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Audio Filter

Dé bién d6i am thanh (cat bot tan sb, tao am thanh 1&p lai,... )
Unity cung cép céac bo loc dwoc goi la Filter.

Céc Filter nay can dwoc gan vao GameObject chiva AudioSource
hoac AudioListener.

Céc Filter ¢ thi tw wu tién t trén xudng. VD: Thiét 1ap nhw hinh
bén phai s& bd cac tAn sb cao hon 5007.7Hz rdi méi tao am I&p
lai sau mdi 500ms, va méi lan Iap sé& gidm cwdng d6 bang 0.5 1an
trwde doé.

i{ v Audio Source

= v Audio Low Pass Filter
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Audio Low Pass Filter

Note:

Cutoff Frequency: Cét b tan sé cao hon mét
ngudng (Hz)

Lowpass Resonance: Mrc tdng cwdng tan sé tai
nguwdng bi cét

Dudi phd tan bj cét sé dwoc ting cwong tan sb

= v Audio Low Pass Filter
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«= v Audio High Pass Filter

AUdiO High PaSS Filter Cutoff Frequency @

Highpass Resonance 1

e  Cutoff Frequency: Cét bd tan sb thap hon mot
ngu’(")’ng (HZ) 3 z Amplitude
e Highpass Resonance: Mirc tang cwdng tan so tai Resonant high-pass filter
nguéng bi cat A
Note:
e Dau phd tan bj cat sé dwoc ting cudng tan sb
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Audio Distortion Filter

e Distortion Level: Ti & méo tiéng

\ v Audio Distortion Filter

Note: Am thanh nghe nhw bi xwéc dia
Distortion Level 0.5




Audio Echo Filter

e Delay: Thoi gian [ap ctia am thanh (ms)

e Decay Ratio: Ti & phan ra ctia méi lan 1&p (%)

e Dry Mix: Tilé tron am thanh géc (%)

e  Wet Mix: Tilé trdn am thanh sau khi loc (%)
Note:

e B0 loc tao am thanh Iap lai sau mét khoang thoi
gian cb dinh, méi Ian I&p &m sé& nhé di theo 1 i 1&
dwoc chi dinh

e Dry: 1a am thanh gbc

e Wet: la am thanh sau khi filter

A) v Audio Echo Filter

Delay 500
Decay Ratio 0.5
Dry Mix
Wet Mix
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Audio Chorus Filter

.‘_'3 v Audio Chorus Filter

e  Dry Mix: Ti 1& tron &m thanh gbc
e  WetMix 1: Tilé tron am thanh sau loc channel 1 Dry Mix 0.5
e  Wet Mix 2: Tilé trdn am thanh sau loc channel 2
S Irc ¢ / .
° Wet Mix 3: Ti lé trdn am thanh sau loc channel 3 Wet Mix 1 0.5
e  Delay: Thoi gian 18p cGia am thanh (ms) Wet Mix 2 0.5
e Rate: Téc do tré : =
S Wet Mix 3 0.5
° Depth: Lwong tré =
Delay 40
Note: o o Rate 0.8
° B loc twong tw nhw Echo nhwng tinh t€ hon vi c6 Wet &

ca 3 kénh, ngoai ra thoi gian 13p ciing thay di theo Rate Depth 0.03
va Depth
e  Rate va Depth la thuat ngi lién quan t&i LFO




LFO

LFO = Low Frequency Oscillator = B6 dao dong tan so
thap.

LFO la b6 dao dong lién tuc di chuyén qua lai hodc quay Input

LFO

vong gitra hai diém theo tan s6 dudi 20Hz.

Delay
line

[: ? Output

Ban than LFO khong tao ra bat ky am thanh nao. Thay vao
dé, né diéu chinh hodc thay doi cac khia canh cia am
thanh hodc mot s6 thong so. LFO can duogc két noi vai thir
gi dé.

Nhu hinh bén, LFO két noi véi bo tré thai gian, gitp do tré
khong bi c6 dinh maot gia tri.



LFO

LFO cé hai tham s6 chinh: Rate va Depth.
e Rate: Latan s6 dao dong (Hz).
e Depth: La d6 I6n cua dao dong (Hz, ms, %,...).

Trong Unity, LFO lam nén gian thai gian 1dp cua hiéu
ung.

VD: DGi vdi bo loc Chorus, néu Delay = 50ms, Rate = 5Hz
va Depth = 0.5, thi tire |a thoi gian 1ap sé nén gian +/- 0.5
clia 50ms (25ms -> 75ms) vgitoc do 51an / 1s

____________




Audio Reverb Filter

Reverb Preset: C4c tuy chinh c6 san cta Unity

Dry Level: Lwgng gidm am thanh gbc (mB)

Room: Lwong gidm am thanh sau loc tan sé trung binh (mB)
Room HF: Lwong gidm am thanh sau loc tan sé cao (mB)
Room LF: Lwgng gidm am thanh sau loc tAn sb thap (mB)
Decay Time: Thoi gian phan ra (s)

Decay HF Ratio: Ti & phan ra tan sé cao )

Reflections Level: Lwgng tang/giam am vong dau tién nghe
dwoc (mB)

Reflections Delay: Do tré dé nghe thay am vong dau tién (s)
Reverb Level: Lwong téang/giam am vong (mB)

Reverb Delay: Do tré d& nghe thdy am vong (s)

HF Reference: Mirc tAn s6 d& Room HF tham chiéu

LF Reference: Mirc tAn sb d& Room LF tham chiéu
Diffusion: D6 mwot clia am vong (%)

Density: D6 day ctia am vong (%)

Note: Xem thém tai slide Audio Reverb Zone trong Unity

4 v Audio Reverb Filter
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