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Programming with OpenAL

1. Include Header files

/I We’'ll use the framework code from the samples of OpenAL Source
#include “Framework.h”

2. Initialize OpenAL

ALuint uiBuffer; // buffer hold sound data
ALuint uiSource; // sources are points emitting sound
ALint iState;

ALFWInit(); // Initialize framework
ALFWInitOpenAL(); // Initialize OpenAL
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3. Generate buffers with audio data

alGenBuffers(1, &uiBuffer); // Generate an AL Buffer

ALFWLoadWaveToBuffer((char *)
ALFWaddMediaPath(*audio_file”), uiBuffer));

4. Create source

alGenSources(1, &uiSource);

5. Attach source to buffer
alSourcei(uiSource, AL_BUFFER, uiBuffer);
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6. Play/Stop source

alSourcePlay(uiSource);
alSourceStop(uiSource);

7. Cleanup
alDeleteSources(1, &uiSource);
alDeleteBuffers(1, &uiBuffer);
ALFWShutdownOpenAL();
ALFWShutdown();
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/I Position of the source sound
ALfloat sourcePos[] ={ 0.0, 0.0, 0.0 };

/I Velocity of the source sound
ALfloat sourceVel[] ={0.0, 0.0, 0.0 };

alSourcefv(uiSource, AL_POSITION, sourcePos);
alSourcefv(uiSource, AL_VELOCITY, sourceVel);
alSourcei(uiSource, AL_LOOPING, 1); // set loop mode

Programming with OpenAL

O Listener®] <-7d (properties)

/I Position of the listener

AlLfloat listenerPos[] ={ 0.0, 0.0, 0.0 };

/I Velocity of the listener

AlLfloat listenerVel[] = { 0.0, 0.0, 0.0 };

/I Orientation of the listener

/I First 3 elements are “at”, second 3 are “up”
AlLfloat listenerOri[] ={ 0.0, 0.0, -1.0, 0.0, 1.0, 0.0 };

alListenerfv(AL_POSITION, listenerPos);
alListenerfv(AL_VELOCITY, listenerVel);
alListenerfv(AL_ORIENTATION, listenerOri);
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#include “Framework.h” /I include openal sound framework class
/l three sound sources

#define MAX_NUM 3

ALuint uiBuffersfMAX_NUM];;

ALuint uiSources[MAX_NUM];

ALfloat sourcePos[MAX_NUM][3];

ALfloat sourceVel[MAX_NUM][3];

/I one listener

AlLfloat listenerPos[] = { 0., 0., 0.};

ALfloat listenerVel[] = { 0., 0., 0.};

AlLfloat listenerOri[]={0.,0.,-1.,0., 1., 0.}; o
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2. OpenAL %7] 3}

void InitSound()
{

/I Initialize Framework
ALFWInit();

if (ALFWInitOpenAL()) {
ALFWoprintf("Failed to initialize OpenAL\n");
ALFWShutdown();

}
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void SetSoundSources()

{
/I Generate three AL Buffers
alGenBuffers(MAX_NUM, uiBuffers);

/I Load a Wave file into OpenAL Buffer
if (ALFWLoadWaveToBuffer("stereo.wav", uiBuffers[0])) {
ALFWoprintf("Failed to load rnjAR.wav \n");

/I Generate a Source to playback the Buffer
alGenSources(MAX_NUM, uiSources ); 11
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/I Generate a Source Pos & Vel

/I Attach Source to Buffer

alSourcei( uiSources[0], AL_BUFFER, uiBuffers[0] );
alSourcefv( uiSources[0], AL_POSITION, sourcePos[0]);
alSourcefv( uiSources[0], AL_VELOCITY, sourceVel[0]);
alSourcei( uiSources[0], AL_LOOPING, AL_TRUE);
alSourcePlay( uiSources[0] );

alSourcei( uiSources[2], AL_BUFFER, uiBuffers[2] );

alSourcefv( uiSources[2], AL_POSITION, sourcePos[2]);
alSourcefv( uiSources[2], AL_VELOCITY, sourceVel[2]);
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void SetListner() {
alListenerfv(AL_POSITION, listenerPos);
alListenerfv(AL_VELOCITY, listenerVel);
alListenerfv(AL_ORIENTATION, listenerOri);

}

4. HE| A= Source$} Buffer®] Cleanup

void CleanupSound() {

for (inti=0;i<3;i++)
alSourceStop(uiSourcesi]);

alDeleteSources(MAX_NUM, &uiSources[0]);
alDeleteBuffers(MAX_NUM, &uiBuffers[0]);
ALFWShutdownOpenAL();
ALFWShutdown();
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5. 'UE] A= Play/Stop

void ToggleMove() // when object is moving, play sound

{
active = lactive;
if (active)
alSourcePlay(uiSources[1]);
else
alSourceStop(uiSources[1]);

void PlaySound() // play “click.wav” sound when a user hits ‘s’-key

{

alSourcePlay(uiSources[2]);

/I activate sound1, too

/I stop playing sound1
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