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	Getting Started with C++ Audio Programming for Game Development, 9781849699099 (1849699097), Packt Publishing, 2013

	
		Written specifically to help C++ developers add audio to their games from scratch, this book gives a clear introduction to the concepts and practical application of audio programming using the FMOD library and toolkit.

	
		Overview

		
			Add audio to your game using FMOD and wrap it in your own code
	
			Understand the core concepts of audio programming and work with audio at different levels of abstraction
	
			Work with a technology that is widely considered to be the industry standard in audio middleware


	
		In Detail

	
		Audio plays a fundamental role in video games. From music to sound effects or dialogue, it helps to reinforce the experience, convey the mood, and give feedback to the player. Presently, many games have achieved commercial success by incorporating game sounds that have enhanced the user experience. You can achieve this in your games with the help of the FMOD library. This book provides you with a practical guide to implementing the FMOD toolkit in your games.

	
		Getting Started with C++ Audio Programming for Game Developers is a quick and practical introduction to the most important audio programming topics that any game developer is expected to know. Whether you need to play only a few audio files or you intend to design a complex audio simulation, this book will help you get started enhancing your game with audio programs.

	
		Getting Started with C++ Audio Programming for Game Developers covers a broad range of topics ? from loading and playing audio files to simulating sounds within a virtual environment and implementing interactive sounds that react to events in the game.

	
		The book starts off with an explanation of the fundamental audio concepts, after which it proceeds to explain how to use the FMOD Ex library, how to implement a 3D audio simulation, how to use the FMOD Designer toolkit, and how best to work with multi-layered sounds with complex behaviors attached to them. The final part of the book deals with working with audio at a much lower level by manipulating audio data directly.

	
		This book will provide you with a good foundation so that you can successfully implement audio into your games and begin pursuing other advanced topics in audio programming with confidence.

	
		What you will learn from this book

		
			Design complex generative /interactive sounds
	
			Simulate an environment with 3D audio and effects
	
			Load and play audio files in several formats
	
			Control audio playback and many sound parameters
	
			Adapt an audio API to fit the needs of a game


	
		Approach

	
		This book is a standard tutorial targeted at game developers which aims to help them incorporate audio programming techniques to enhance their gameplay experience.

	
		Who this book is written for

	
		This book is perfect for C++ game developers who have no experience with audio programming and who would like a quick introduction to the most important topics required to integrate audio into a game.
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Maple and Mathematica: A Problem Solving Approach for MathematicsSpringer, 2009

	In the history of mathematics there are many situations in which calculations

	were performed incorrectly for important practical applications.

	Let us look at some examples, the history of computing the number π

	began in Egypt and Babylon about 2000 years BC, since then many

	mathematicians have calculated π (e.g.,...

		

Game Sound: An Introduction to the History, Theory, and Practice of Video Game Music and Sound DesignMIT Press, 2008
"Collins has written a truly encyclopedic work that wonderfully complements books on sound design in film, helping anyone in the audiovisual industry who desires to expand more confidently into teaching, designing, and producing audio in the gaming world. This book provides fascinating insights about how game audio can enhance player...

		

Power Query for Power BI and ExcelApress, 2014

	Power Query for Power BI and Excel is a book for people who are tired of copying and pasting data into Excel worksheets. Power Query, part of the Microsoft Power BI suite, is a tool that automates the process of getting data into Excel and will save you hours of dull, repetitive, and error-prone work! Power Query makes it easy to...





	

Neuromuscular Disease: Evidence and Analysis in Clinical NeurologyHumana Press, 2006

	A Certain Kind of Wisdom In Plato’s Apology, the Greek philosopher Socrates is on trial to defend himself against the allegation of corrupting the youth of Athens. Socrates denies this charge and offers an alternate reason for why he is on trial. He explains, “[w]hat has caused my reputation is none other than a certain kind of...


		

Urological Tests in Clinical PracticeSpringer, 2006

	This is a concise pocket guide to urological investigative procedures. It reviews the indications and pitfalls of tests before they are requested and suggests which investigations should be performed in individual urological conditions. Cross-sectional and other radiological images help illustrate the main diagnostic features, and diagrams...


		

Troubleshooting Java Performance: Detecting Anti-Patterns with Open Source ToolsApress, 2017

	With just 30 minutes of troubleshooting, how close can you get to finding the root cause of a Java

	performance problem? What observability tools would you use? What subsystems would you investigate?





	This book is a short curriculum in Java performance tuning for Java server-side developers. It explores

	one methodical...
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