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Introductions

e 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

e 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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Key Concepts

e Practical Audio

o Aggressive Rolloff Ideas

e Practical & Traditional Music Uses
o Best Practices — The Mix
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What is practical audio?
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What is practical audio?

o Practical Audio is the term used to
describe positional sources of sound that
greatly enhance the environment or
storytelling aspects of the game
experience.
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What is practical audio?

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

e We really lean on these sounds to make
the environment feel as immersive as
possible.
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Practical Audio:

Immersion of the Player

o Audio can be a powerful tool to aid in the
storytelling process.
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Immersion Broken Down

A busy and noisy public street in Disneyland
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Immersion Broken Down

Blue Bayou Restaurant Inside Pirates of Caribbean Ride
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Two Soundscapes For The Price Of One!




Immersion Broken Down

The end result is that you are transported
from this...
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Innocent yodth is actually our Jr."Sound Designer, Dave Nazario

W
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To This...
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Look at how we impemented this type of concept in Haven.
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Look at how we implemented this type of concept in Haven.
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Look at how we implemented this type of concept in Haven.
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Look at how we implemented this type of concept in Haven.
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Look at how we implemented this type of concept in Haven.
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Putting These Principals Into Practice
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Practical Music Example 2
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Traditional Music
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Putting These Principals Into
Practice
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=1\~ Runtime Class

Specialize Runtime Class

Runtime Class
=~ Runtime Data
== Breakable

Tags m_effect_event_tag
Skart Hidden

Use Cover Clues

Lse Mav Effectors

Disable aim assist on karget
=1 Burn Alive
=1 Burn In Hell
= Windable
= Explosion

=1~ Updating Effect
+|=1 Updating Effect

+H 1 Weak Paint

+H=1 Physics Options

+H T Grawy Chunk Options
=1 Only Damage By
Damage Profile

IMax Health

Base Is Invincible

Breakable

MARCH 5-9, 2012

MOS_PPA_MUS_MOTOR
HOS_RADIO_BAYOL_BOAT

MOS_RADIO_BAYOL_STILLMAN_GONE

NOS_RADIO_BAYOU_TOMM

MNOS_RADIO_BROADWAY _SHOWTUMNES

MNOS_RADIO_CHURCH MPWALES
NOS_RADIO_ELITS _COAL_ROOM
NOS RADIO HTC FARMHOLSE
R4 HTC_TRAINIMG
MOS5_RADID_LEECH_HOTEL_ROOM
MOS_RADIO_MP_PRISON_CAFE
NOS_RADIO_MP_STLOUIS_STREET
MNOS_RADIO_MPWALES CHURCH
MNOS_RADICO_MPWALES_HOLUSE
MOS5_RADID_MTC_KITCHEN_TABLE
MOS_RADIO_SLR_Pub
NOS_RADIO_STILLMAM_BAYOU_1
NOS_RADIO_STILLMAMN_OMNE
NOS_RADICO _STILLMAM_TEST
NOS_RADIO_STILLMAM_TF_EARLY
MOS_RADIO_STILLMAN TF_LATE
NOS_RADIO_STILLMAMN_TWO
MOS5_RADID_TF_CHIMESE
MOS_RADIO_TF _DIMER
NOS_RADIO_TF_HOUSE4
MOS5_RADIO_TF_START_GARAGE
MOS_RADIO_TF_START_GARAGEZ
MOS_RADIO_TE WESTERM
MNOS_SLR_Ellis_Raoom
NOS SLR._Ellis_Room_FIMAL

WWW.GDCONF.COM
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Tags m_effect_ewent_tag MOS_RADIO_HTC_TRAIMING w
Skark Hidden [1*
Use Cover Clues W
IJse Mav Effectars &3
Disable aim assist on target [1*
1 Burn Alive
1 Burn In Hell
1 Windable
1 Explosion
=H—= Updating Effect

=1\~ Updating Effect
Ewvent Trigger Range 32
Disable Ak Health Percent 1]

Mazx Plavbacks -1
Unkrigger On Exit
Repeat While In Range

Trigger DISABLED On QOR |:| g
+H ) Weak Point
+H =) Physics Options
+H T Gravy Chunk Options
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if (music track request
play music{ TrackDDD,

pro(”

end

————— INT Y
if (music track request n
play music( TrackDDD, . true, B . )

