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3.5 Connecting FMOD and Unity 

FMOD Studio Project



Debug.Log()

Debug.LogError()



 

PlayMusic(EMusic music)

SoundManager.cs

 PlayMusic(EMusic music)

EMusic

currentMusic

public enum EMusic { Menu, Desert, Forest, BossApproach, Boss, } 

public EMusic currentMusic; 

 

public void PlayMusic(EMusic music) 
{ 
    switch (currentMusic) 
    { 
        case EMusic.Desert: 
            //stop area music 
  
            break; 
  
        case EMusic.Forest: 
            //stop area music 
             break; 
    } 
     currentMusic = music; 
    switch (music) 
    { 
        case EMusic.Desert: 
            //play area music 
  
            //play area ambience 
            DesertAmbience.start(); 
            Debug.Log("Starting desert´s ambience"); 
            break; 
        case EMusic.Forest: 
            //play area music 
            DesertoAmbience.stop(FMOD.Studio.STOP_MODE.ALLOWFADEOUT); 
            Debug.Log("Stopping desert´s ambience"); 
            //play area ambience 
            break; 
    } 
} 



 

 

public override void ReceiveDamage(float damage) 
{ 
    if (Game.MusicBox.IsPickedUp && Game.Gem.IsPickedUp) 
    { 
        damage *= 0.25f; 
    } 
    if (Game.Enemy.IsEnraged) 
    { 
        damage *= Game.Enemy.enrageDamageModifier; 
    } 
    base.ReceiveDamage(damage); 
    Game.UI.RefreshPlayerHealth(currentHealth / health); 
    int IntHealthPlayer = Mathf.RoundToInt(currentHealth); 
    // Change 
    if (IntHealthPlayer <= 50) 
    { 
        SoundManager.Instance.HeartbeatsPlay(); 
        SoundManager.Instance.HeartbeatsUpdate(IntHealthPlayer); 
        //Debug.Log("Player Health is " + IntHealthPlayer); 
  
        if (IntHealthPlayer == 0) 
        { 
            SoundManager.Instance.HeartbeatsStop(); 
            // Stop the heartbeat 
        } 
    } 
    else 
    { 
        SoundManager.Instance.HeartbeatsStop(); 
    } 
} 

IntHealthPlayer <= 50 

currentHealth

IntHealth



 

 

 

                                                



 

Creating two logic levels: Markers and Tempo 
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    Transition Regions                 Control Regions 
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Adjusting Boss Health Values for Voice Playback 

//Moments when the Boss speaks according to its health 
    public float[] talkHealthPoints = new float[] { 0.6f, 0.3f }; 
    bool[] wasTalkOnHealthPoints; 
  
    public float[] spell2HealthPoints = new float[] { 0.5f, 0.2f, 0.1f }; 
    bool[] wasSpell2OnHealthPoints; 
    //------------------------------------------------------------ 

 

 



 


