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Content Project 16iuaa ua anunsnluesesile fide

Microsoft Cross-Platform Audio Creation Tool
1isa XACT
o FeullaTidaean1ddn XACT Lilditsunsudszinn Sound

Editor vnnazdaanisud vizadasaldeeansni liidaudagann
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n3innu Wave, Wave Bank, Sound Bank,
Cue

e Wave {ulnaniu Audio Data weldlsazinedgdsy vize
Wanudasn gusznay effect Tuny

* Wave Bank \duliannu wave file nanae duldsqeiu
HunguagTulwanen
* Sound Bank flunguuesuans wave bank uaz cue

e Cue dulWanaanlviProgrammeriaudas nalsenausog
Aeasinatiag 1 1daeN wazeaanu sound bank
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Click 1 Start wy uaziaan All Programs.

Click Folder Microsoft XNA Game Studio 3.0 .aan Tools uaz
click Microsoft Cross-Platform Audio Creation Tool (XACT)

a1niiulsivianis New Project aunnlnasesirinduisana xap 114131y
Folder #sasnis aasasrsuenain Project XNA #uflu Visual Studio

aan Create Wave Bank

vnn11 aan Sound vizannnis insert wave file Tasanng Click 291 Tu
Wave Bank

reunmgaunis Play 19luUidln Wsunssde XACT Audition Utility ries wilé
ann Start> All Program>Microsoft XNA Game Studio
3.0>Tools> XACT Audition Utility



m3 a1 XACT
waannns Create Sound Bank
nnnrann file aan wave bank 11 sound bank
L&sianngann Wdann sound bank asldi cue
aFauaq lvivianis Build Sound Project
l¥in1nng save

anidulinauli s Microsoft Visual C# 2008 Express

n Project nsaanisldides innns add exist item aan
Xap #nanis save 13

anduliianig copy Inauinana Xgs, xsb, xwb ldlanmaadiu
fu .Xap avlunnaa Folder Content
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e Method #ldinnstuan desfinfigaaslsin
LoadContent Gsza$s Audio Engine, wave uaz
sound bank luil Tnenlsznesauls AudioEngine,
WaveBank uaz SoundBank iflu static 1u Class
Gamel

e Ina AudioEngine Wusulsiifiudn XACT Game
Setting 14

e 4o WaveBank uaz SoundBank iflun1suan
AudioEngine dnlWaluugnizanldanu



e 1y Class Gamel lilamquilssail
static AudioEngine audio; // saulsiifus XACT game

setting

static SoundBank soundBank;

static WaveBank waveBank;
Cue gameloopCue; //———— saurlsiiu SoundCue

e 1 Method LoadContent %3ldsasielyi



e ‘3 Method LoadContent 154sastel

protected override void LoadContent()

{
spriteBatch = new SpriteBatch(GraphicsDevice);

audio = new AudioEngine("Content\\sound.xgs");

// XACT game setting File
soundBank = new SoundBank(audio, "Content\\Sound Bank.xsb");

// XACT Sound Bank file
waveBank = new WaveBank(audio, "Content\\Wave Bank.xwb");

// XACT Wave Bank File
gameloopCue = soundBank.GetCue("gameloop");
// Cue Slusanldlumsiaudasluins

}



r;g"\/,g'J G]anf\cg G]q% DI’J\I Cf\llnf‘l
1 5 1J srl 1 |C|y G VUUILITU

D

1
v/

* lu Class Cue dprdsmiaulaatuanamdanldilszanss

Method ANREUNE

Play() ... e o
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protected override void Update (GameTime gameTime)

{

if (lgameloopCue. IsPlaying)
// #1 gameloopCue livnnnsiauagazifluasa

{
}

base. Update (gameTime) ;

gameloopCue. Play () ;

* ol¥lu Project 3ad1 SoundTest



mstau Sound 9189w Class SoundEffect
e yn1s Add New ltem sinmasidnunlu project lu
Folder Content witeurunisinannin

o anuliilsznAsaudlslu Class Gamel
SoundEffect soundEffect; // #auls soundEffect

v/

e 13 Method LoadContent l5¥mausgsis

protected override void LoadContent()
{

spriteBatch = new SpriteBatch(GraphicsDevice);

soundEffect = Content.Load<SoundEffect>(@"gameloop"); //
Tnam Content

soundEffect.Play(); // \auinas




