKY > 7L OKEREEBZEHBR UE LT,
HIOY AF ATHATBZDIE, Unreal OA—F 1 UF1DHTY,



Unreal Engine 4.11/4.12 - Wwise 2016.1.1

WG-29972 31 5% &: AkComponent Mauto-destroy ( EEhAKIE ) &h
ECHRETD8EMEDHS. AL v FEEDERBDORE.
WG-29979 Xt & d+: EndOfEvent 3 —)L/\v U &NT =)L T3 &L
DICRDFXUT,

WG-30004 37 &% 7+ SetGameObjectOutputBusVolume 5,
Blueprints ¥AkAudioDevice TSN B K DICED X UL,
WG-30404 3¥ & & Attenuation Scaling Factor (JBEEAT —U Y
T7759%9—=) D akcomponents TIEULKEENIT B LDICRIDFE L
<o

WG-30409 XijtiEd+: Vorbis TTLY A= RULET 74 ETO—-F
TEB3EDICRDFEULULR,



Unreal Engine 4.12 - Wwise 2016.1

WG-29991 AkEvent String Input FieldZAkAmbientSoundITEAOILZE U
fe.

WG-29997 7 7w O OEHR T %"LogAkAudio: StopAll API
called'® T FU—%ZFHIEUE U,

WG-30218 Fixed: Android 75 v k7 # — I Wwise Profiler % &4t
II3BEDU SV a,

WG-30255 Fixed: Matinee Tak Event TracklCF—ZIBINT 30D Y
v a,

WG-29991 AkEvent String Input FieldZAkAmbientSoundITEAOILZE U
fe.

WG-29997 7 7w O OEHRT %"LogAkAudio: StopAll API
called'® T FU—%ZFHIEUE U,



Unreal Engine 4.11.2 - Wwise 2016.1

WG-29917 Fixed: AkAmbientSounds®DiFE+ZMEditor[CRRET L&)
SU—RAZEEIEULE UL,

WG-30000 Fixed: startAllAmbientSounds &StopAllAmbientSounds®
AFF=9TONT1ELEEULE LI,

WG-30012 Fixed: GitHub pull request #5& 1 > F 45 L —FUZE L
fco 70390 FAYIR— 9375y FTx—L%E"Generate
Sound Banks"?J 1 > B T"Available Platforms"& UL TERR U E
9,

WG-30014 Fixed: Y —/\Z{#FEHJ 3Play in Editorzy>av %
MRS DDV SV aZEIEULEX U,

WG-30031 Fixed: world global pointer®{ERAZEHIA UE Ui,
WG-30205 Fixed: Mac7 5w k7 # — AT, Wwise.app/\RICZR
R=AzEZANB5N3LSICLx U,


https://github.com/audiokinetic/WwiseUE4Plugin/pull/5

Unreal Engine 4.11 - Wwise v2015.1.7

e UI-316 Fixed: EFY —/\TPlay in Editorzw ¥ 3 >V ZFAT 38D
DS5vwyaraEfpIEULE U,

e WG-29917 Fixed: Editor TIHEXZARRINZIELDICERDFE L
1=,

e WG-29944 Fixed: PIEZY Y a v MEILESNIEEFIC 7V ETIY Y
DY REEILEUVLET,



Unreal Engine 4.11 - Wwise v2015.1.6

e Wwise Unrealf V57 L—auyhNTISTq4VICRIF U, 81T
DEEICDL\TIZ UE4A Wwised VT T =3OV —ZX0—-F
N, TSTA4I\=I3VICB1TIT2 &8BIESL),

e UI-273 Fixed: AUX% 1 B IC¥HruassetY 1 T=ERLE L, Ch
TAuxBusZSoundBanklC 7Y A4 > TEEXI, 401X AKAuxBus%
SBEEL),

e UI-280 Fixed: "...by name" AV v FZEIFERE L, ZHIT DAYV Y
FOXFIT 14 =)V RICEERA L U, 413 "...by name" A
Vv RFEBITESBIRESL),

e UI-309 Fixed: Wwise 7 0¥ =4 F/\XZUE4Editor.exelX49 % /\
ATIIRL, TF=LTAINTICHTBZINREULE U, FH4AIS
WwiseD 7OV T FINA%E#1TT 2 #8BEEL),



Unreal Engine 4.10 - Wwise v2015.1.4

e UI-265 Fixed: AnimNotifies T, AkComponentZ{EHT 2 ilc B
EFIvI UEY, TN TUEZ -nosound4 73 3y CERT 3OO X
INLADELUET,

e UI-270 {21E/&d+: non-Unity E— RTEJL RARIBEICR D £ UTe,



Unreal Engine 4.9 - Wwise v2015.1.2

e UI-249 Fixed: WindowsIRIZ CIEHRIEER A — T 1« ABET /N1 AH
FEUBVGSICARELT LT EOEEBIELE UL,

o F#8Blueprint ) — F"Spawn AkComponent at location"Z3E1 L E U

fco =4AIT FEENIE TOAK Componentz AR—29 % &8 <

EEL,

MacTT a1 ¥ —ICxdUE U,

MacTd Sy k7 —LXRZEEMLE U,

iOSTS v FI7x—LAXRZEEMULE UL,

Linux7Z5 v 74 —LXREEMLE U,



Unreal Engine 4.8 - Wwise v2015.1

e UEA8 A1V T L —2arh Wwise 2015.1IC#B1TUE LT,
e App manifest [CWwise BIETR— FOEZEHNBE NI IFE [TXbox
OnelCHL\TYSYYa1TB3FR/EEZEIELE UL,



