Virtools tutorial: how to setup 2D and 3D Sound in your scene
Jean-Marc Gauthier, All rights reserved Spring 2005

This tutorial shows how to playback and how to script sounds inside a virtual space. We will use
the Wav and Mp3 sounds files included in the following sound folder. Please note that wav files

will be used for looping a short and repetitive sound for example the rain. The mp3 compression
allows to play longer sound files for example a song or background music.
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A basic sound file can be saved in your Resource folder and imported into Virtools by drag and
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Go to Level Manager > sounds > Rain, Right.click on Rain.wav. In the Sound Setup , you can
playback the sound, Step 1, or you can tweak Pitch, Gain, Pan, the sound parameters. These
parameters are interactive BB in Virtools.

Part 1 - Simple 2D Sound Playback

In some cases, several flat background sounds or 2D sounds are all what you need. Sound file
formats inside the Level Manager > sound folder can be played with the Wave Player BB. Sound
from the Wave Player can be looped and turned on and off.
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Sound Features.
Sampling rate : B Loop

Sample Size :

Channels : 2
Duration : 1:08:229
Streamed : B

Save Options: Gkbaisstings
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In the Sound Set up , you can playback the sound, Step 1, or you can tweak Pitch, Gain, Pan, the
sound parameters

Press on the + and - keys fo modify the sound panning or click
on the numbers
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Let's start with “Switch on Key” BB to turn on and turn off the “Wave Player” BB. In this example
the keys are 1 and 2




Let’s replace with a Switch on Message BB controlling the Wave Player BB
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The illustration shows how the Switch On Message BB, receiving messages from the virtual
world, can trigger various sounds from the Wave Players. This example shows how a mouse click
activates a “Send Message” BB talking to the “Switch on Message” BB that can trigger thel “Wave

Player” BBs. Sound files are internal to the composition. Ambient.cmo Each sound has a
Wave Player.



In this illustration the “Switch on Message” and “Switch on Key” work in parallel. This method
saves time for testing the Wave Player.

The following illustration shows a simple juke-box controlled with onscreen buttons. This
demo playing one sound at a time is convenient for switching ambient sound between
scenes. Please note that the sound load BB, first, stops the wave player and, second,
loads a new sound file and starts the wave player. Note that the sound files are

external to the composition.



Panning Control.cmo, Pitch Control.cmo, Volume Cont rol.cmo can be merged with your composition-
project in order to add the sound functions that you need. In Virtools, go to File > Merge Composition. The
“Panning Control” BB target a specific sound file.

Same type of demo for Pitch Control



Part 2 - 3D Sound or spatialized sound : Speakers and Listeners

Think about a sound setup that includes a speaker located similar to a spot light where the rays
of light are replaced by a sound cone with a distance between max and mini value that define
the cone’s range . You need to add a listener or microphone located on any 3D object of the
world or on the active camera by default.

The following illustration shows a simple setup with on

Step 1, creating the speaker 3D object and loading the sound with the 3D sound behavior. Step
2, Set the Listener 3D object with the possibility to move up and down the listener in order to test
the spatialized sound. Position3DsoundOne Speaker.cmo

The following illustration shows the 3D sound setup with an external sound file. This is
recommended for playback on the web.



The following illustration show a group of speakers that can be selected and activated one by one
by clicking on each speaker 3D object in the 3D layout. Position3Dsound.cmo

Note that the same behavior is applied to the active speaker.



