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SEPlayer.cs

using UnityEngine;
using System. Collections;

public class SEPlayer : MonoBehaviour {

AudioSource mAudioSource; /] A—T14FYIV—X
AudioClip mAudioClip; /] =T aFH)vT
bool mKeyUp = true; /] ¥F—RLoIEL LTENEBRTRO-TLESDZEC 73S

void Start () {
/[l =T 1A V—XWME%
mAudioSource = gameOb ject. GetComponent<AudioSource> ()

/] A=F14F5 )y T8
mAudioClip = mAudioSource.clip;
}

void Update () {

/] SF—RENF-FZRLT
if (Input.GetKey (KeyCode.S)) |
if (mKeyUp = true) {
mAudioSource. PlayOneShot (mAudioGClip) ;
mKeyUp = false;
}
}
else {
mKeyUp = true;
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VoicePlayer.cs

using UnityEngine;
using System. Collections;

public class VoicePlayer : MonoBehaviour {
AudioSource mAudioSource; /] A—F1FYV—2R

void Start () |
/| =T 14 FV—AB#&
mAudioSource = gameOb ject. GetComponent<AudioSource> () ;

}
void Update () {

[/ VNEF—DRENF-FZROT
if (Input. GetKey (KeyCode.V)) {
if (mAudioSource. isPlaying == false) {
mAudioSource. Play () ;

}
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TransitionToSnapshots® 5 AR
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151l

AudioMixerSnapshot[] snapshots = new AudioMixerSnapshot[2] { DefaultModeSnapShot, VoiceModeSnapShot };
float[] weights = new float[2] { 0.0f, 1.0f };

Mixer. TransitionToSnapshots ( snapshots, weights, 2.0f );
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SnapShotTester.cs

using UnityEngine;
using UnityEngine. Audio;
using System. Gol lections;

public class SnapShotTester : MonoBehaviour {

public AudioMixe Mixer:
public AudioMixerSnapshot Defaul tModeSnapShot ;
public AudioMixerSnapshot VoiceModeSnapShot ;

bool mDefaultMode = true:
bool mKeyUp = true;

void Start () {
}

void Update () {

/] Cx—DREhEbRFTyTay MIYER
it (Input. GetKey (KeyCode.G)) {
if (mKeyUp == true) {
/] RFwTay bEYYEZ
/] TN EDBTEHL AN
if (mDefaultMode == true) |
mDefaultMode = false;

// AudioMixer
// BEOREDORFyFTavh
// VoiceBERRF v T ay b

/] T2FNEERAREREICYYEZ B1=-6DT5Y
// F—HWLoEEBELTRELTLESIDEKSISY

AudioMixerSnapshot[] snapshots = new AudioMixerSnapshot[2] [ DefaultModeSnapShot, VoiceModeSnapShot };
float[] weights = new float[2] { 0.0f, 1.0f };
Mixer. TransitionToSnapshots ( snapshots, weights, 2.0f ).

1
/] TAARDDTIHILEA
else {

mDefaultMode = true;

AudioMixerSnapshot[]1 snapshots = new AudioMixerSnapshot[2] { DefaultModeSnapShot, VoiceModeSnapShot };
float[] weights = new float[2] { 1.0f, 0.0f };
Mixer. TransitionToSnapshots ( snapshots, weights, 2.0f );

mKeyUp = false:
}
}
else {
mKeyUp = true:
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