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Introductions 

● Dwight Okahara 
 

20+ years as an Audio Dude™ in the game industry.  Has 
worked for Westwood Associates/Studios & Insomniac Games 
as the Audio Lead. 



Introductions 

● Chris Olander 
 

Primary Sound Designer on Resistance 3 and has been part 
of the audio team at Insomniac Games for six years. 
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What is practical audio? 

● Practical Audio is the term used to 
describe positional sources of sound that 
greatly enhance the environment or 
storytelling aspects of the game 
experience.   

● We really lean on these sounds to make 
the environment feel as immersive as 
possible.   

 





Practical Audio:  
Immersion of the Player 

 
 
 

● Audio can be a powerful tool to aid in the 
storytelling process. 



Immersion Broken Down 
A busy and noisy public street in Disneyland 

 

 

 

 



Immersion Broken Down 

Blue Bayou Restaurant Inside Pirates of Caribbean Ride 

 



Swamp 

 

 



Two Soundscapes For The Price Of One! 

 



Immersion Broken Down 

 

 

The end result is that you are transported 
from this… 



 

 



 

 



 

 

To This… 





Look at how we implemented this type of concept in Haven. 

 

 



Look at how we implemented this type of concept in Haven. 

 

 



Look at how we implemented this type of concept in Haven. 

 

 



Look at how we implemented this type of concept in Haven. 

 

 



Look at how we implemented this type of concept in Haven. 

 

 























 

 



 

 



Putting These Principals Into Practice 















Music 





Practical Music Example 2 





Traditional Music 

 

 







Putting These Principals Into 
Practice 



















Best practices and mixing 









Questions? 



Special Thanks 

● Disneyland for inspiration 
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Special Thanks 

● Disneyland for inspiration 

● Britt Dietz Photography  

● Any developer outside of Audio that 
actually plays the game with sound enabled 

 

 