Unreal Engine 4.8 - Wwise v2014.1.5

UI-206 Fixed: [BRREMDY IV BHA, PZA=23 Vo4V RO
DBV TVBRRERICEBC CENEEKD EIDICRDFE L,

UI-212 Fixed: "Load Init Bank" Blueprint / — FZEBIMULE U,
UI-213 Fixed: Blueprint / — F[CnullF T v 7 &EML, Y5y a
ZHSCESICUE L,

Ul-214 Fixed: 7O LTy bF v TFvET 1 AV ICZ—TT 3FRIC
95vabizlvEoIcLE U,

UI-215 Fixed: actorlC 77 % v FBF|C, AkComponent®;B=ERX 4T — 1)
VTTFII =D RRESNTUVERLIESICERENEN LSBT
LEUT,

UI-217 Fixed: 40/ \ =& )L TAkReverbVolume® ) ¥ 3 ViREHNR
R~ehdEDICUEUL

UI-220 Fixed: AIR—V BRI NZ POV FOERKRT = — FOIRS
BlL\EEIELEX UL,

UI-223 Fixed: FEDY DY BNV T D)\ — AHKE UTRRIC,
AKEventDEXKBEEOSENEMELEURNEDICLE U e,
UI-226 Fixed: 64-bit WwiseCLlL.exe AR DMNS R IFEIC. YOV E
I\ 9 R IE32-bit WwiseCLl.exeZER L TITRDHNB3 LDICHED)
x UTc,

UI-230 Fixed: Wwise Game Object®unregister|CFinishbestroy Tl
< oncomponentDestroyed Z{FHT 2L DICLE LT, TN TGame
Objects MHEU LICEHRINTKETHIENESBDFL

<.

UI-233 Fixed: GetGameObjectIDEFEXICActor[CY T 2 BMEF = v
JEEIMUELE,

UI-234 Fixed: SetListenerBE £ MMultiple viewportH'1E L < i 3
EDICEDFELE, ZhliTX!) AkAudioDevice.cppPITDY 5 v
YamMMBEShZE UL,

UI-236 Fixed: GetAkComponent Blueprint / — F[ZE XN % Location
TypeNIEEULULKHTbhhha3d LDICBDE UL,

UI-239 Fixed: TV Y VDY v v R4 D VESIC. Bank Managerh“B%
ICIEESINT=FIEEEDdH B3SoundbankZE 7V O— R LEDET B4
RELTOUVSyYapIBERINEDICUE UL,

AnimNotify AKEvent|C"Follow"F T v 7Ry Y A&EEBIMULE LT,



NhEFIzVv I URBLWEXTHE, BITT7IYVYFIBOTIER

. ¥BEDIBFTAKEVentZRA FULEX T,

R AnimNotify: AnimNotify AkEventByNameZiBiIL., BFiZEX
FIEULTERUARY FERAFTEBRLDICUE UL,
Blueprints|ZT/\wv YW —JL&EEIMUE U, #4013 Blueprint EE%%
DTNy T #EB T,



Unreal Engine 4.7 - Wwise v2014.1.3

e Android 735w k7 # — LAX DB,

e Epic GamesttigtMDFirst PersonT Y L — &R =X & UTeHiiR
TES—LAZENMUE U, KDFMABRBRICDOVTIITEEZSE
TEWYYTILT - L4,

o 2TDOWwised VT T L —>avVO:EEIT Unreal 7OY 7 FERE
DAY FIRICENEFNR=IDPHESNTLET, INND7IILE
HigmEI Z2WENM B RDE UL,

o UI-157 XLF M YOV RNV U &EREE. RRXBREIBRE
AKEvents|CiBIIY 3, Blueprint@ B CESRIRETT,

o UI-187 XBiEH: AR—=AN\—&BIET, ATV RTSD
' —TAKEventO 7L Ea—%&\]EEICT 3,

e UI-188 X15iFH: AkAmbientSound OIEERSIC, HES WA T
T A=\ I TERSNRNNEDICARY FOa=-IL/\y
DedFv o)L DOICUE U

e UI-189 Xt 5iF #H: AkComponentlITHERT =)V 749 4 —&EH
L. 779 —BICHEFRERETEDLDICLE LR,

e UI-190 3ISiE &+ FiiBlueprint) — F&EEMNL, O—FRI 3BTV
RINVODURAFERETEDELDICUE U, KDFEMABRIBIRIC
DULTIITEEZSE TS ) Load Banks

e U193 3 dH: BFS w4 - 7V B - FOw JTuakAudioEvents &
FRYRFIC. UAKAudioEventFactory ZEHIEENE TCE B3 LDICULE L

1=,
o UI-194 33 5iF d+: MIEICYT ST B AkReverbvolumesDISEESEL LE L
fe.

e UI-195 ¥¥i & & blueprint_actor_posteventbyname,
features_blueprintcsoundbanks_loadbyname . 27U Unload
Bank Blueprint / — FZ&EMUE U=,

e UI-196 WIeFH: OV FICEAREAYT 3 U/N\—-TRU 21— LD
A ZEEEITD/INGA-F9EEMULE LI,

e UI-201 X3 /5i&F #: AkComponentlCUAKAudioEventZiEfI L. Unreal
{81 AudioComponent&EEIT 2 K SICUE LTz, AkComponentZ
Blueprint NUAKAudioEventz RS w4 - 7V F - FOYJTEMT
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