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Game audio implementation and audio middleware
Within Our last project we had a focus on implementing game audio directly within the game
creation engine, when thinking about being an audio engineer practically, and working
amongst multiple clients using multiple game engine creation, it doesn’t make sense to only
know how to use unity, so we use middleware.

What is middleware ?
Middleware is “software that different applications use to communicate with each other”
(Amazon,n.d), they are made to provide a sort of functionality to be able to join applications
so that tasks can be done more efficiently, acting as a bridge between very diverse
technologies, tools and databases so it can be integrated into one system (Amazon, n.d).
The importance of middleware comes from the fact that instead of developers having to
focus on developing a system to enable connectivity between different components of
software, having to build a system within the application which exchanges data. Rather they
can focus on business logic like marketing and refining important features within their
application

How Does It Work ?
Middleware works by enabling developers build apps without having to create customs
systems within their application every time they need to connect certain components (In our
case it would be connecting the actual game play to audio), middleware works by providing
the service to communicate through common computer messaging frameworks which is
types of computer coding, like different languages computers speak in like Javascript or C#.
(IBM, n.d.) Due to being able to speak the same coding language as the application you
wish to integrate certain features in the application like audio triggers when a certain action
happens within a game, it is able to handle the communication of data to what the user will
be seeing within the application, like connecting a sound to a player's movement. It is able to
do all this without having to install the middle where or the engine on either side of the
creation process (Williams, 2022)

Why Use Audio Middleware for Game Audio Implementation
?
When there are audio tools within game engine applications,
why is it that almost all Triple A game studios and a large
number of independent game developers use established audio
middleware, the graphs being a testament to this fact seeing that
audio middlewares like Wwise and FMOD have the largest use
within all types of game development. This is because although
game engines have a good simple audio tools which work for
audio implementation within some games but the level of audio
implementation that games require within today’s game market
is too much for most in engine sound implementation tools, there
is also the option for a programmer or developer to create a
whole new system of middleware custom made for a specific
game, but this means the sound designer within the game will
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Mid-Project Reflection

● Process:
“Game development is a multifaceted and collaborative process in which game audio meets
at the crossroad of creativity and technology. Technical and creative skills go hand in hand in
shaping a game's sonic experience. Implementation, more than any
other aspect of game development, proves this.”(Zdanowicz, G., & Bambrick, S. 2020)” This
quote from the before class reading stuck out to me because it shows that your proficiency in
a certain technology alone or your creativity alone doesn’t work alone in shaping a games
sonic experience but both together are co-dependent in being able to create an immersive
sonic experience for games, implementation refers to the tools you use to put audio into a
game, in our case its the game engine (Unity) and the Middleware (Wwise), so the
challenges I have found within this project through Using Wwise and Unity was obviously
using Wwise as it is a completely new software but once I watched some tutorials and
watched some of the classes, navigating wise was actually easier than using the Unity in
game engine sound tools alone. But also another challenge is that using middleware actually
causes more strain on the computer when running unity, unity lags so much more with this
project then the last even when it;s the only application running on my device. I am trying to
go into campus to do the assignment as it seems to work better on the campus computers,
the next steps within my project is the research portion and adding those extra sounds
around the game level.

● Person:
Due to the project being individual, communication is based purely around feedback on your
project. I've let classmates play around with my level and view my sounds and provide
feedback on those sounds, telling me it’s too loud or doesn’t fit the vibe, even offering sound
packs to use for the game. This is excellent for creating a good sonic experience for a game
because you have to assume that you are not the only one listening to the games audio as
you are creating it for others to hear not your self so feedback from peers or even people
with untrained ears helps to create a piece that is objectively a good listening experience

● Proficiency:

Given the last project was based around unity, the navigation and use of unity feels quite
easy for me, so given that the game engine that Wwise is playing middle man for is unity that
makes one aspect of the project feel less stressful. Creativity plays a huge role in game
audio design for implementation of music, character sounds and more but it is also important
to stick within the realm of what you would like to hear as a listener so sometimes sticking to
the basics is the best option over doing the most to impress other sound designers when in
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reality that’s not what the targeted audience would want to it’s important. understanding what
your audience wants is probably the most important thing over all.

Project-Completion Reflection

● Appraisal:
Overall the project was somewhat successful in the fact that I was able to create audio for
the game given to us but given the 2 restarts which I did within the project, I did find myself
getting less motivated to go the extra mile for some of the aspects of the game audio
implementation. Given that I am very happy with the research component of my project, I
feel as if I have explained the middle and its use within game audio in a clear and concise
manner.

● Challenges:
The Largest Challenge I faced during this project was actually my own computer, Using the
M1 Mac Mini from 2020 , the 8 Gigabytes of unified memory wasn’t able to handle the the
the communication from wise to unity, It was able to open at the start but as soon as I started
generating sound banks from Wwise I, wasn't able to open Unity causing download a
different version of unity to see if it work work, It did open but would take about an hour to
open, so I restarted the game about twice one being a week before the due date, but I kept
reaching the same issue,after waiting for an hour and a half for unity to open then
immediately crash, I called quits and used a friends computer which was more powerful than
mine, for some reason there was about 26,0000 files,so file transfer wasn’t gonna work but
we got through it in the end., I learnt that I need a better computer and also to ask for help
more option, I always feel as if I am able to work out these problems on my own, usually
asking for help is my very last resort after I’ve exhausted all my other options

● Future Goals:
For my next project based around game sound design, I will be making use of a computer
powerful enough to handle something as taxing as running a game engine but in terms of
Wwise, I am currently working on using it for creating sound for a friend of mines game, So
hopefully the continued use of Wwise and using it for all type of games will boost my ability
to use it and increase my own value for future projects and job prospects.
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Declaration

I have not used any AI tools or technologies to prepare this assessment.
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