")y then

pro(”
end

————— HIGH IN ITY Pow

if (music track request
play music( TrackEE, , truoe, . . )
floorlpodecritical = false
pro(” / Cp

end

H 1 IN ISITY Pow
if (music track request

play music( TrackFF, 1, trme, 0, 3, )
play_music( TrackCC, , true, ' B )
pro (" )

end

HI IN ITY P
if (music track request

play music( TrackGG, 0, true, 1, . ]
play music( TrackHH, ., truoe, ' - )]
plaverrushesthesecondfloor = true
on_elapsed (2,
fanction()

floor2podcritical = false
end)

MARCH 5-9, 2012
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[]function PowerPlant2ndFloorWave2 ()

prt { "Po

set_setup name ( "Fowe

—-Cnly t© r thi=s if you 't

= if not vProtoBridgeLowered then
= if not vPowerPlantZndFloorWave2Z then

vPowerPlantZndFloorWave? = true
=l if get_num alive ( pod enemies ) < then
= for i =1, do
= if iz valid ( table_SpawnZndFloorWave2[i] ) then

trigger ( table SpawnZndFloorWaveZ[i] )
end
end

on_elapsed ( ; RddGrimPodGrims to_Pod )
req'.:lest,_rmsic{_track { "Power

=l on_elapsed ( 1,
= function ()
= on num alive ( pod PowerFlantzZndFloor, .
= funection ()
set_skirmish roles ( pod PowerPlantZndFloor, R B ]
5 end )

r end )

P end

r end

r end

-end
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Best practices and mixing
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IM_sfx_PROJECTILES =

{

SoundGroups . SOUND_GROUP_EX SFX_PROJECTILE BYS,
SoundGroups.SOUND_GROUP_EX_SFX_PROJECTILE_HIT RICCCHET,
SoundGroups . SOUND_GROUP_EX SFX_PROJECTILE_HIT_FOLEY,
SoundGroups . SOUND_GROUP_EX_SFX_PROJECTILE_EXKPLOSION,
SoundGroups . SOUND_GROUP_EX_SFX_PROJECTILE_LOOPING,

}

—— this controls sounds in the non

IM sfx EXPLOSICNS REG =

{
TSoundGroups.5QUND_GRQUF_EX_SEX_NONPROJECTILE_EXPLODE,

ols the sfx extra 1
LM sfx EXPLOSICNS_BIG =

{
T‘Soundt}roups .SOUND_GROUP_EX_SFX_EXTRA_LARGE,
}

LM sfx Unused =

{
TSDJndGIDJps.SOUNDiGROUPiEinNUSED,

GROUPS

{

SoundGroups . SOUND_GROUP_EX SFX_PLAYER WEAFON FIRE,
SoundGroups . SOUND_GROUP_EX_SFX_PLAYER WEAFON FOLEY,
1
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on_elapsed( ’
= fonction()
play cinematic("nyt_fT

—— leave seats
= on_elapsed (2,
g funection()
hero exit seat (CRBLE HANG 3, CABLE HANG 4)
nero_upside down_hack (POD_PLAYER, false)
r end)
r end)
= on_elapsed( , fuonction ()
) sound group fade (LM sfx INGAME CINE, - . )
sound group fade (LM =sfx PROJECTILES, - . ]
sound group fade (LM =sfx ENEMY WEAPCH, - . )
sound group fade (LM mus MUSIC, - P )
sound group fade (LM =fx PLAYER WEAPONS, - B )
sound group fade (LM sfx PROPS_AND BREAKABLES, - . )]
sound group fade (LM sfx PROJECTILES, - . ]
sound group fade (LM dia DIALOGUE, - B )
sound group fade (LM =fx PLAYER FOLEY, - . )
sound group fade (LM sfx PLAYER WEAPCNS, - . ]
sound group fade (LM sfx ENEMY FOLEY, - , )

prt{ g up I CINE, -T75, 2y £

=] on_elapsed( , function ()

sound group fade (LM sfx INGAME CINE, -2, )
sound group fade (LM =fx PROJECTILES, . ]
sound group fade (LM sfx ENEMY WEAPCN, B ]
sound group fade (LM mus_MUSIC, O, &)

sound group fade (LM =sfx PLAYER WEAPONS, B )
sound group fade (LM sfx PROPS AND BREAKABLES, . ]
sound group fade (LM sfx PROJECTILES, . )
sound group fade (LM dia DIALOGUE, . B)

sound group fade (LM =sfx PLAYER FOLEY, B ]
sound group fade (LM sfx PLAYER WEAPCNS, . ]
sound group fade (LM sfx ENEMY FOLEY, 0, &)

reguest_music track(”
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Questions?
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Special Thanks

e Disneyland for inspiration
e Britt Dietz Photography

e Any developer outside of Audio that
actually plays the game with sound enabled
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 What We Learned About Practical Audio

By Going  Disneyland’



