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Load File

demaProj : 7872 bytes
Categories

0:SPECIAL
1:BGM
2:SE
3:VOICE
10: CutScene
11: Battle

12 : Menu
AISAC Controls

2 : AisacControl

10 AisacControl10
11 : AisacControl11
12 AisacControl12
13 : AisacControl13
14 : AisacControl14
15 : AisacControl1s
3: Any

heliLoop

crimiddleware_sdk

TtrailerShortLoop

DistanceDemoSeq
ThunderSeq
EngineDemoSeq
SESEQ

Echo

RichThunder
RichThunder3D
RichThunderRandom

RirhThindarnwith AISAC

Polyphonic
Unknown
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65535
65535
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For UnityDig &

a UnityProject - Untitled - PC, Mac & Linux Standalone - Unity 2020.3.14f1 <DX11>
File Edit @ Assets GameObject Component Window Help
Create ¥
Show in Explorer
Open sded ® =t
Delete
Rename
Copy Path Alt+Crl+C

tive

Open Scene Add
View in Package Manager

Import New Asset...

Import Package ¥ Custom Package...
Export Package...

Find References In Scene

Select Dependencies
Import Unity Package
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X + CriWareLibrarylnitializer
A Untitled
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1 Directio t
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For C#DIHH

SoundManager? 7 X. ADXDERL R T = &8

if (CriAtomEx.IsInitialized()) return;

CriAtomCSharp.GetDefaultConfig( Config config);
config.atomEx = exConfig;

config.asr = asrConfig;

config.hcaMx = hcaMxConfig;
CriAtomCSharp.Initialize(config);

dbas = CriAtomDbas();

CriAtomExVoicePoc StandardVoicePoolConfig poolConfig);
voicePool \te JoicePool.AllocateStandardVoicePool(poolConfig);

listener = CriAtomEx3dListener();

*)—2A—FD—EHEEEINTEH Y £9, 5% L LEEM IZCRIWARE for C#DUnityt > 7L hv o THER L 72E WY,
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M .- Cri Atom Assets (Script)

Add Component
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For C#DIHH

» acfSpan = System.ReadOnlySpan< >{acfData.GetDatax< >().GetUnsafeReadOnlyPtr(), ( JacfData.dataSize);
gisterAcfData(acfSpan);

streamingAssetsPath =
if IUNITY_ANDROID || UNITY_EDITOR
pplication.streamingAssetsPath;

AssetsPath, acbPath),
tsPath, awbPath));

SoundManager” 7 X
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* Cri Atom Source For Asset (Script)

P lDen® 000:guni_High
Play Stop
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Player7 7 X

player
source
player.

setSource3dPosElements(source, transform);
source.Update();

player.SetCueld( scbHn , cueld);
player.Start();

player?.Dispose();
source?.Dispose();

setSource3dPosElements (C e source, Transform transform)

source.SetPosition( Vecto H o> transform.position.x, y = transform.position.y, z = transform.position.z });

forward = transform.rotation .forward;
} up = transform.rotation
e.SetOrientation( vectar ()} { x orward.x, y = forward.y, z = forward.z }, veetar () { x = up.x, y = up.y,

*)—2A—FD—EHEEEINTEH Y £9, 5% L LEEM IZCRIWARE for C#DUnityt > 7L hv o THER L 72E WY,
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For UnityD 5 & For CHDIZE

= SoundManager” 7 X

listener? .Dispose();
listener = ;
acb?.Dispose();

acb = ;

voicePool? .Dispose();
voicePool = ;
dbas? .Dispose();

dbas = ;

if (CriAtomEx.IsInitialized())
CriAtomCSharp.Finalize();

player?.Dispose();
source? .Dispose();

Player”7 7 X
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* https://github.com/cri-middleware/cri_adx_le_for_csharp
» /~7, Discord
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