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What is Pure Data ?

● Pure Data(Pd) is visual-based scripting
● Similar to Max/MSP & Reaktor
● Script can be edited interactively
● In development since 1996
● Great for synthesis & generative music
● Cross-platform
● Open source + free
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Pure Data for Games

● LibPd: https://github.com/libpd/libpd

– Embed: iOS, Android, PC, etc..
● Magicolo's uPd – LibPd within Unity
● Heavy – Optimized Pd implementation

http://School.VideoGameAudio.com/
https://github.com/libpd/libpd
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Heavy

● Compile Pd patches into:

– Wwise & Unity plugins
– Plain C/C++ code
– JavaScript (WebAudio)

● Code is optimized for platforms
● Does not use Pd source code
● EnzienAudio.com

http://School.VideoGameAudio.com/
http://EnzienAudio.com/
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Compiling a Heavy Plugin

http://School.VideoGameAudio.com/
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Heavy Advantages
● Compiles optimized code
● Free for non-commercial use
● Online compiler updated automatically
● Access AudioClips in Unity
● Easily export Javascript for online use
● Online library of Pd helpful abstractions1

http://School.VideoGameAudio.com/
https://github.com/enzienaudio/heavylib
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Heavy Disadvantages

● Not all Pd objects are supported
● Code could be be more robust
● Errors on compilation sometimes vague
● Licensing cost (vs. LibPd)

– Cost for Indies?

http://School.VideoGameAudio.com/
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Prototyping: Unity + OSC+ Pd

● Open Sound Control1 can communicate
between programs and machines

● Work interactively with Pd via OSC
● Compile Pd patches in Heavy to finalize
● Contact me at SoVGA.com for Demo project

UnityUnity OSCOSC Pure DataPure Data

http://School.VideoGameAudio.com/
http://OpenSoundControl.org/
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Sound Effect Using Synthesis
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Generative Music Example

http://School.VideoGameAudio.com/
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Demo=Unity Tanks
+OSC+Pd+Heavy

http://School.VideoGameAudio.com/
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Questions

Feel free to ask me ?'s anytime at:

@SchoolGameAudio

or

School.VideoGameAudio.com

http://School.VideoGameAudio.com/
http://twitter.com/schoolgameaudio
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