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Figure 4
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Figure 5

5/6

A plurality of Cue Sheets 
110 are obtained from 
an audio middleware

502

504

Cue Sheets 110 and 
Cues 120 are scanned 
to identify Cue Sheets 
110 based on the Cue 
Sheet Name and Cues 
120 based on the Cue 

Name

A scriptable object (i.e. 
Audio Reference object 
210) is constructed for 

each traversed Cue 
Sheet 110 and selected 

Cue 120 pair

508

506Each Cue Sheet 110 is 
traversed to select each 
Cue 120 of Cue Sheet 

110

Audio Reference objects 
210 are inserted into the 

program code of the 
program
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Figure 6
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The sound effect 
manager calls the API of 
the audio middleware to 
play the audio features 

of the audio file as 
illustrated by the 

description of the Cue 
120 associated with the 

referenced Audio 
Reference object 210
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When the computer 
game is launched, Audio 
Reference objects 210 

and Cue Sheets 110 are 
loaded into memory
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When a specific action 
occurs during the 

computer game, the 
Audio Reference object 
210 whose associated 

Cue 120 has a 
description that matches 

the specific action is 
referenced
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Using the referenced 
Audio Reference object 
210 as the parameter, a 
sound effect manager of 

the game engine is 
called

The sound effect 
manager determines 
that the referenced 

Audio Reference object 
210 is associated with a 
specific Cue Sheet 110 

and Cue 120 pair
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